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Abstract— In the information era we live in today, data 

represents the most valuable resource. One of the greatest 

critical materials that enables the successful use of diverse 

strategies in a wide range of applications is information. A 

growing quantity of information is being created globally as 

a result of the advancement of the internet infrastructure. This 

information is produced on a variety of websites, including 

social networking platforms, e-commerce gateways, and 

other online services accessible over the World Wide Web. 

Such services are very important and have been employed by 

many individuals all over the world. These usages produce 

enormous volumes of data nearly every day, aside from the 

infrastructure. This data is extremely valuable and can be 

used for the purpose of achieving effective and useful 

implementations in Data mining, Machine Learning and other 

data intensive implementations. This is particularly useful 

with regards to these realizations that allow for a much 

effective and useful implementations of the generated data. 

But there are certain problems that have been noticed with 

regards to the reliability and security of the data being shared. 

This prevents optimum utilization of the data sharing by the 

crowd. Therefore, to improve the trustworthiness of the 

sharing mechanism the implementation of a reward and 

penalty based approach using the distributed blockchain 

platform is reached in this literature survey paper. This 

methodology will be elaborated in the upcoming editions of 

this research. 
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I. INTRODUCTION 

There have been increased users on various online platforms 

in the recent years and one of the main causes of rise in 

customers of modern Web Applications is the network 

platform's greater accessibility. These solutions are now 

absolutely necessary for achieving the users' goals of 

interaction, economy, and many other things. The main factor 

contributing to these systems' widespread user bases has been 

their simplicity and affordability. Nearly every day, such 

systems create more information than they can handle. 

Multimedia written text as well as other forms of data are 

used to store this info. 

 This information is extremely useful for many 

purposes, but it is extremely effective when used to machine 

intelligence or machine learning techniques. Another of the 

most important and fundamental methods for enabling a 

thorough knowledge of a certain issue or event is the use of 

machine learning algorithms. Large volumes of data are 

necessary for machine learning algorithms to maximize their 

potential. There is no lack of data to use in various techniques 

due to the enormous volumes of data constantly created. This 

information may give important understanding of the internal 

functioning of the activity, which is helpful for putting 

different modifications and changes on those operations into 

place. 

 In order to provide secure data exchange methods, 

several strategies have been studied in this study work. These 

strategies have been crucial in helping us build a secure, 

highly dependable, and efficient method for data exchange 

and access management. The deployment of the decentralized 

blockchain architecture has been projected to enhance the 

data's confidentiality and safety. The blockchain architecture 

uses blocks of information that are connected together by 

hash keys as part of its distributed ledger architecture. This 

makes it possible to store the information in the shape of a 

loop. The preceding blocks of data's hash values are merged 

with the next blocks of information to form this sequence. 

This makes it possible to effectively safeguard the data being 

provided with both the data requestor from tampering. 

 This study piece analyzes a substantial percentage of 

studies that were conducted to enable efficient data vending 

tactics in an effort to offer a solution to each of these issues. 

These methods have offered an evaluation of the traditional 

methods to be used for data sharing amongst data providers 

and the data being sought. This methodology has helped to 

advance a method that uses decentralized blockchain 

technology coupled with RCC encryption using natural 

language understanding. The blockchain technique is 

important for giving the data given with the requester tamper-

proof confidentiality. The distributed system makes use of 

hash values that grant the data a very high degree of reliability 

that can be quickly determined by checking for the Avalanche 

effect. The avalanche effect, that is a sign of data tampering 

that can be instantly recognizable, is included in the hash key 

created by the blockchain. This safeguards the information 

and offers a dependable and practical method for data 

vending.    

 Anuruth Lertpiya [1] analyzed five core Thai NLP 

techniques on a UGWC dataset and offered models and 

evaluation criteria. In order to provide a reference 

comparability amongst weakly pre-processed UGWC and 

publically accessible datasets some of which are predicated 

on some more structured material, the authors analyzed the 

findings that may be used as a guideline to assist quantify 

forthcoming UGWC corpora's challenges. Text 

fragmentation, phrase categorization, term error handling, 

word variation identification, and identified object 

identification made up these assignments. The 5-gram 

approach outperforms the 3-gram approach on the UGWC 

corpus for term error and variation identification. The 

researchers divided name entities for named object 

identification into 5 categories: commodity, institution, place, 

individual, and others. In terms of instance detection metrics, 

word-gram approach surpasses chargram technique inside 

these categories. 
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 Natheer Khasawneh [2] demonstrates that wearable 

digital healthcare gadgets are gaining popularity. They give 

wearers a detailed, ongoing understanding of their activity 

and health parameters. Wearable technology and social 

platforms work together to provide a number of beneficial 

implementations and research projects. The foundation for 

gathering and analyzing health as well as fitness data was 

given in this study. As one such straightforward application, 

a case research targeted race time forecasting was given. The 

potential from having such a framework are tremendous, 

particularly in interventional and observational 

investigations, even if such an implementation may not 

garner much awareness. 

 This literature study paper separates chapter 2 into 

an examination of existing research that takes the form of a 

literature review, and third chapter culminates with 

recommendations for further research.  

II. RELATED WORKS 

Brandon Haworth [3] describes an interactive game that turns 

environmental design constraints into games that need 

puzzle-solving. Competitive regression studies reveal that 

single player versus multiplayer modalities result in high-

value environmental concepts, illuminating the efficacy of 

gamification throughout this field. Multiplayer designs 

outperform single player and enhancement technique 

performance, whereas single player plans outperform 

expertly planned environments. There is proof that individual 

players can linearly reduce overall egress times through 

design revisions. Additionally, teaming up players 

significantly reduces overall egress times compared to 

successive iterations. 

 Jiayu Zhou [4] elaborated on the challenge of 

distributed information vending, which enables private 

information to be safely communicated on a blockchain. To 

solve the problem of the efficacy of retrieval of information 

and the permeability from referencing the data, the authors 

proposed a methodology for distributed information vending 

using a mix of embedding process and pattern training. By 

promoting data dissemination from proprietors and its 

aggregation, distributed information vending can alter 

industries like healthcare. The researchers used the 

distribution of electronic medical records on something like a 

blockchain as a real-world example to explain the concept. 

 Jian An [5] states that constantly striving at the 

dilemma that the legitimacy and confidentiality of the central 

hub in the conventional crowdsensing can sometimes be 

protected, the authors suggest a distributed quality assurance 

framework using the concept of a blockchain. The approach 

outperforms the characteristics of centerlessness, 

irrevocability, and unlinkability during the technique of 

crowdsensing, attempting to avoid the damage of the 

presence of attack vectors and fraudulent activities. This is 

done by incorporating concepts like smart contracts and the 

consensus algorithm in the blockchain together into 

crowdsensing scenario. By using the mechanism of node 

matching carried out by a validator after task advertising and 

the quality grading assessment carried out by the job 

publisher even during analysis of quantitative evidence, this 

model simultaneously implements quality assurance in 

crowdsensing underneath the concept of a blockchain. 

 Dan Peng [6] recommended incorporating the idea 

of information quality through into development of 

crowdsensing frameworks. The authors have filled the gap 

between the reliability of sensing data and appropriate 

compensation for participation by utilizing the expectation 

maximization algorithm as well as information theory. They 

then suggested the quality-based reward systems, which 

satisfies both personal rational thinking and maximize profits. 

The goal of the incentive mechanism is to encourage potential 

participants with various sensing expenses to exert enough 

manual intervention and publish high-quality sensing data in 

crowdsensing. It does this by estimating the effort matrix for 

every respondent, calculating the performance of sensing 

data, and allocating rewards in full compliance with each 

appropriate service. 

 Weijie Chen [7] proposed the MapICT method, 

which specifically targets the issue of the unbalanced 

distribution of crowd-sourced trajectory data, to generate 

radio map using trajectory data requiring floor map. To lessen 

the effects of an unbalanced dispersion, the vertex separation 

technique depends on HDBSCAN reserves as many features 

of areas with few itineraries as it can. In most situations, the 

clustering result may be optimized to lessen the impact of 

anomalous RSS samples using the window-based smoothing 

approach. Simulation studies show that the HDBSCAN 

algorithm-based method performs better with both an 

unbalanced and balanced allocation of data streams. 

 Junqin Huang [8] In this work, researchers present a 

crowd-sensing technology that uses blockchain technology to 

address the lack of conventional crowd-sensing systems 

combined security and inexpensive service charge. 

Considering blockchain technology is still in its infancy, this 

research will be significant for distributed processing 

research by offering a practical blockchain-based alternative 

for a well-known scientific issue, namely crowd-sensing 

management. The authors provide privacy by permitting 

users to register before providing their real identities and 

keeping encrypted sensory information in the distributed 

network in order to benefit from blockchain features. 

 Yong Cheng [9] explains how studies from 

geographical social dual space on user ’s mobile behavior 

patterns configuration and interest predisposition for all-

around assessment, using user social media network 

information diffusion task, utilizing arbitrary propagation as 

well as intentional propagation framework, anticipate the 

dissemination of seed users network, and the use of 

established evolutionary algorithms of identifying the ideal 

seed users participant set utilizing current information to 

information diffusion methodology adopted by the proposed 

approach.  

 Huayi Duan [10] describes in detail a novel 

crowdsensing technology driven by blockchain. The 

framework delivers high security assurance with resilience, 

operational consistency, asymmetric confidentiality, in 

addition to confidentiality of information, in the distributed 

and open context by carefully combining methodologies and 

tailored designs. Extensive tests are also used to show the 

concepts' viability and effectiveness. The suggested method 

is meant to encourage ordinarily cautious users and 
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widespread acceptance of the crowdsensing model, according 

to the researchers. 

 Jinliang Xu [11] provides a decentralized crowd-

intelligence environment built on the shared decentralization 

of blockchain as well as mobile edge computing. The model's 

adjustable reward-penalty system offers a mechanism to 

balance the objectives of the three parties. Crowd-intelligence 

capabilities are expanded to include crowdsourcing and 

crowdsensing. Furthermore, it can address the issue of a 

workforce shortage by using both humans and technology as 

workforce. It may both profit from these structures and 

provide a variety of data-related Industrial Internet of Things 

capabilities. 

 Jimin Tan [12] created a whole mobile system that 

uses deep learning on photographs from crowdsourcing to 

identify famous locations. Researchers have emphasized the 

importance of using online data sources for bootstrapping and 

developing these systems. In order to effectively utilize the 

image data gathered by smartphone subscribers and made 

accessible through public photography sites like Flickr, 

researchers have further created an automated filtering 

process. Site identification in the wild can be extremely 

challenging since it can be impossible to differentiate among 

sites in the real world due to item resemblances and the 

abundance of candidate goods, however it can also be 

complicated because inconsequential artifacts in the user's 

camera's field of sight can end up causing false positive 

developments. 

 M. Z Variawa [13] outlined the Galaxy Zoo 2 

initiative, a crowdsourced astronomical endeavor that asked 

people to provide responses to a series of questionnaire 

actually on the galaxy's structure with the goal to speed up the 

process of classifying photos of galaxies. The class response 

vectors for each picture in the dataset correlate to the 

proportion of participants that selected each option for each 

query. For every galaxy in the collection, a Hubble type 

predicated upon the most prevalent consensus geometry out 

from class response vectors is also included. 

 Abhishek Gupta [14] demonstrates an innovative, 

affordable, and simply implementable crowd-sourcing 

technique for calculating road grade employing smartphones. 

The researchers use information from an accelerometer, 

gyroscope, and Google topography to proactively combine 

information from an investigation of smartphone sensor error 

patterns in a dynamic traffic context to determine road grade. 

Furthermore, to increase the system's reliability and 

resilience, the researchers crowdsource insights from 

multiple sources. The outcomes of the experiment show how 

much better than current approaches the suggested strategy 

is. 

III. CONCLUSION AND FUTURE SCOPE 

Data is the most precious resource in the information age that 

we are now living in. Information is one of the most important 

vital resources that makes it possible to employ various 

tactics successfully in a variety of applications. The 

development of the network infrastructure has led to an 

increase in the production of information on a worldwide 

scale. The websites that create this information include social 

networking sites, e-commerce gateways, and other websites 

that may be accessed online. Many people around the world 

have used these services, which are quite significant. Aside 

from the infrastructure, these uses generate vast amounts of 

data almost every day. This data is very important and can be 

utilized to perform data mining, machine learning, and other 

data-intensive techniques in a way that is efficient and 

beneficial. This is especially helpful in light of those 

realizations that make it possible to use the generated data in 

much more effective and practical ways. However, there are 

several issues that have been identified with the validity and 

security of the data being shared. This hinders the crowd's 

ability to use data sharing to its fullest. The implementation 

of a reward and punishment based technique using the 

distributed blockchain platform is thus accomplished in this 

literature survey paper in order to increase the reliability of 

the sharing mechanism. In the forthcoming editions of this 

research, this methodology will be further developed. 
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