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Abstract: In this survey we are going to analyse user’s 

behaviour based on mobile app usage and howthe 

analysis is being useful for the developer and 

challenges over mobile app development. Also the 

basic requirements needed while developing an app.We 

collected data from major cities such as Delhi, Mumbai, 

Hyderabad, Visakhapatnam, Bangalore, Chennai, 

Kerala, Kolkata, Pune and Goa. For example users from 

Pune are more likely to download medical apps, users 

from Mumbai and Bangalore are more likely to be 

influenced by price, and users from Delhi and Chennai 

are less likely to rate apps. Analysis of the results 

revealed new challenges to market-driven software 

engineering related to packaging requirements, feature 

space, quality expectations, app store dependency, price 

sensitivity, and ecosystem effect.. 

 

Keywords: Keywords requirement gathering, software 

engineering, Educational app, app 

features,questionnaire, user interface, Usability 

 

1. Introduction 
 

Now a day’s usage of smart phones are increasing at a 

rapid phase .As the usage of smart phone increases 

various mobile based software platform(Os)[1][2]also 

increases and applications in app store also increases. 

For example: Apple iOS store has more than 900,000 

apps and contain one of the competitive app markets. 

While developing an app from the app store users are 

being attracted to icons, description, ratings etc[23], 

which is a positive thing that can give developer 

satisfied. There is also lack of awareness about the 

importance of features such as description, pricing and 

user feedback. These challenges have caused many 

apps to fail. 

Major app related issues given by the user are crash, 

bored of apps, app does not work properly and app 

does not have required features have caused the 

developer fail. A portable application is a product 

application intended to keep running on cell phones, 

for example, cell phones and tablet PCs. Most such 

gadgets are sold with a few applications packaged as  

 

pre-introduced programming, for example, a web 

program, email customer, logbook, mapping program, 

and an application for purchasing music or other media 

or more applications. Some pre-introduced applications 

can be expelled by a standard uninstall prepare, hence 

leavingmore storage room for wanted ones. Where the 

product does not permit this, a few gadgets can be 

attached to wipe out the undesired applications. 

Local portable applications frequently remain as 

opposed to desktop applications that keep running on 

desktop PCs, and with web applications which keep 

running in versatile web programs as opposed to 

straight forwardly on the cell phone.Versatile substance 

is any sort of electronic media which is seen or utilized 

on cell phones, as ringtones, design, markdown offers, 

amusements, motion pictures, and GPS route[14][22].  

Content Types 
 

Apps 
 

Portable application improvement,[9] otherwise called 

versatile applications, has turned into a huge versatile 

substance advertise since the arrival of the principal 

iPhone from Apple in 2007. Preceding the arrival of 

Apple's telephone item, the market for versatile 

applications (outside of recreations) had been very 

constrained. The packaging of the iPhone with an 

application store, and in addition the iPhone's 

remarkable outline and UI, got a huge surge portable 

application utilize. It likewise empowered extra rivalry 

from different players. For instance, Google's Android 

stage for versatile substance has additionally expanded 

the measure of application substance accessible to cell 

phone endorsers. 

 

Games 
 

Mobile games are applications that allow people to 

play a game on a mobile handset. The main categories 

of mobile games include Puzzle/Strategy,Retro/Arcade, 

Action/Adventure, Card/Casino, Trivia/Word, and 
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Sports/Racing, given in approximate order of their 

popularity. 

 

Mobile App Developer 

Today there is no individual who does not convey an 

advanced cell moving. The utilization of the scope of 

handheld gadgets has developed remarkably. In this 

manner versatile application improvement [22]is the 

most prevalent procedure for meeting the potential 

clients in their most favored form. The hand-held 

gadgets give the client the inconceivable probability of 

downloading the application they need. In this way 

versatile applications can help your business increment 

the brand presentation and advance deals in this manner 

facilitating the client experience of finding out about 

your items and getting them from the solace of their 

gadgets. 

 

 

2. Background 

 

Since studies are the best apparatus to find out about 

client preference, interest and requirements. In this 

manner, we have not concentrated on activity log even 

according to our objective activity log data and 

application store information are not required. Writing 

audit of the significance of overviews, techniques for 

directing overviews, how they are utilized as a part of 

existing examination to get client needs, and their 

utilization in application assessment as indicated by 

client input is given in this segment. We have 

concentrated on the formula based and technical 

questionnaire aspects. 

 

A.Survey and User Feedback 

Studies give a high level of precision is clients' statistic 

data. In the poll of close finished inquiries were utilized 

to inspect application needs of clients, their criteria for 

choice or relinquishment of application and impact of 

nation contrasts in client conduct. To assess 

understudies' execution in test on portable application 

posttest 7-point Liker scale was utilized as a part of the 

survey with restricted example estimate. General 

execution of gathering was better than the control 

amass in test. i Require is an online apparatus propelled 

for Samsung to investigate end client setting data, and 

permit the end client to blog their inclinations what's 

more, needs. A pre-study and post-think about poll with 

Yes/No, various decision and Liker style questions, 

utilized amid assessment of understudies' execution in 

portable and podcast based learning background . In 

pre-contemplate survey 92 understudies give individual 

data and react to their podcast and cell phones utilize. 

36 understudies from the trial assemble fill a Liker 

scale post-consider poll to share their learning 

knowledge. An explore directed with 25 understudies, 

12 in the control gathering and 13 in the factual 

versatile application gathering to assess how an 

instructive application upgrade understudies' execution. 

A post-trial study with 7 direct Liker scale utilized 

toward investigate understudies' solace level with 

instructive application. Understudies who utilized 

application performed much superior to anything the 

control assemble also, demonstrate fulfillment in new 

dynamic learning method. In 132 understudies took an 

interest in a review to assess existing learning 

highlights and in the second session of the review give 

their necessities for the components they need to be a 

piece of the application. To condense, existing 

examination into applications and necessities 

investigation, our attention is on test estimate, focused 

on clients, and kind of inquiries of the poll utilized as a 

part of studies. Close finished inquiries are utilized as a 

part of these reviews. Greatest example size is focused 

in, however for [10] and [12] test size is little. Despite 

the fact that [3] has taken definite statistic data, and 

extensively examined nationsavvy application client 

conduct, yet clients are not ordered in wording of age 

gathering, instruction, or employment class. This 

review is more general rather particular. In [10], [11], 

[12] and [14] focused on clients are understudies. In 

these instructive applications educators are most 

certainly not considered in application assessment and 

criticism and for initial three understudies give 

criticism on existing applications, their inclinations and 

necessities are not considered amid application 

improvement. I require [9] must be utilized by the 

client who have this instrument on their versatile. 

 

3. Methodology 

 

This study used the feedback form which contains the 

research questions. Through these research questions 

we are able to get a clear idea about the user behavior 

and his ideology while downloading the apps. These 

research questions are framed based on some literature 

survey in which we followed some old and authorized 

methods. The main methodology of this project is to 

get the user feedback while downloading the apps and 

then the collected data will be analyzed through which 

the developers will get a chance to update the apps by 

knowing user behavior of various categories of the 

users. 

This methodology includes the following steps: 

 

3.1 Questionnaire construction 

This part mainly deals about the questions we frame in 

the feedback form[7]. Through these questions we are 

going to analyses the requirements of the user and also 

have a scope to guess the behavior of different type of 

users at the time of downloading the apps. We 

construct the questionnaire based on the type of the 

data we need to collect from the user[6]. If we need to 
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know about the user review of the app, then the 

questionnaire will be prepared based on it, if we need to 

know the requirement of the user in the newly released 

app, then the questionnaire will be based on it. 

Mainly the questionnaire will be constructed according 

to the developers’ requirement from the 

user. So the questionnaire may not be same for all the 

types of feedback forms we construct, it may differ 

based on the requirement. 

 

3.2 Pre-Testing 

We appoint the team of members to pre-test the 

constructed questionnaire before it was released to 

rectify the drawbacks and to get the questionnaire more 

efficiently. In this process the appointed team will go 

through the questionnaire thoroughly and they analyses 

the data obtained from it, through which they can get 

an idea of the output. So that the pre-testing team can 

easily analyses the questionnaire[4][5] and confirm its 

worthiness. The team appointed for pre-testing contains 

members of various categories of people (like gender 

biased, age differed, platform differed, usage differed, 

background differed) so that we can easily identify the 

behavior of the user. 

This pre-testing process gives us a clear idea of the 

output we may get by using the questionnaire we 

prepared. So it can be easily updated before it was 

taken into society, through which our questionnaire 

will be a failed version. So this process of pre-testing 

was involved in our methodology. 

 
3.3 Mark tool 

The mark tool is used to identify the most repeated 

things presented in the app .where mark tool is defined 

as (mining and analyzing reviews by keywords). Mark 

tool is operated by the keywords.mark is developed and 

deployed a web based tool. By using this tool the 

reviewers will not able to comment on the app more no 

of times. so that there will be one time watch on the 

review of the product .so it will avoid the negative 

commenting people by this tool we can still do more no 

of apps and it will be useful to the people . 

3.4 Final questionnaire 

The final questionnaire contains of total three sections 

which are divided as follows. The section 1 contains 

the information about the user who is going to give the 

feedback. The section 2 contains the questions which 

give the requirements of the user in his point of view 

and for his usage. In the final section i.e., section we 

place the psychological question which gives us the 

idea about the particular user. 

By these three sections we will end up the 

questionnaire and it is again given for pre-testing in 

which all the drawbacks in it will be rectified and then 

it is connected to the database through which the user is 

able to fill the feedback form and we can get his data. 

 

4. Data collection 

 
All the users who downloaded a new app are able to 

leave their feedback in the link we give them. Then at 

the time of developing the new app, the data is 

collected and it is represented in the form of graphs. 

Through these graphs, the developer will collect the 

data required from his new app[9]. 

For a better reaction rate two techniques were utilized 

for information Collection: on the web: online review 

and printed version: paper study. 

In the main strategy we made an isolate site for 

English, French and Arabic rendition utilizing Google 

docs, then we welcomed people from the educating 

field in our informal communities to finish the review, 

and afterward requested that they welcome educators in 

their interpersonal organizations or whom they know in 

their work environment to finish the study, et cetera. 

The accompanying techniques were utilized for the 

invitation: messages to particular partners or 

companions, messages to mailing records and sending 

messages to companions on Facebook[11]. The 

information naturally spared in exceed expectations 

sheet was later consolidated in single sheet in English 

dialect for figuring of results and examination. 

The second strategy in light of paper study. We reached 

our partners and circulated poll on the premise of their 

favored dialect. For paper based review English 

adaptation are just utilized, since every one of the 

instructors are alright with both of the two dialects. To 

maintain a strategic distance from reaction 

predisposition, we reached themexclusively and 

inquired them to fill it as per their own understanding 

and Understanding. The information gathered was then 

entered in exceed expectations for result and 

examination. A concentration gathering is a decent 

apparatus to comprehend and decide people groups' 

needs, to know how individuals see a circumstance, and 

to get knowledge in their state of mind also, 

observation [15]. Subsequently, our specimen was a 

centered gather not a summed one up, as it was useful 

for our inspiration, our discoveries and for our 

experience that we need to achieve from clients' 

necessities. 

 

4.1 Data cleaning process 

The collected data will not only have all the useful 

stuff, but also it may contain many unwanted stuff (like 

the user may get frustrated and may use abused 

language to give his negative review or the people who 

are anti to us may give fake reviews or some people 

may give their reviews just for time pass). So we need 

to clean the data [17] by filtering it and collecting only 

the useful stuff from it. To undergo this process we 
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need to appoint a team who always works on it because 

if all the burden was taken by a single person or a 

single team, then the work stress may be overloaded. 

So the team will be appointed for data cleaning process 

whose work is to filter the data and send it to the team 

who are going to analyses it. 

4.2 Data analysis 

The user leaves his feedback[6] and it is collected in 

the form of graphs or some other way. Then the 

collected data will be analyzed by the developer in the 

way it is required. Then he will get the requirements of 

the new apps or he will come to know about the bugs in 

the app and then he will get a chance to fix them. 

Through which his market will be improved. 

The results were calculated by using MS Excel 2013. 

We analyzed [20] general information of participants 

and Section 1 by calculating percentages and graph 

representation where ever required, and used Pearson 

correlation, linear regression to see the relation between 

the numberof mobile platforms selected by user and 

preferred platforms, for our assumption related to 

mobile platform one sample test was conducted. In 

section II data analysis was performed through 

percentages, graphs, Pearson correlation, and one 

sample test according question and data. 

 

5. Results and Analysis 
 

A.User Distribution 

 
The App store that was most used byGoogle android 

is (10%),Microsoft windows is (8%),apple ios (5%) 

and black berry (2%) .In this distribution arrange the 

highest order is given to the android mobile phones 

and the demand of the phones are given in top range 

based on the performance of the os system .Some 

people even did not know what are even present in 

the app store and not known how to download the 

files from the required contain 

 
 

B. Frequency of Visit 
 

Some people may use the app veryfrequently and 

where as some people may not use the app very 

frequently. The difference in using the app is generated 

based on the work with the app and knowing the 

information from the app. If both are not there then he 

will not use the app . 

 

Frequency of visit 

 

c. Average Downloads 
 

The highest no of downloads depends on the usage of 

the app. some people will download the app for the 

update of os system where as some people will 

download just for time pass to show that the app is 

present in mobile phone  

Average Downloads 

 

 
 

 

6. Discussion 
 

A. Impact of Requirements Gathering on 
SoftwareDevelopment. 

 
To address the effect of necessity assembling on 

programming improvement, we consider our analyses 

and challenges recorded in table 1. The factors[17] that 

affect user selection for an app are, app size, packaging 

of apps such as app title, and app description. This 

impact application surveys, and determination or 

relinquishing of an application as we break down for 

SDL application. Along these lines, this thing must be 

remembered with a specific end goal to spur 

individuals for instructive application. Archiving and 

overseeing elements of instructive application are 

trying for designers as which components ought to be 

incorporated and which elements can be precluded. 

From investigation, we discovered Android is favored 

stage, however others can't be sidelined. This was only 

 

       

frequency of 

 

 

   

     

       

yearly 

 

monthly       visit 

Weekly    

        

        

0 20 40 

6

0   

       feeling bore 

       

Average 

       

       

 

 

   

  

Download

s     

need to do work 

        

        

0 20 40 60   

International Journal of Pure and Applied Mathematics Special Issue

88



an underlying arrangement of prerequisites later on 

amid application improvement broad client association 

is required. Imaginative Prerequisite social affair 

systems, for example, paper based models or 

application models for cross stage with various 

interface styles required to meet the prerequisite social 

occasion, documentation and client fulfillment 

challenge. Security, accuracy, ease of use and 

numerous other non-utilitarian prerequisites are 

required; however clients can't without much of a 

stretch characterize these prerequisites. Another issue is 

in various sorts of systems, for example, remote web, 

wired web and for Bluetooth the non-useful 

prerequisites and their need changes. Hence, for the 

useful prerequisite, (for example, information sharing 

amongst educators and understudies), non-useful 

prerequisites should be dealt with as indicated by the 

portable environment. Cell phones decently handle 

setting mindful applications [20] however utilizing an 

instructive application either in grounds or home and 

making it accessible for understudies just in class 

uncovers challenges particularly for security and 

protection of data. Highlights identified with result 

computation, presentation, conduction of tests go over 

continually changing information alternately data that 

may be kept for a specific timeframe as given in 

structure [5], comparably all elements are definitely not 

accessible at home, and some of them must be utilized 

as a part of the grounds range. The test here is to deal 

with the adjust amongst changing and solid 

components. To address this challenge designer need to 

build up a viable developmental process for the plan of 

application elements. Amid application improvement 

prepare engineer go over programming dialect 

requirements while executing necessities, for example, 

regardless of whether programming dialect bolster 

APIs for Bluetooth network, and gadget requirement, 

for example, screen size and information strategies. 

Most likely these requirements change inside 

programming dialect and inside gadgets. In this way, 

engineers require outrageous ability and prerequisite 

building must be founded on additional viable systems 

where such issue ought to be talked about with end 

client to create a practical prerequisite archive. 

 

B.Meeting High Quality Expectation 
 

To meet great desires of users from Survey application, 

it is imperative to experience usability of use issues 

that by and large individuals confront in web 

applications. Convenience is affected because of speed, 

size, memory required to spare information 

(furthermore, portable have memory issue), UI and 

numerous others. Examinations demonstrate that the 

members require productivity, viability and fulfillment 

from instructive application. Amid prerequisite social 

affair ease of use components must be examined 

furthermore, reported. The end client must be clear 

about convenience highlights, e.g. how the client is 

fulfilled by application. Without utilitarian necessities 

application is pointless, so they are incorporated into 

the application, however from an end client point of 

view non-practical prerequisites characterize nature of 

applications. That is the reason non functional 

prerequisites are viewed as more critical than practical 

prerequisites [3]. In this manner, prerequisite gathering 

must be expounded by organizing non-useful necessity, 

and characterizing them legitimately in setting of each 

practical prerequisite of instructive application. 

 

C.Validity of Research 
 

We gave greatest care and thoughtfulnessregarding 

guarantee the precision of results and toavoid response 

bias. Be that as it may, similar toany other research 

approach, it is not withoutconstraints. In spite of the 

fact that we asked a straightforward inquiries, yet one 

basic issue in the reactions was that we consider SDL 

application which is as it were accessible to Indian 

college educators, so there was a reaction inclination in 

those inquiries. For "others" alternative, in on the web 

poll respondents couldn't say that what is other, this is 

the place the distinction in investigation originate from 

the individuals who reacted online to those how gave 

reaction on printed poll. We gave an open finished 

question that was imperative, however not very many 

individuals gave reaction even those were not 

extremely compelling.This study was conducted to 

gather user requirements forweb app. The dataset that 

we gathered from this examine give a reasonable 

understanding into client prerequisites, empowering 

future research to develop necessity gathering with 

distinctive strategies and legitimate documentation of 

both practical and non-utilitarian prerequisites for 

instructive application advancement. It was one of a 

kind as in writing we didn't discover any necessity 

gathering from instructors for instructive application. In 

future this review could be reached out by change in 

the poll from our experience and including respondents 

from more nations particularly where cell phone use in 

portable learning is high. 

 

7. Conclusion 
 

Advances in mobile technology Have resulted in the 

development of cross platform apps that resulted in 

innovated solutions for challenges faced by most walks 

of life. Developing an app with either not having 

correct expertise of app development or while not 

properly gathering user necessities, result in extensive 

challenges for software developers. As complexity of 

mobile apps and their necessities is considerably 

additional than desktopcode.Therefore,in this research 

we gathered necessities for Associate in Nursing 

educational app of demand gathering from teacher 

victimization form based mostly survey technique.We 
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analyzed the importance from Literature review and 

demonstrated through the results user preferences in 

Educational app. We terminated that most of the 

academics mention virtually same suggestions for app. 

Through analysis of results and literature review, we 

known new challenges for code engineering in context 

of academic app development.Our approach of app 

features and usability based mostly demand gathering 

are going to be helpful in future in application 

development once addressing code engineering 

problems. The research conducted by a team with 

distributed experience, help to conduct in completely 

different languages and effective use of code 

Engineering and Human pc Interaction in generating 

form and analyses. 
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