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Abstract: 

In this paper we study about Mobile applications are software developed for use on mobile devices and made available 

through app stores. App stores are highly aggressive markets where developers need to cater to a large number of users straddling 

multiple countries. This work hypothesizes that there exist country differences in mobile app user behavior and conducts one of the 

largest surveys to date of app users across the world, in order to identify the precise nature of those differences. The survey 

investigated user adoption of the app store concept, app needs, and rationale for selecting or abandoning an app. We collected data 
from more than fifteen countries. Analysis of data provided by  participants showed significant differences in app user behaviors 

across countries, for example users from USA are more likely to download medical apps, users from the United Kingdom and 

Canada are more likely to be influenced by price, users from Japan and Australia 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. 

 

Index Terms: Requirements/specifications, market-driven software engineering, mobile application development, user 

requirements, survey research, app user behavior, software product lines, software ecosystems. 

 

1INTRODUCTION  

Mobile apps are software applications developed for use on 
mobile devices such as smartphones and tab- lets. Once 

developed, an app is sold via an application distribution 

platform, commonly known as an app store. App 

development is market-driven. Similar to traditional market-

driven software , the requirements for an app are usually 

derived from strategic business goals or from mar- et 

opportunities. During the development of an app, developers 

have limited contact with potential users. Success is 

measured by the number of downloads and revenues 

generated from the app. The app store concept has 

democratized the software industry—almost anyone can 
build and sell apps to a worldwide population of users via 

app stores. The benefits of app stores come with significant 

challenges. App developers face a crowded and highly 

competitive app market, and as a result, an app can fail 

(receive little or no downloads) due to features unrelated to 

its functionality and usability, such as app name, app icon or 

level of exposure. As the profit margins from app sales are 

small (Section 1.2), an app should ideally appeal to a large 

number of users worldwide in order to be successful. 

However, many developers are unaware that users from 

different countries have different behavior and needs, and 

that these factors affect app downloads. 
There is also a lack of awareness about the importance of 

features such as app description, screenshots, pricing, and 

user feedback. These challenges have caused many apps to 

fail. Studies have found that 400,000 out of 600,000 apps in 

the iOS App Store have no downloads,2 and 80 percent of 

paid Android apps received less than 100 downloads 

.Despite these failures ,app development continues to 
accelerate worldwide. Market-driven software engineering 

has been studied in the past  but today researchers are 

increasingly focusing on the new opportunities and 

challenges of app development .Recent studies have in our 

understanding of app user behaviors through mining app 

store data, gathering user activity logs and surveys .These 

provide useful data relating to specific smart phones, app 

stores, apps, app categories (e.g., medical apps), countries, or 

age groups. However to date there has been little research 

that studies global user behavior in different app stores and 

mobile devices, across countries. In this work we 
complement previous research by focusing on this important 

area. 

 

EXISTIN SYSTEM: 

Existing mobile developer forums to solicit respondents. 

Their survey revealed that developers adhered quite well to 

recommended sets of “best practices” but rarely used any 

formal development processes. Existing research into app 

user behavior focus on a specific smart phone, app store, 

app, app category country, or age group. Existing research 

into app user behavior focus on a specific smart phone, app 

store, app, app category (e.g., medical apps), country, or age 
group. Large-scale studies using activity logging and data 

mining can reveal interesting usage patterns but not the 

rationale behind the patterns. In addition, they lack 

information related to user demographics (e.g., age, country 
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of residence), which can be useful to understand the usage 

patterns.  

User studies collect detailed data and can reveal interesting 

insights but they often involve insufficient number of 

participants for the results to be generalizable. Most 

importantly, the data is derived from highly focused studies, 

which are not able to elucidate the usage of many types of 

app at an international scale. There is a need for more 

comprehensive data that is representative of app user needs 

in many countries, which may help improve user experience 

and improve software development practice for mobile apps. 

 

 
PROPOSED SYSTEM: 

In the proposed system proposed that while many software 

engineering techniques will transfer easily to the mobile 

apps domain, there are other areas for new research and 

development such as user experience, non-functional 

requirements, processes, tools, and architecture. Proposed 

using mobile devices to elicit end-user needs. Using their 

proposed method, mobile phone users can document their 

needs and requirements using text entry, audio recordings, 

and images captured using their phone. Proposed that while 

many software engineering techniques will transfer easily to 

the mobile apps domain, there are other areas for new 
research and development such as user experience, non-

functional requirements, processes, tools, and architecture. 

In the field of requirements engineering, Seyff et al. 

proposed using mobile devices to elicit end-user needs . 

Using their proposed method, mobile phone users can 

document their needs and requirements using text entry, 

audio recordings, and images captured using their phone. 

Their evaluation revealed that end-users are able to 

document their needs without being facilitated by 

requirements analysts. Mobile phones have increasingly 

become an indispensible part of our daily lives. In light of 

the rapid growth of mobile phones, studying the 

psychological, social, and economic implications of mobile 

telephony has gained an increased importance. Smart phones 
provide a new lens to investigate this phenomenon. 

 
 
MODULE DESCRIPTION: 

In this paper there are four modules. They are as follows: 
 

 Authentication 
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 Admin 

 App Store 

 User Requirements 

 

Authentication: 

                        If you are the new user going to consume the 

service then they have to register first by providing 

necessary details. After successful completion of sign up 

process, the user has to login into the application by 
providing username and exact password. The user has to 

provide exact username and password which was provided at 

the time of registration, if login success means it will take up 

to main page else it will remain in the login page itself. 

 

      four means of authenticating user's identity 

      based one something the individual  

 knows - e.g. password, PIN 

 possesses - e.g. key, token, smartcard 

 is (static biometrics) - e.g. fingerprint, 

retina 

 does (dynamic biometrics) - e.g. voice, 
sign  

 can use alone or combined 

 all can provide user authentication 

 all have issues  

 

 
 

Admin: 

An Administrator wants to access their page means 

they have to Login in with providing User id and password. 

If Administrator’s user id and password are exists means 
access was granted.  Authentication and authorization are 

required for a Web page that should be limited to certain 

users. Authentication is about verifying whether someone is 

who they claim to be. It usually involves a username and a 

password, but may include any other methods of 

demonstrating identity, such as a smart card, fingerprints, 

etc. Authorization is finding out if the person, once identified 

(i.e. authenticated), is permitted to manipulate specific 

resources. This is usually determined by finding out if that 

person is of a particular role that has access to the resources. 

 
 

APPSTORE: 

An app store (or app marketplace) is a type of digital 

distribution platform for computer software, often in a 

mobile context. Apps provide a specific set of functions 
which, by definition, do not include the running of the 

computer itself. Apps are designed to run on specific 

devices, and are written for a specific operating system (such 

as iOS, Mac OS X, Windows, or Android). Complex 

software designed for use on a personal computer, for 

example, may have a related app designed for use on 

a mobile device. 

Such a mobile app may offer similar, if limited, functionality 

compared to the complete software running on the computer. 

Apps optimize the appearance of displayed data, taking into 

consideration the device screen size and resolution. Besides 
providing continuity of functionality over two different types 

of devices, such apps may also be capable of a file 

synchronization between two dissimilar devices, even 

between two different operating system platforms. App 

stores typically organize the apps they offer based on these 

considerations: the function(s) provided by the app 

(including games, multimedia or productivity), the device for 

which the app was designed, and the operating system on 

which the app will run. 

App stores typically take the form of an online store, 

where users can browse through these different app 

categories, view information about each app (such as 
reviews or ratings), and acquire the app (including app 

purchase, if necessary - many apps are offered at no cost). 

The selected app is offered as an automatic download, after 

which the app installs. Some app stores may also include a 

system to automatically remove an installed program from 

devices under certain conditions, with the goal of protecting 

the user against malicious software. 
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User Requirements: 

The user requirement(s) document (URD) or user 

requirement(s) specification is a document usually used in 

software engineering that specifies what the user expects the 

software to be able to do. Mobile apps development 

projects are posing new challenges for software teams. No 

longer simple  productivity tools, enterprise mobile 

applications are becoming central to how companies do 

business. Salespeople, for example, rely on them to place 

orders and check inventory, as well as carry out more 

complex tasks, such as targeting promotional offers to 

prospective customers. As a result, developers in the 

application process are discovering that mobile apps are not 

simply mini versions of their desktop and Web counterparts, 

and this has a big impact on how teams should define 

requirements. Requirements and mobile experts said there 
are three critical issues that are unique to mobile apps and 

should be addressed in the requirements phase: choosing a 

platform, security and usability. When defining mobile app 

requirements, teams first need to determine which hardware 

and operating system the application will run on. This is a 

nonissue when you're developing enterprise desktop 

applications. If the organization uses Windows desktops, the 

application is built to run on Windows. But this isn't always 

the case for mobile applications; many organizations allow 

employees to access corporate resources from their own 

mobile devices. 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Future Enhancement: 

In future work in this paper it have released the 

results of our survey to the app developer community and 

received feedback that the insights are very useful. Some 

developers have requested for other countries to be studied 
as they are building apps for those countries. The 

word mobile application development is a very common 

term in today’s fast paced world. The trend is very dynamic 

in nature and high tech markets are all rushing to develop the 

next great mobile application for the market. The mobile 

application developers are getting flooded with the requests 

to develop mobile applications which are currently used in 

the development and manufacture of these apps for the tech 

markets. It is also putting a lot of pressure on the developers 
to match the demands and to fulfill the expectations even if 

they are from iPhone application developer or Android 

application developer to provide a quality product in the 

market. Today market demand for applications that can run 

User Technology User Needs 

Design 

Review 

Ratings 

Analysis 

requirements 
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on iOS, Android and Html-5-based mobile browsers is 

surging. The future clearly lies in mobile apps, with 61% of 

respondents of a worldwide survey claiming that they plan to 

enhance their mobile capability in the next 3 years and 48% 

believe they will become leaders in their industries by fully 

adopting innovative mobility solutions. 

 

Result: 

Mobile apps are software developed for use on mobile 
devices and made available through app stores. App stores 

are highly competitive markets with a rapidly increasing 

number of apps, and developers need to cater to a large 

number of users due to low margins per sale. In this study, 

we conducted one of the largest surveys to date of mobile 

app users across the world. We demonstrated that app user 

behavior differs significantly across countries, a result that 

was shown in other domains but never before in app-based 

software engineering, indicating that app developers should 

carefully consider the countries of their target users. We also 

investigated user adoption of the app store concept, their app 

needs, and their rationale for selecting or abandoning 
an app. Through analysis of the survey results, we identified 

new challenges to market-driven software engineering 

related to packaging requirements, feature space, quality 

expectations, app store dependency, price sensitivity, and 

ecosystem effect, and their implications for software 

engineering research in terms of research directions and tool 

development. 

We founded Now Secure focused solely on mobile 

security. Our company mission is to secure mobile devices 

and apps and protect the people that use them. Our mobile 

app testing, device monitoring, forensics and security 
intelligence capabilities provide us with a unique set of 

mobile security data. 

We published this report to share some of that data and the 

resulting insights with the public. We also aim to help 

enterprises manage and secure the mobile devices and 

apps that connect with their corporate assets each day. 

 IT and security teams should take the following key 

points away from the 2016 Now Secure Mobile Security 

Report: 

 Mobile security requires a different approach not focused 

on malware. Leaky apps that store or transmit sensitive 
personal and corporate data in an insecure manner are of 

far greater concern at this point in time. 

 Even legitimate apps without intentionally malicious 

functionality that are downloaded from official app 

marketplaces can include high risk security issues. 

 Mobile security requires identifying and remediating 

security issues in device OSs and configurations, the apps 

installed on those devices, and the network connections 

those devices make each day. 
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