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Abstract: The purpose of this research is to explore and analyze the mobile application using behavior of the population in 
Bangkok, Thailand and to study the factors and market mix that influencing to the decision-making of selecting mobile 
applications that focus on photo and video applications. Furthermore, forecasting mobile applications using trend. The data 
set is collected through self-administered questionnaire, and convenient non-probability random sampling method. A total of 
384 samples were collected from population in Bangkok, Thailand. The findings of this study showed that 26-30 year-old 
people using most of these applications. The most popular application is Camera360, and popular functions in this 
application category are retouching a various styles. The most factors that influence to the decision-making of selecting the 
mobile application mostly were Price, Marketing promotion, New Technology, Design, Popularity. And, the important 
factors affecting to download photo and video applications category, and making the applications are interesting as the social 
network that user require to share photos on a social network and attract interesting photos. This research leads to future 
research on the development of decision support systems for mobile applications selection. 
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I. INTRODUCTION 
  
In the globalization, improvement of science, 
technology, society, economy and education provide 
people with better standard of living and styles. As 
the world pushes full speed ahead into the digital era, 
Information and Communication technologies 
continue pushing the boundaries of what people once 
considered possible. Devices are getting smaller and, 
and individuals and large or small companies are 
finding smarter ways to streamline operations by 
enhancing IT infrastructure. Whoever believes that 
mobile phones are for talking, they probably don't 
own a smartphone or is not taking full advantage of 
its many features. ABI Research, a market 
intelligence company, predicts that 1.2 billion 
smartphones enter the market from 2012 to 2017. As 
the years progress, smartphones have been getting 
noticeably smaller and thinner. Users want mobile 
devices that can not only entertain them but also 
serve many functions that were once only possible on 
a PC.[8] Mobile phones replace traditional telephones 
which are relatively inexpensive and can respond to 
consumer behavior. The mobile phone is now more 
capability to use, including a camera and other 
capabilities; however, depending on the applications 
available on the mobile phone.[1]  
 
Mobile application is a handy tool for users on 
portable devices. The smartphone is a communication 
device that is most popular of today's users to use 
because these applications will run on different 
operating systems that support various applications 
and respond to users of all ages in the digital society 
and online social network. Mobile applications have 
many categories including Photo and video, Games, 
Books, Entertainment, Social Network, and so on. 

Mobile applications allow users to download free 
and/or free for trial version but, some versions or 
some applications have to purchase for usage. The 
most popular mobile applications categories are photo 
and video that have many applications that users can 
select to use such as Camera360, FotoRus, Snapseed, 
Adobe Photoshop Lightroom, etc. In a variety of 
mobile applications, there are problems in the 
selection that are appropriate for users’ need. In most 
cases, users will select from applications that are 
most popular, advertising, or from the person who 
recommend with requirements and needs of 
individual users, so they may not know or understand 
each function of mobile applications based on the 
performance of them.  
Based on the popularity and many usages of smart 
phones, researchers have explored users behavior and 
factors that influence to select photo and video 
applications and support decision making in using 
that consistent requirements of users and know about 
future trends.  
 
II. LITERATURE REVIEW  
 
The research has focused on behavior of users and 
factors that influencing to selecting photo and video 
applications to suggest and support decision making 
in using that consistent requirements of users and 
know about future trends. Therefore, this was for 
studying and searching guideline data, including 
theoretical frameworks and principles related to the 
research as follows: 
 
2.1 Mobile Application  
Mobile applications are software program designed to 
run on mobile devices depending on a particular 
operating system to support installation, and most 
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commonly referred to as an application, is a type of 
application software designed to process on a mobile 
device, such as a smartphone or tablet. Mobile 
applications frequently serve to provide users with 
similar services to access on personal computer. 
Applications are generally small, individual software 
units with limited function that enable to preload on 
the mobile devices as well as users can download 
them from mobile applications stores with each 
operating system. Mobile applications perform 
various functionalities such as Internet browsing, 
social network, photo and video, games, business, 
entertainment, health and fitness, lifestyle etc. [9]  
Mobile communication is so integrated into our lives 
that many people feel uncomfortable without a cell 
phone. The most popular functions of phones were 
calling and sending texts. A smart phone is a 
multifunction that helps to learn, earn, and have fun. 
This is made possible by the development of mobile 
applications. Users have more choice and more 
opportunities to customize their phones, and more 
functionality. Mobile operators/entrepreneurs demand 
to provide value-added content for their subscribers 
in the manageable and lucrative. Mobile developers 
require the freedom to develop the powerful mobile 
applications users demand without restrictions. 
Finally, handset manufacturers need a stable, secure, 
and affordable platform to power their devices. [2]  
 
2.2 Technology Acceptance Model  
TAM is the most commonly used models in 
education, and has been studied in a variety of users. 
Studies on user technology acceptance have 
proliferated in the field of Information Science. A 
review of relevant literature suggests that a large 
body of technology acceptance research be connected 
to behavioral intention. The TAM (Davis et al., 1989) 
proposes that an individual's intention to use or 
acceptance of an information system/technology in 
question is determined by two prominent beliefs: 
perceived usefulness (PU) and perceived ease of use 
(PEOU). PU is defined as “the degree to which a 
person believes that using a particular system would 
enhance his or her job performance” (Davis, 1989, p. 
320). (Robey, 1979) noted that the basis of PU is 
drawn from the use-performance contingency in 
expectancy theory, which posits that “a system that 
does not help people perform their jobs is not likely 
to be received favorably in spite of careful 
implementation efforts” (p.537). By contrast, Davis 
defines PEOU as “the degree to which a 
personbelieves that using a particular of PEOU is 
rooted in self-efficacy theory (Bandura, 1982). 
According to Bandura, “perceived self-efficacy is 
concerned with the judgments of how well one can 
execute courses of action required to deal with 
prospective situations” (p. 122). However, the 
technology used to test the model by Davis et al. was 
a relatively simple office system (i.e., a word 
processing program) compared to a sophisticated 

web-based library portal, which requires a learning 
curve for most students.  
Additionally, the participants testing the word 
processing program were of a homogenous student 
group instead of diverse populations (e.g., 
undergraduate students in different grade levels and 
academic programs). Thus, though some researchers 
(e.g., Saadé et al., 2007) have replicated Davis's study 
in complex multimedia learning environments, the 
validity of TAM in regard to academic library web 
portals has not been tested in the literature prior to 
this study. Furthermore, TAM has been applied to 
explain users' initial adoption of an information 
technology; yet the model does not address continued 
use at the post-adoption phase, which is critical to the 
success of an information system implementation.[8]  
 
2.3 Decision Support System  
Van Schaik (1998) refers to the early 1970s as the era 
of the decision support system (DSS) concept 
because during this period the concept of DSS was 
introduced. DSS was a new philosophy of how 
computers could be used to support managerial 
decision-making. This philosophy embodied unique 
and exciting ideas for the design and implementation 
of such systems.[4]  
Therefore, decision support system is a computer 
based information system that supports business or 
organizational decision-making activities, typically 
resulting in ranking, sorting, or choosing from among 
alternatives, to help management team to decide in 
decision of event or business that has uncertain  
structure, or half of certain, the system may be used 
with one person or decision of group, also support 
manager to decide the strategy. DSS serve the 
management, operations, and planning levels of an 
organization and help people make decisions about 
problems that may be rapidly changing and not easily 
specified in advance i.e., Unstructured and Semi-
Structured decision problems. Decision support 
systems can be either fully computerized, human-
powered or a combination of both. [6]  
 
III. RESEARCH METHODOLOGY  
 
Study and review related literature and research to be 
method of research. Study the meaning and types of 
mobile applications, technology adoption models, 
decision support systems, problem solving models, 
data analysis procedures using decision trees, 
analysisfactors, and the marketing mix concept and 
product features.  
In this study, both quantitative and qualitative data 
were used by collecting data with the tool used is a 
questionnaire. The data was obtained from reports, 
manuals, and publications for assessing existing 
findings, internet, books and documents.  
This research was conducted in Bangkok, Thailand 
based on the 2016 census conducted by the Official 
Statistics Registration Systems, Bangkok has a total 
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population of 4,103,762 have ages ranged between 10 
years and 60 years of whom 1,950,617 are men and 
2,153,145 women. In order to select the sample 
respondents, convenient non-probability random 
sampling method was population. The minimum 
required sample size for this study is specified by 
using the Cochran (1977). To explore consumer using 
behavior and factors that influence to select mobile 
applications that focus on photo and video 
applications, and compare the statistics of the use of 
photo and video applications of each brand.  
 
IV. RESEARCH RESULTS  
 
During the survey, 384 questionnaires were 
distributed to purposively selected mobile phones 
shops (centers) in Bangkok. The survey found that 
the factors that influence to the decision-making of 
selecting the mobile application are as follows: 
 

 
TABLE I:- The factors that influence to the decision-making of 

selecting the mobile application 
 

 
Fig1. The quantity of mobile application users 

The result of Table I found that 5 most important 
factors that influence to the decision-making of 
selecting the mobile application mostly were Price, 
Marketing promotion, New Technology, Design, 
Popularity. The quantity of mobile application users 
classified by age ranged are shown in Fig1.  
It is estimated that users under the age of 15 use 
mobile applications are at 4%, between 15-20 years 
using mobile applications are at 13%, between 21-25 
years using mobile applications are at 30%, between 
26-30 years using mobile applications are at 35% 
between 31-35 years using mobile applications at 
11%, 36-40 years using mobile applications are at 
3%, between 41-45 years using mobile applications 
are at 2%, and between 46-50 years and 51-60 years 
using mobile applications are at 1%.  
The most mobile application using and download of 
Photo and Video category are shown in Fig2. 

 
Fig2. The 5 most mobile application using and download of 

Photo and Video category 
 
The most downloaded mobile applications of photo 
and video applications category were:  
1) Camera 360 has been downloaded 257,736 times 
or 32%, 2) Snapseed has been downloaded 200,169 
times or 25%, 3) VSCO Cam has been downloaded 
173,499 times or 22%, 4) FotoRus has been 
downloaded 88,280 times or 11%, and 5) BeautyPlus 
has been download at 81,377 times or 10%. 
Summary results of application download statistics by 
comparison between iOS and Android Operating 
System are shown in Fig3 
 

 
Fig3. Comparison application download statistics between 

iOS and Android Operating System 
 
Users who use mobile devices on the iOS operating 
system have downloaded for purchase at 44% and for 
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free at 56%, on the Android operating system have 
downloaded for purchase at 16% and for free at 84%.  
Mobile Application acceptance statistics of survey 
results shown that 1) Users who download the 
application are free that acceptance applications free 
with advertising at 71%, applications free or trial 
versions, but you'll have to pay for them later if you 
need to use more function or continue to use 26%, 
and purchases applications for use full functionality 
6% 2) Users who download applications are 
purchases that acceptance applications free with 
advertising at 23%, applications free or trial versions, 
but you'll have to pay for them later if you need to 
use more function or continue to use 62%, and 
purchases applications for use full functionality 
15%3) Users who download applications are free and 
purchases that acceptance applications free with 
advertising at 44%, purchases to buy more functions 
at 35%, and purchases without advertising 21% are 
shown in Fig4. 
 

 
Fig4. Decision making to download mobile application 

 
The most popular functions of photo and video 
applications include: special filters, photo 
customization functions, auto-focus blur effects, 
photo sharing to social networks, do both take photo 
and record video, retouching a various of styles are 
shown in Fig5. 

 
Fig5. The most popular functions of photo and video 

applications 
 
According to survey results, users who use photo and 
video applications will select applications that include 
these functions: 90% of special filters, 79% of photo 
customization functions, 73% of auto-focus blur 
effect, 80% of photo sharing to social networks, 81% 

of do both take photos and record videos, and 92% of 
retouching a various styles.  
 
CONCLUSION AND DISCUSSION  
 
The main purpose of this research was to explore 
behavior and factors that influence to decision-
making of selecting photo and video application by 
classifying and analyzing data sets to compare using 
behaviors photo and video applications between the 
age range of the sample population used in the study. 
The findings shown that 26-30 year-old people are 
using most of these applications. The most popular 
application is Camera360. Users who use both iOS 
and Android OS are most likely to use the free 
download apps and sometimes download the free 
version for trial. If the user is already active or 
interested in more functions, will agree and 
acceptance to purchase for full functionality. The 
most popular functions in this application category is 
retouching a various styles.  
Nowadays, the growth of mobile applications has led 
to a growing popularity. This is due to the mobile 
device capacities to support new technologies include 
operating systems or new applications created to 
response requirement of users, and enable to 
download various applications for free or purchase 
with online system. This reflects the increasing use 
and development of photo and video applications.[9]  
The most of users require to use their mobile phones 
to take photo and record video effectively as well as 
quality cameras, and enable to retouch or edit photos 
as effectively as the imaging and photo editing 
software. Therefore, there is competition in 
developing applications that focus on a various of 
functions and cultures, social values, and easy to use. 
In addition, the important factors that affecting to 
download photo and video applications category, and 
make the applications interested in the social network 
that user require to share photos on a social network 
and attract interesting photos. This research leads to 
future research on the development of decision 
support systems for selecting mobile applications. 
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