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Abstract: Social software comprises a wide range of different types of activities, The most familiar are likely to be internet discussion
forums, social networking and dating sites Mobile computing technologies and social software have given new challenges to technology
enhanced awareness. Simple awareness system include knowing how the given system works. The objectives of the paper include To
establish the level of awareness of mobile social systems, To identify commonly used tools in mobile social systems and To establish the
level of utilization of using mobile social systems. This paper reviews the awarness of mobile social softare that includes
Facebook,Whattapp, Twitter and linkedIn, Instagram. Primary data was used drawn from mobile social users in Nakuru County Kenya.
The sample size was 361 respondents but 345 respodents returned the feed back , both descriptive and inferential statistics was used . It
is evident from the study that out of More than 53.3% of respondents use WhatApp while 31.9% use facebook ,7.8% use twitter while
Linkedin has lower ratings of 7.0%. The study also reveals that most of the respodents are aware of the services they utilize the service
for chatting purpose with 80% followed by Messaging with 18.6 % while research work is the last one with 11%.
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1. Introduction 

The web 2.0 and its tools like Facebook, Twitter, MySpace, 
whattsApp have evolved as God sent tools in providing 
services to the users. These SNS’s cannot only be used for 
communication but also for many other purposes. The Social 
Networking Sites (SNS) have become important tools for the 
youngsters especially teenagers to interact and socialize with 
their peers [1]. Social Networking Sites allow the users to
manage, build and represent their social networks online [2]. 

Among all the available Social Networking Sites, Facebook 
appears as one of the most popular sites for the common 
people [3].Face book can be defined as ‘a social utility that 
helps people share information and communicate more 
efficiently with their friends, family and co-workers, Face 
book enables its users to present themselves in an online 
profile, acquaint friends to stay in touch with their friends 
and who can post comments on each other’s pages and view 
other’s profiles [4] 

According to [5] the tools associated with social software 
transform our capacity for civic activism. Firstly, these tools 
allow people to participate by creating, publishing and 
distributing content, such as video, pictures, music and texts 
through the Internet. Secondly, social software allows 
people with similar interests to find one another and connect 
through social networking sites, such as MySpace and 
Facebook , People can also use search tools and systems for 
collaborative tagging of information and ideas. Thirdly, 
people can coordinate their activities and collaborate 
through raising petitions and funds, and planning and 
conducting mobile campaigns and communities programs. 
Fourthly, through large-scale collaborations, people can 
create reliable, robust, and complex products such as open 
source software applications such as Linux. As to[6] The
rubric of social software is contribute, connect, collaborate 

and create, Three characteristics commonly attributed to
social software include support for conversational 
interaction between individuals or groups ranging from real-
time instant messaging to asynchronous collaborative 
teamwork spaces [7]. This category also includes 
collaborative commenting on and within blog spaces, 
support for social feedback that allows a group to rate the 
contributions of others [8]. Perhaps implicitly leading to the 
creation of digital reputation support for social networks to
explicitly create and manage a digital expression of people’s

personal relationships and to help them build new 
relationships[9].  

1.1 Objectives  

i) To establish the level of awareness and utilization of
mobile social systems.  

ii) To identify commonly used tools in mobile social 
systems. 

iii) To establish the challenges using mobile social systems. 

2. Literature Review 

Web 2.0 has inspired intense and growing interest, 
particularly as wikis, weblogs (blogs), really simple 
syndication (RSS) feeds, social networking sites and peer-to-
peer media-sharing applications[10].Social software tools 
offers opportunities to move away from the last century's 
highly centralized industrial model of learning and toward 
individual learner empowerment through designs that focus 
on collaborative and networked interaction[11]. 

2.1 Characteristics of Mobile Social Software 

The following are major characteristics that mobile social 
software includes:  
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2.1.1Ease-of-Use  
The underlying technology of social software is Web 
technology, which consists of a user-friendly interface and 
applications, and an open-source and decentralized 
information structure[12].The ease-of-use characteristic is
especially emphasized in Web2.0 in terms of three 
directions, technological the programming language and 
presentation technologies applied to support user interaction, 
structural that include user-centered design of layout and 
sociological that includes notions of friends and groups [13]. 

2.1.2 Architecture of Participation  
Architecture of participation refers to the default set of Web 
applications designed to track users’ digital footprint the 
original intention is to aggregate user data and build value as
a side effect of ordinary use of applications[14]. Whether 
this traceability is a good or bad thing is debatable however 
this kind of technological function helps to record users’
digital footprints and to connect people, and has the potential 
to develop trust among online users over time[15] . A user’s
digital footprint can be automatically generated by the Web 
or input into the Web by the user the architecture of
participation aims to resolve the conflict between the desires 
of users’ feedback on Web services, and a low percentage of
users will go to the trouble of adding value to an application 
via explicit means [16]  

2.1.3 User-Generated Content  
On the Internet, the value of using the Internet service to one
user is positively affected when another user joins and 
enlarges the network the source of network effects is high 
quality user-generated content by a number of
people[17].Content creation on social media sites is about 
both sharing creative output and participating in
conversations stimulated by that content[18]. Linked user-
generated content plays an important role in information 
dissemination and knowledge creation[19] . 

2.2 Awareness metrics  

The following metrics are used to test social software 
awareness, it includes: 
1) Understandability: the social software system can be

considered to be under stable if it can read necessary 
information via the software system to evolve it[20] 

2) Functionality: a system is defined by the set of actions 
or services that it provides to its users. However, the 
value of functionality is visible only when it becomes 
possible to be efficiently utilized by the user [21]. 

3) Clarity: On screen information must be short and
relevanet at and t still make sense should be a minimum
keystroke effort. Requests for input should be
relevant.Output should be easy to understand [22].

4) Adaptability: systems are abundant. Most social 
software allows users to modify system parameters and 
to indicate individual preferences. Web portals permit 
users to specify the information they want to see and the 
form in which it should be displayed by their web 
browsers[23]. 

2.3 Mobile social software utilization  

Utilization basically means the areas where social software 
has benefited it includes : (i) Delivers collaborative 
collecting and indexing of information, No longer is
knowledge limited by historically constructed visions of
curricula. There are new ways of organizing and finding 
knowledge objects that are of interest to you and the groups 
with whom you share interests[24].(ii) Allows syndication 
and assists personalization of priorities, There are 
mechanisms to be passively active, You can choose what 
information streams you want to be kept informed about and 
that information will come to you rather than you having to
go and seek it [25]. It will help you both keep abreast with 
your co-workers’ online activity and those other information 
streams you actually prioritize [26] (iii) provides new tools 
for knowledge aggregation and creation of new knowledge. 
The massive uptake of MP3 music players is indicative of a 
move to collecting material from many sources and 
aggregating it for our personal use[27].There are also tools 
that allow that content to be modified and incorporated in
new formulations: the concept of a mash-up [28].(iv) 
Delivers to many platforms as is appropriate to the creator, 
recipient and context. Creators and users of social software 
tools and content know their lives are not constrained to
desktops, they use many media: mobile phones; PDAs; MP3 
players and games consoles [29]. They increasingly expect 
that the digital part of their life will integrate with them in
the context that they are in [30]. 

2.4 Challenges for mobile social software  

i) New Communication Services: Semantic information 
can be used to implement new types of communication 
services. For instance implementing a new Web service that 
forms dynamic groups of people based on location and user 
interest [31]. This includes developing new Web 
frameworks and middleware as well as new user interfaces, 
one could for example imagine a dynamic group being 
visualized as third dimensional graph where the user can 
easily browse and navigate the currently discovered dynamic 
groups [32]. 

ii) Unified Communication: When developing a new 
communication service it is important to get as many users 
as possible. When more and more communication services 
are deployed as Web services, it becomes possible to create 
mashups or aggregated Web services [33]. As users being 
part of a dynamic group could be using different 
communication services like Twitter and Facebook) the 
system should automatically dispatch messages between 
different social networks [34]. A challenge is therefore to
make an integrated effort of consolidating social networks, 
or even create a virtual social network service [35] 

iii) Data Mining: Data mining algorithms must be utilized 
in order to generate semantic information. By extracting 
information from social networks it is possible to
automatically discover information about users [36]. For 
instance, automatically find phone numbers, user names and 
relationship between users. The information can be obtained 
from a wide variety of sources, including news feeds, 
images, videos, and text obtained from classical Web 
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pages[31]. However, as users may have different account or
profile names, it can be difficult to map information to a one
particular user, Similarly, using non unique data fields to
map data can easily result in inaccurate data sets , For
example, using a personal name to map data obtained from a
Web page to Twitter account can easily result in inaccuracy
as personal names are typically not unique[37].

iv) Privacy: A common solution is to let the users be in
control and provides some easy way for the users to share
information. Typically, users will only share information if
the gain is greater than possibly privacy implications [31],
[38]. For instance, people upload videos and images to
YouTube and Flickr because they want other people to be
able to easily access the data, or to improve their own social
status these aspects must be considered when developing
new services [39].

3. Methodology 

Primary data was used in the study was drawn from a survey 
carried at Nakuru county, targeting mobile social software 
users. The study was conducted on 345 respondents. The 
questionnaires were issued to the students, parents and 
teachers respectively. The study achieved 95.3% response of
the target. This response rate was considered appropriate for 
analysis and reporting as supported by [40] indicating that a 
response rate of 70% and above is excellent. 
  
4. Analysis and Interpretation 

Analysis contains data about mobile social awareness and 
mobile social. 

Mobile social software awareness  

Table 1: Gender of the respondents * social network used Cross tabulation 
social network used Total

Facebook Twitter whatsApp Linkedin

Gender of the
respondents

Male
Count 64 18 109 12 203

Expected Count 64.7 15.9 108.3 14.1 203.0
% of Total 18.6% 5.2% 31.6% 3.5% 58.8%

Female
Count 46 9 75 12 142

Expected Count 45.3 11.1 75.7 9.9 142.0
% of Total 13.3% 2.6% 21.7% 3.5% 41.2%

Total
Count 110 27 184 24 345

Expected Count 110.0 27.0 184.0 24.0 345.0
% of Total 31.9% 7.8% 53.3% 7.0% 100.0%

Source: [41] 

Respondents are able to get online from various platforms. 
Some of the various places include a home, at the cyber 
cafe, at the malls, and some at school among others. While 
at home they can access through their smart phones and 
laptops, and at school they can use the computer labs that 
have networked computers. From the above table , it is
evident that WhatsApp is widely used with a 53.3% 
response rate followed by Facebook with a 31.9% followed 
Twitter with 7.8% and lastly Linkedin with 7% response 
rate. The popularity of WhatsApp is attributed to it being an
instant messaging application that runs on mobile phones 
and can be used while one is on the go and thus allowed 
multitasking which students are known for. 

The researcher found out that respondents felt WhatsApp to
be more interactive than the other sites. Facebook has a 
substantive percentage because it‘s an application that has 
been there for a while and enables students to tag each other 
especially pictures. It is also evident that mobile social 
software are widely used by male respondents with 58.8% 
while female have a lower percentage of 42.2% 

4.1 Social Software Utilization  

The following table shows the results of social software 
utilization  

Table 2:
Purpose Percentage* (N=345)
Chatting 80
Messaging 60
Entertainment 55
Knowledge 47
Video conferencing 43
Personal contact 40
Education 39
Meet new friends 32
Communication 31
Advertisement 30
Passing time 23
Online learning 15
Purchasing 13
Research work 11

Source: [41]  
*Multiple response 

It was established that most respondents utilize social media 
for chatting with 80% response. Followed by messaging 
with 60%, followed by Entertainment information with 55%, 
The research found respondents seek knowledge information 
is sought as fourth option with only 47% of the respondents. 
Online learning ,purchasing and research are last in the list 
with 15%,13% and 11% respectively while video conferring 
and persona; contact are averagely sought  
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4.3 Time spend on using social media 

Table 3 shows the reported that average hours daily, weekly 
and monthly that students are spent on social media by the 
students. 
  

Table 2: Time spent on using social media 
Time ( hours) Percentage (N=345)

Daily 1-3 40
3-5 60

Weekly 1-10 72
More than 10 28
Monthly 1-20 86
More than 20 14

Source: [41] 
  

60% of the respondents were spent 3-5 hours daily, 72 % of
the respondents were spending 1-10 hours per week. 86 % of
the respondents were spent 1-20 hours per month

Extent of utilization of mobile software 
Chi-square test: was used compares proportions/percentages 
between two or more groups. The test was used because we
want to compare if there is significant difference in %age of
respondents with respect to the FIVE categories that 
includes SD,D NAD A and SA  

Table 3: Extent of utilization of mobile software

Key: SD = Strongly Disagree; D=Disagree; N = Neutral; A = Agree; SA = Strongly Agree; 
Freq=Frequencies and %=Percentages source: Source : [41] 

The findings above revealed that a majority of the 
respondents agreed that they use the mobile software to
participate in discussions (51.3%) .This findings is
supported by the chi-square results (χ2 =288.3;p<0.01).The 
findings also indicated that respondents agreed that they use 
mobile software to express creativity(45.2%).Similarly 
146(42.3%) of the respondents agreed that mobile software 
assists them to network to new friends as well as those in
distance parts. It was revealing that 42.0% of them agreed 
that the mobile software assists by providing the user with 
enough suggestions and prompt towards the right usage. In
addition respondents agreed that during mobile software 

usage user can easily navigate between program screens 
(40.9%).This means that a majority were not sure with the 
statement. The findings further revealed that respondents 
agreed that changing account, profile and security settings is
easy and that input methods are easy while entering data 
with (40.0%) and (40.0%)respectively. It was noted that 
(43.5%) of the respondents strongly agreed that the mobile 
software assists them to keep in touch with the news and 
commentaries. 

It was also found that learning to operate the mobile social 
software was agreed by the respondents to be easy (39.1%) 
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suggesting that they were able to utilize the mobile software. 
It was also comprehended that respondents agreed with the 
facts that software performs management tasks 
satisfactorily, to customize some features is easy and that to
customize some features is easy with 38.8% , 129(37.4%) 
and 129(37.4%) respectively. Despite these affirmation a 
nearly 62.6% of the respondents failed to agree with the 
statement. 

Moreover, respondents agreed that invalid commands are 
handled constructively and the program tolerates variations 
in command formats with (34.5%).The findings also 
revealed that the respondents agreed that software is age-
appropriate in content & language(33.6%).However, 
30.7%of the respondents were not sure whether 
understanding the hierarchical of the program was difficult  

5. Conclusions 

Mobile social software pose a new challenge for the research 
community and software development industry, that if
addressed could provide people with numerous novel ways 
of social interactions by designing easy to understand and 
operate software’s at the same time providing functionalities 
needed by the end user of the software. In this paper ,it is
evident from the study that out of 345 respondents studied, 
More than 53.3% of respondents use WhatApp while 31.9% 
use facebook while other software’s have lower ratings. The 
study also reveals that most of the respodents are aware of
the services. while they use social media for communication 
and searching academic information among other major 
utilizations Application architecture that are easy to use and 
learn are necessary to aid in the awareness of different social 
software’s. Learnable software systems will increase the 
utilization of different software hence developers should aim 
at developing softwares that are easily learnable. 
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