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ABSTRACT

A design which would let its users optimize their learning experiences accordingly to the
diversification of learning platforms is needed. Especially with the expansion of mobile learning,
a heuristic evaluation was used to evaluate the usability in order to provide learners with
various learning methods and experiences according to the unique characteristics a mobile
possesses. Therefore, we could conclude that systematic factors like
intuitiveness and conciseness do have a significant effect on users’ attitudes.
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