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Abstract
This paper is focused on development Heuristic checklist for the English Learning Mobile Application to find usability problems.
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I. Introduction
There are Heuristic evaluation[1], Cognitive Walkthrough, Benchmarking test, Laboratory evaluation to evaluate the usability of mobile applications. The heuristic evaluation proposed by Nielson (1994) is a usability test aimed at professionals in the field of assessment. There are advantages finding usability problems in a faster time and low cost[2]. However, there is a disadvantage that finding fewer problems than usability testing intended for real user because they are assessed by a smaller number of experts [3]. Therefore, it is necessary training assessors to experts level or developing a customized checklist to  application in order to improve the shortcomings of a Heuristic Evaluation [2].
The study intends to study how to effectively assess the usability of the Realistic English learning application 'EXALL' developed by researchers. 'EXALL' has characteristics that uses the information technology and aims for education. Thus, Based on the Neilson's Heuristics, we propose to develop and propose a Heuristic checklist for customized usability evaluations, considering the characteristics of the 'EXALL' application.
II. Related Work
2.1. Mobile Application Interface Component
Mobile applications communicate with users by interfaces. Interface includes GUI, Information Architecture, and Interaction elements [4], which helps user's communication with application. In other words, the interface is closely related to the user's usability. Thus, components of mobile interface are considered to be key in mobile application usability evaluation.
2.2. Factors that affect Continuing Study
TAM (Fred D. Davis, 1989) is a model developed to describe the user's behavior and intentions who use information technology. The TAM explains the user's behavior as a succinct, rich, theoretical rationale.[5]. According to the TAM for understanding e-learning continuance intention, The quality of the system, Information, Service, the cognitive absorption of users, and the subjective influence have an effect. Evaluation of quality of information should be enhanced in terms of quality in terms of educational applications. The user's cognitive absorption affected Temporal Dissociation, Focused Immersion, Heightened Enfoyment [7]. Each element has ‘Time appeared to go by very quickly when user was using the application.’, ‘While on the application, my attention did not get diverted very easily.’, ‘Using the application provided a lot of enjoyment.’ meaning. On the other hand, Subjective influence of external and internal influences, related to Channels that distributed applications rather than the usability of the application, is excluded from the evaluation item.
2.3. Neison’s Usabilitty Heuristics

 The heuristic evaluation of Neilson (1994) is an evaluation method to discover the usability for interface design. An evaluation is performed by examining the all processes that evaluators use the system and analyzing elements that should be considered in the system [1]. Neilson’s Usability Heuristic elements are shown below Table1.
TABLE I
Neilson’s Usability Heuristics

	1
	Visibility of system status

	2
	Match between system and the real world

	3
	User control and freedom

	4
	Consistency and standards

	5
	Error prevention

	6
	Recognition rather than recall

	7
	Flexibility and efficiency of use

	8
	Aesthetic and minimalist design

	9
	Help users recognize, diagnose, and recover from errors

	10
	Help and documentation


III. Results
The following figure1 is shown in when considering for developing the heuristic evaluation items mentioned above. Each item of an existing Heuristics which is developed Neilson(1994) is classified as a mobile interface element. If the classified items relate to the educational aspects that affect the user's cognitive absorption, reconfigure the assessment item.
Fig. 1 Configure English Learning Application Heuristic
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Based on the process, We develop a heuristic checklist for the English Learning Application EXALL. The following table 2 is the developed Heuristic Checklist.

TABLE II
Heuristic Checklist for Application ‘EXALL’
	Heuristics
	Interface
	Educational aspects
	Checklist

	Visibility
of
System
Status
	GUI
	
	EXALL provides information and appropriate feedback to the user regarding the ongoing process.

	
	Interaction
	
	EXALL does not have an unexpected action  in the actions performed by the user.

	
	
	Temporal Dissociation
	EXALL has an adequate response rate compared to the user's work, so it feels like the time is not delayed..

	Match
between
system
and the reorld
	Interface
	
	The word, sentence, and symbol used by EXALL are similar to those used in everyday environments.

	
	
	
	Icons, images and characters used in EXALL match correspond to real-world objects and meanings.

	
	Information
Architecture
	
	The flow of information provided by EXALL is natural and logical.

	
	
	Quality of Information
	The learning content provided by EXALL is related to learning objectives.

	
	
	
	The learning content of EXALL meets the purpose of using the application.

	
	
	Heightened
Enjoyment
	The learning content of EXALL meeThe learning content provided by EXALL is interesting.

	User control and
freedom
	Interaction
	
	EXALL can initiate a new task itself, except that the user unilaterally accepts the result of the interaction.

	
	
	
	If you make a mistake while using EXALL, you can exit the application at any time.

	
	Information
Architecture
	Focused immersion
	The system message of EXALL makes users feel that they are controlling the system. 

	Consistency and
standards
	Information
Architecture
	
	The same items within the EXALL are consistently presented.

	
	
	Quality of Information
	The learning content provided by EXALL is consistent with the typical English learning content.

	
	Interface
	
	The EXALL screen is consistent with other learning applications.

	
	
	Focused immersion
	A screen of EXALL allows users to concentrate on their work.

	Error prevention
	Information
Architecture
	
	EXALL is designed to prevent users from committing errors easily.

	
	
	
	Provide an appropriate error message if the user commits an error.

	Help users
recognize
	Interface
	
	EXALL is visually marked for operation and selection.

	
	
	
	EXALL screen is simple and minimizes multI-page display.

	
	
	Focused immersion
	The important information of EXALL is focused on the user's attention and can be focused on the work performed.

	recognition rather than
recall
	Information
Architecture
	
	Users do not need to move to other screens to navigate the necessary information.

	
	
	
	EXALL considers varying levels of users from beginner to expert.

	
	
	Quality of Information
	EXALL provides adequate learning according to the user's level.

	
	Interface
	
	EXALL provides shorter keys and shorter keys.

	
	Interaction
	
	EXALL allows users to adjust the settings as desired.

	Aesthetic and minimalist design
	Interface
	
	EXALL icon is in harmony with each other.

	
	
	
	Text of EXALL is arranged so that it is easy to read.

	
	
	
	It is the direct and active sentence of EXALL's question.

	
	
	Quality of Information
	The Learning Aid characters offered by EXALL have the appropriate form to deliver English learning content.

	
	
	Temporal Dissociation
	Use the application of the EXALL learning character to use more time than expected.

	
	Interaction
	
	The inlet window of the EXALL requires only a minimum input to suit the purpose.

	
	
	Heightened
Enjoyment
	It is interesting to communicate with the character of EXALL.

	Recover

Error
	Information
Architecture
	
	An error message in EXALL is expressed in terms of general language.

	
	
	
	EXALL error messages define problems and provide solutions for quick, concise, and accurate recovery.

	
	
	Focused immersion
	EXALL does not interfere with user distraction by presenting a simple recovery method.

	
	Interaction
	
	If an error occurred due to the wrong input, you can correct only certain parts without retyping them.

	Help and
Documentation
	Information
Architecture
	
	The help of EXALL is easy to search, related to tasks, and configured according to the sequence of tasks..

	
	
	
	Instructions for using EXALL can be easily viewed and easily searchable at any time.

	
	
	Quality of Information
	EXALL provides help with the current situation.


V. Conclusion
This study created a Heuristic checklist tailored to ' EXALL ' to improve usability of English learning applications ' EXALL '. This could be used to evaluate the rapid usability evaluation of educational mobile applications. Meanwhile, the heuristic usability evaluation proposed in this study does not address the cause of the usability problem. To complement this, it could be an effective mobile application usability evaluation tool if it  combine the way to understand the cause.
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