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ABSTRACT 

Despite the proliferation of mobile applications, understanding the mechanisms through which usability influences user 

loyalty remains inadequately explored, particularly in non-Western contexts. This study addresses this gap by examining 

the relationships among mobile application usability, continuance intention, and user loyalty using the Mobile Application 

Usability Scale (MAUS). Data were collected from 477 digital platform users across Türkiye through a cross-sectional 

survey. Advanced statistical analyses including exploratory factor analysis (EFA), confirmatory factor analysis (CFA), 

ANOVA, multiple regression, and structural equation modeling (SEM) were employed. The MAUS scale demonstrated 

excellent reliability (α = 0.993) and explained 93% of variance across ten dimensions. SEM results revealed that usability 

significantly predicts continuance intention (β = 0.927, R² = 0.859, p < .001), which in turn strongly influences user loyalty 

(β = 0.880, R² = 0.774, p < .001). Multiple regression identified continuance intention (β = 0.467), Gestalt principles (β = 

0.428), and transition design (β = -0.266) as significant predictors of loyalty (R² = 0.844). Female users rated aesthetic and 

control dimensions significantly higher than males (p < .001), while postgraduate-educated users showed greater design 

awareness. IT professionals exhibited significantly higher usability evaluations compared to other occupational groups. 

Daily platform users demonstrated elevated loyalty levels compared to less frequent users. These findings establish a 

validated predictive pathway (usability → intention → loyalty) and underscore the critical role of human-centered design 

in mobile application success. The study contributes to usability theory by confirming the psychometric validity and 

reliability of the Turkish-adapted MAUS in a digital streaming platform context and provides actionable insights for 

developers to enhance user retention through design optimization.
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ÖZ

Mobil uygulamaların yaygınlaşmasına rağmen, kullanılabilirliğin kullanıcı sadakatini etkileyen mekanizmaların anlaşılması, 

özellikle Batı dışı bağlamlarda, yeterince araştırılmamıştır. Bu çalışma, Mobil Uygulama Kullanılabilirlik Ölçeği (MAUS) 

kullanarak mobil uygulama kullanılabilirliği, devam etme niyeti ve kullanıcı sadakati arasındaki ilişkileri inceleyerek 

bu boşluğu ele almaktadır. Veriler, Türkiye genelinde 477 dijital platform kullanıcısından kesitsel bir anket yoluyla 

toplanmıştır. Keşfedici faktör analizi (KFA/EFA), doğrulayıcı faktör analizi (DFA/CFA), ANOVA, çoklu regresyon ve yapısal 

eşitlik modellemesi (SEM) gibi ileri istatistiksel analizler kullanılmıştır. MAUS ölçeği mükemmel güvenilirlik göstermiş 

(α = 0.993) ve on boyutta varyansın %93'ünü açıklamıştır. SEM sonuçları, kullanılabilirliğin devam niyetini önemli ölçüde 

öngördüğünü (β = 0.927, R² = 0.859, p < 0.001) ve bunun da kullanıcı sadakatini güçlü bir şekilde etkilediğini (β = 0.880, R² 

= 0.774, p < 0.001) ortaya koymuştur. Çoklu regresyon, devam etme niyetini (β = 0.467), Gestalt ilkelerini (β = 0.428) ve geçiş 

tasarımını (β = -0.266) sadakatin önemli belirleyicileri olarak tanımladı (R² = 0.844). Kadın kullanıcılar, estetik ve kontrol 

boyutlarını erkeklerden önemli ölçüde daha yüksek puanladı (p < .001), lisansüstü eğitim almış kullanıcılar ise tasarım 

bilincinin daha yüksek olduğunu gösterdi. BT uzmanları, diğer meslek gruplarına kıyasla önemli ölçüde daha yüksek 

kullanılabilirlik değerlendirmeleri sergiledi. Günlük platform kullanıcıları, daha az sıklıkta kullananlara kıyasla daha yüksek 

sadakat seviyeleri gösterdi. Bu bulgular, kullanılabilirlik → niyet → sadakat yönünde doğrulanmış bir öngörücü yol (predictive 

pathway) ortaya koymakta ve mobil uygulamaların başarısında insan merkezli tasarımın kritik rolünü vurgulamaktadır. 

Bu çalışma, Türkçeye uyarlanmış MAUS ölçeğinin dijital yayın platformları bağlamındaki psikometrik geçerliğini ve 

güvenilirliğini doğrulayarak kullanılabilirlik teorisine katkıda bulunmakta ve geliştiricilere tasarım optimizasyonu yoluyla 

kullanıcı tutma oranını artırmak için uygulanabilir içgörüler sağlamaktadır.

Anahtar Kelimeler: Mobil Uygulama Kullanılabilirliği, Devam Etme Niyeti, Kullanıcı Sadakati, İnsan Merkezli Tasarım, Dijital 

Platformlar, Kullanıcı Deneyimi.
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Introduction

Is a mobile application successful solely due to 

technical perfection, or is user willingness to 

engage equally decisive? According to Weichbroth 

(2024), less than 5% of mobile applications were 

successful throughout 2023. Factors such as 

business strategy, the value delivered to users, 

and perceived quality of use play significant 

roles in this success. In this context, usability 

is a critical determinant of mobile application 

success. Applications with low usability tend 

to be perceived by users as low quality and are 

consequently deemed unsuccessful. However, 

enhancing usability is not always straightforward 

(Weichbroth, 2019; Wook et al., 2020). Weichbroth 

(2025) identifies the five most common challenges 

in mobile applications as information architecture, 

user interface design, application performance, 

interaction patterns, and aesthetic elements. 

Hoehle et al. (2016) emphasize that usability 

significantly influences users’ intention to continue 

using an application and their brand loyalty. Liu et 

al. (2025) argue that the user interface is a critical 

factor directly impacting both usability and user 

satisfaction. Moreover, Sarrab et al. (2021) contend 

that intuitive mobile applications must meet 

fundamental user expectations, such as providing 

a user-friendly interface (Figure and Table 1).

Empirical research consistently demonstrates that 

mobile application usability is a multidimensional 

construct whose importance spans diverse 

application domains. Studies in healthcare (Amalia 

et al., 2025; Svensson et al., 2025; Jha et al., 2025; 

Chi et al., 2025), education (Munusamy et al., 2024; 

Aydoğan et al., 2022; Dahri et al., 2022; Ahmad & 

Hussaini, 2021), agriculture (Pliakoura et al., 2018; 

Konstantinos et al., 2020), smart home systems 

(Faizrakhmanov et al., 2025), travel (Putra et al., 2022; 

Hussain et al., 2018), and financial services (Akbar 

et al., 2024; Alayed, 2025) collectively highlight 

that usability is not a domain-specific concern but 

a universal prerequisite for application success. 

Across these domains, applications that fail to 

meet usability expectations are consistently rated 

poorly, while those that integrate human-centered 

design principles achieve higher adoption and 

satisfaction rates.

The literature, however, reveals important 

divergences in how usability manifests across 

specific application types and user populations. 

Regarding interface design, Huang et al. (2025) 

identified poorly designed icons, unclear UI 

hierarchy, and inconsistent user experience 

as the most common usability deficits across 

major social media platforms, whereas Lubis et 

al. (2025) and Haryanti et al. (2025) reported high 

satisfaction scores in personnel management 

Figure 1

Mobile Application Usability Factors
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and cinema ticketing applications, respectively. 

Similarly, while McCrady et al. (2025) and Dellon et 

al. (2025) found their respective health applications 

to be well-accepted and user-friendly, Nacheva 

(2025) reported below-average text readability 

in an AI-generated accessibility application, 

and Juliá-Nehme and Rosell (2025) found food 

ordering apps unusable for older adults due to 

information overload and insufficient feedback. 

These contrasting outcomes suggest that 

usability evaluation must be contextually sensitive, 

accounting for target user characteristics and 

application-specific interaction demands.

A third strand of the literature examines how user 

characteristics moderate usability perceptions. Ali 

et al. (2022) argue that usability and acceptability 

are inherently population-specific, with factors 

such as age and education level shaping how 

users experience an application. Pastucha et al. 

(2025) similarly found that while the Hearing Test 

application posed no usability issues for young 

users, older users encountered difficulties related 

to functionality and personalization. Alturki 

and Gay (2017) documented comprehensive 

usability failures across effectiveness, efficiency, 

satisfaction, memorability, learnability, and 

cognitive load for a fitness application, pointing 

to the consequences of neglecting user-centered 

design. In contrast, Weichbroth (2022) found 

that gender does not significantly affect overall 

usability in the Gmail application, illustrating the 

application-dependent nature of demographic 

effects. Taken together, these findings underline 

that usability is not an objective property of 

software alone but an emergent quality arising 

from the interaction between design, context, and 

user characteristics.

Despite this growing body of empirical work on 

usability evaluation, a critical gap remains: most 

existing studies adopt a cross-sectional, single-

application lens that measures usability in isolation 

from behavioral outcomes such as continuance 

intention and brand loyalty. While Hoehle et 

al. (2016) have theoretically linked usability to 

continued use intention, and Putra et al. (2022) 

have identified usability as a predictor of loyalty in 

travel applications, the mechanism through which 

usability shapes the full pathway from intention 

to loyalty — particularly in the context of digital 

streaming platforms and in non-Western cultural 

settings — remains underexplored. The present 

study directly addresses this gap.

Amalia et al. (2025) determined that the Android-

based Tele-Heart Nursing Care (TNC) application 

had a high usability level but also revealed issues 

Table 1

Usability Factor Description

Dimension    Description

Intuitiveness Design of a user-friendly interface.

Minimalism Elimination of unnecessary content and visual redundancies.

Learnability Rapid and easy learnability of the application.

Memorability Retention of operational knowledge after periods of non-use.

Discoverability Ease of discovery of information and functions within the interface.

Operability Efficient and seamless task completion by experienced users.

Interactivity Clear and straightforward interoperability with other applications.

Control Providing users with a sense of control.

Clarity Presentation of information in clear and comprehensible language.

Errors Minimizing user errors and facilitating easy error recovery.

Consistency Consistent behavior and design patterns throughout the application.

Accessibility Compliance with accessibility standards for universal use.

Documentation Provision of help content and user guides supporting application functions.
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related to the registration system, language, and 

technical difficulties for elderly users. Sousa and 

Turrini (2019) reported that the OrtogApp mobile 

application received high usability scores and 

ensured user satisfaction. Aydoğan et al. (2022) 

found that their mobile application developed 

as a smart learning environment increased 

students’ awareness and satisfaction with the app. 

Nacheva (2025) developed a mobile application 

for individuals with disabilities using the Otter.ai 

generative AI tool and observed that the readability 

of texts in the AI-generated application was below 

average.

Beyond individual applications, a growing line of 

research examines usability in relation to emerging 

technologies and accessibility needs. Drofa (2025) 

demonstrated that back-end integrations (Stripe, 

Firebase, OpenAI) can significantly improve UX 

metrics such as transaction success and data 

synchronization speed, illustrating how usability 

extends beyond the front-end interface to 

encompass system-level performance. Conversely, 

Nacheva (2025) highlighted the risks of delegating 

interface design to generative AI without human 

oversight, finding below-average readability in 

AI-generated accessibility applications. These 

findings point to a broader debate: as mobile 

application complexity increases, usability can no 

longer be treated as an afterthought but must 

be embedded throughout the entire design and 

development process.

Accessibility and special-population usability 

represent another contested domain. Uslu and 

Arikan (2023) found that a mobile application 

for the hearing impaired scored below average 

on usability, while Alayed (2025) reported that 

mobile banking applications of major Saudi banks 

failed to meet perceivability, operability, and 

robustness criteria for visually impaired users. In 

contrast, Svensson et al. (2025) found that targeted 

improvements — such as enlarging touch targets 

and increasing text contrast — meaningfully 

enhanced the experience for health application 

users. These divergent findings reflect a systematic 

tension in the literature between universal design 

aspirations and the practical constraints of 

development resources and market prioritization.

Several studies further illuminate the differential 

impacts of specific usability dimensions. Al-Khalifa 

et al. (2016) identified icon design standards, font 

size, and button accessibility as critical failure 

points in Saudi public sector applications, findings 

echoed by Huang et al. (2025) regarding icon 

clarity and UI hierarchy in social media platforms. 

Akbar et al. (2024) found that even a high-

performing banking application (BRImo) suffered 

from unresponsive menus that disrupted user 

flow, demonstrating that partial usability failures 

can undermine overall experience quality. At the 

other end of the spectrum, Adinda and Suzianti 

(2018) showed that systematic interface redesign 

according to usability principles can transform a 

poorly perceived application into one with high 

usability scores, underscoring the actionability of 

usability research for design practice.

What emerges from this body of literature is 

not a uniform picture of mobile usability but a 

field characterized by domain-specific tensions, 

population-dependent variability, and design 

trade-offs that resist universal resolution. Studies 

conducted in non-Western contexts — including 

Türkiye (Akçakaya et al., 2022; 2023; Uslu &amp; 

Arikan, 2023), Indonesia (Dewi et al., 2018; Amruddin 

et al., 2021), Saudi Arabia (Al-Khalifa et al., 2016; 

Alayed, 2025), and the Philippines (Rey, 2023) — 

converge in showing that usability evaluation must 

account for local digital infrastructure, cultural 

design norms, and user population characteristics. 

This contextual sensitivity is particularly relevant 

for the present study, which investigates streaming 

platform usability in a Türkiye-specific context 

using a validated Turkish instrument.

Pastucha et al. (2025) highlighted that the Hearing 

Test app posed no usability issues for young 

users but negatively affected older users in terms 

of functionality and personalization-appeal. 

Citoler et al. (2025) found that the ExSnus mobile 

health application demonstrated a high level of 

usability, especially among young users. In their 
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study evaluating the Shazam app, they reported 

that it had higher usability compared to similar 

applications and provided user satisfaction due to 

its user-friendly design.

Al-Khalifa et al. (2016) identified poor interface 

design elements in mobile applications belonging 

to the public sector in Saudi Arabia, including 

disturbing color usage, failure to follow icon 

design standards, small font sizes, spelling 

errors, difficulty clicking buttons, and the fat 

finger problem. Additionally, the lack of help 

functions and non-functioning features negatively 

impacted perceived usability. Adinda and Suzianti 

(2018) examined a local government public 

service mobile application in Indonesia, noting 

that its initial user interface had a weak usability 

perception, but after redesigning the interface 

according to usability principles, the application 

achieved a high usability score.

Huang et al. (2025) studied five social media 

applications—Facebook, Instagram, Pinterest, 

Snapchat, and Tumblr—and identified poorly 

designed and misleading icons, unclear UI 

hierarchy, lack of distinction and contrast among 

UI elements, and inconsistent user experience 

as the most common usability issues across all 

apps. Eva et al. (2024) evaluated the usability of 

the SIPEJAR MOBILE digital learning application 

and found that users generally rated it positively, 

considering it basic yet effective, efficient, and 

satisfying. Ghazizadeh and Vafadar (2017) found 

that animated user guides positively influence 

mobile application usability.

Ismail et al. (2016) examined mobile applications 

in education, health, and tourism sectors and 

reported usability issues related to flexibility, 

visibility, consistency, and user satisfaction across 

all three sectors. Dewi et al. (2018) found that a 

mobile application used for teaching the Javanese 

alphabet in Indonesia was acceptable in terms 

of usefulness, ease of use, learnability, and user 

satisfaction. Saleh et al. (2017) identified error rate 

as a fundamental factor affecting mobile app 

usability from the user perspective, concluding 

that a simple interface, low cognitive load, and 

high satisfaction increase usability.

Amruddin et al. (2021) evaluated smart parking 

mobile applications in Indonesia and found 

that users prefer apps with strong information 

presentation and ease of use. Nuñez et al. 

(2024) reported that a mobile app developed for 

residential energy management was rated highly 

by users in terms of interface satisfaction, ease 

of use, and efficiency, reflecting a high overall 

user experience quality. Afif (2021) emphasized 

that the PSAU mobile app used at Prince 

Sattam Bin Abdulaziz University’s Faculty of 

Business Administration was deemed usable by 

students regarding cognitive load, learnability, 

memorability, and efficiency.

Rey (2023) examined the MABIS mobile app for 

the Philippine National Police, assessing it on 

effectiveness, efficiency, learnability, memorability, 

error management, and cognitive load, and found it 

to have a high acceptability level. Ciudad-Gutiérrez 

et al. (2025) highlighted that the ConciliaMed app 

for chronic medication adherence achieved high 

overall participant satisfaction. Akbar et al. (2024) 

compared the usability of two popular mobile 

banking apps in Indonesia, BRImo (BRI) and BNI 

Mobile Banking (BNI), finding BRImo scored 

higher in satisfaction, effectiveness, and efficiency 

but noted unresponsive menus disrupted user 

flow, complicating app usage.

Anggraeni et al. (2025) evaluated the Denia-IS 

app designed for pregnant women in Southeast 

Asia, with participants reporting ease of use and 

willingness to reuse the app. Jha et al. (2025) found 

that the LifeLink app, intended for caregivers 

of individuals at suicide risk, to be easy to use, 

engaging, useful, simple to navigate, and effective 

for caregivers. Kennard et al. (2024) identified 

learnability as a significant factor influencing the 

usability of the myBANK app. Chi et al. (2025) 

reported that the PACE app, designed for family 

care of individuals with dementia, was usable 

and well-received by both family caregivers and 

healthcare professionals.
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Juliá-Nehme and Rosell (2025) studied two 

food ordering apps and found that although 

participants completed tasks, inefficiencies arose 

due to lack of roadmap, insufficient feedback, and 

information overload, concluding both apps were 

unusable for older adults. Hussain et al. (2018) 

found general user satisfaction with the Grab 

mobile vehicle app regarding ease of use and 

efficiency. Caro-Alvaro et al. (2025) reported that 

usability features of mobile instant messaging 

apps significantly enhanced user performance. 

Syam et al. (2023) concluded that the Mommy-Be 

app was an acceptable and applicable mobile 

health solution for breastfeeding mothers based 

on ease of use, interface satisfaction, and benefit.

Faudzi et al. (2022) found the Brighten mobile app 

acceptable in terms of effectiveness, efficiency, 

learnability, memorability, and error tolerance 

among students. Putra et al. (2022) emphasized the 

importance of app utility and user interface design 

for the usability of travel e-commerce mobile 

applications. Pliakoura et al. (2018) found that users 

of the agroFarm app, used by farmers, valued ease 

of use and utility. Similarly, Konstantinos et al. 

(2020) identified serious design and functionality 

issues, including system feedback and error 

recovery, in agricultural apps used in Greece.

Alayed (2025) reported that mobile apps of 

Saudi Arabia’s three largest banks (AlRajhi, SNB, 

Riyad Bank) were unsatisfactory in operability, 

perceivability, robustness, and understandability 

for visually impaired users. Mohtar et al. (2023) 

highlighted that users of a student-developed 

self-learning prototype successfully utilized all 

modules and completed quizzes, demonstrating 

the app’s effectiveness. Li and Zhao (2025) 

analyzed customer reviews of various fashion 

apps, identifying four key functional qualities in 

user experience: ease of use, usability, fluidity, and 

personalization.

Alturki and Gay (2017) found the Twazon fitness app 

failed to meet criteria in effectiveness, efficiency, 

satisfaction, memorability, error rate, learnability, 

and cognitive load. Tobing and Sunardi (2023) 

reported low user satisfaction with an Indonesian 

train company’s ticket reservation app, with 

users prioritizing interface and user experience. 

Pratama et al. (2023) concluded that the Edlink 

educational app needed a user-friendly interface 

and interaction based on user feedback. Rey et 

al. (2023) found that a mobile app developed for 

motor vehicle drivers in the Philippines scored 

highly on efficiency, effectiveness, learnability, 

memorability, error resolution, satisfaction, and 

cognitive load, resulting in a positive perception.

Mobile applications have become central to users’ 

daily lives, mediating access to health, education, 

entertainment, and financial services at scale. As 

Namoun et al. (2024) observe, successful adoption 

is not determined by technical capability alone 

but by the extent to which design aligns with user 

expectations, cognitive patterns, and contextual 

needs. Huang and Benyoucef (2023) add an 

important qualification: usability design must 

be adapted to the specific application category, 

as the dimensions that predict satisfaction in 

an entertainment platform differ systematically 

from those relevant to health or educational 

applications.

Synthesizing the literature across domains and 

populations, three convergent propositions 

emerge. First, usability is multidimensional: 

different user populations and application types 

foreground different usability facets. Second, 

usability is relational: it cannot be evaluated in 

abstraction from the target user population, as 

factors such as age (Pastucha et al., 2025; Juliá-

Nehme & Rosell, 2025), education (Ali et al., 2022), 

and prior technology experience systematically 

shape how usability is perceived. Third, and 

most critically for the present study, usability 

is consequential: its effects extend beyond 

immediate task performance to influence long-

term behavioral outcomes including continuance 

intention and brand loyalty (Hoehle et al., 2016; 

Putra et al., 2022). It is this third proposition — 

the link between mobile usability, continued 

use intention, and loyalty — that the present 

study examines empirically in the context of 
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digital streaming platforms in Türkiye, where 

such relationships have not previously been 

investigated with a validated Turkish instrument.

Moreover, despite the identification of 42 distinct 

usability attributes across nine highly cited 

foundational studies (see Table 2 for a detailed 

overview), efficiency, learnability, effectiveness, 

satisfaction, and memorability emerge as the 

most frequently emphasized and agreed-upon 

Table 2

Literature Review

Dimension

Harrison 
et al., 
(2013) 
Cited: 
934 

Weichbroth 
(2020) Cited: 
145 

Alturki 
and 
Gay 
(2019) 
Cited: 
37 

Baharuddin 
and Razali 
(2013) Cited: 
245 
)

Hoehle 
and 
Venkatesh 
(2016) 
Cited: 125 

Zhang 
and 
Adipat 
(2016) 
Cited: 
192 

Ismail 
et al. 
(2016) 
Cited: 
33 

Balagtas- 
Fernandez 
and 
Hussmann 
(2009)
Cited: 95 

Hoehle 
and 
Venkatesh 
(2015) 
Cited: 577 

Total

Efficiency + + + + + + + + + 9

Learnability + + + + + + + + + 9

Effectivenes + + + + + + + + 8

Satisfaction + + + + + + + + 8

Memorability + + + + + + + + 8

Errors + + + + + + + 7

Simplicity + + + + + + 6

Ease of Use + + + + + 5

Aesthetics + + + + + 5

Comprehensibility + + + + + 5

Accuracy + + + + 4

Operability + + + + 4

Usefulness + + + + 4

Attractiveness + + + + 4

Consistency + + + + 4

Cognitive Load + + + + 4

Enjoyment + + + 3

Understandability + + + 3

Visibility + + + 3

Interaction + + 2

Accessibility + + 2

Adaptability + + 2

Flexibility + + 2

Navigation + + 2

Addressing User 
Distraction + + 2

User Mobility + + 2

Visual Design + + 2

Search Time + + 2

Familiarity + + 2

Intuitiveness + + 2

Feedback + + 2

Predictability + + 2

Novelty + 1

Acceptability + 1

Responsiveness + 1

Recoverability + 1

Customizability + 1

User Control + 1

Task Completion 
Time + 1

Weight of Device + 1

Convenience + 1

Reliability + 1
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usability dimensions in mobile applications.

As shown in Table 2, a review of nine highly cited 

foundational studies on mobile application 

usability reveals that efficiency and learnability 

are universally agreed upon, appearing in all 

nine studies. Effectiveness, satisfaction, and 

memorability follow closely, each cited in eight 

studies, while error management is referenced in 

seven. Mid-tier dimensions such as simplicity, ease 

of use, aesthetics, and comprehensibility appear 

in five to six studies. Lower-frequency dimensions 

including accuracy, operability, usefulness, 

attractiveness, consistency, and cognitive load are 

each reported in four studies, while the remaining 

26 attributes appear in three or fewer studies. This 

synthesis reveals that while the usability literature 

encompasses a wide array of dimensions, a 

core set of five to six attributes dominates the 

consensus. Given that MAUS (Hoehle et al., 2016) 

was developed leveraging Microsoft’s mobile 

usability guidelines and specifically targets mobile 

application contexts — capturing dimensions such 

as aesthetic graphics, color, control obviousness, 

entry point, fingertip-size controls, font, gestalt, 

hierarchy, subtle animation, and transition — it 

represents a comprehensive and mobile-specific 

operationalization of these widely accepted 

usability principles. This justifies the selection of 

MAUS as the primary measurement instrument in 

the present study.

Research Hypotheses

Building on the theoretical framework linking 

usability, continuance intention, and user loyalty, 

the following hypotheses were formulated for the 

present study. These hypotheses are grounded 

in prior empirical work and reflect the proposed 

predictive pathway (MAUS → Intention → Loyalty) 

illustrated in Figure 2.

H1: Mobile application usability (MAUS) significantly 

predicts users’ continuance intention (CITUS). This 

hypothesis is supported by Hoehle et al. (2016), who 

demonstrated that usability factors — particularly 

visual design, hierarchy, and control features — are 

strong predictors of continued mobile application 

use. Güler (2019) further validated this relationship 

in a Turkish cultural context.

H2: Users’ continuance intention (CITUS) 

significantly predicts user loyalty (BLS). Johnson 

et al. (2006) documented the theoretical link 

between behavioral intention and brand loyalty. 

Putra et al. (2022) identified continuance intention 

as the primary driver of loyalty in mobile travel 

applications.

H3: Specific MAUS sub-dimensions (aesthetic, 

color, control, entry, fingertip, font, gestalt, 

hierarchy, animation, transition) and continuance 

intention (CITUS) jointly and differentially predict 

user loyalty. Huang et al. (2025) found that interface 

coherence and visual hierarchy are central to 

usability quality, while transition complexity may 

negatively affect user experience.

H4: Mobile application usability, continuance 

intention, and user loyalty scores differ significantly 

by gender. Weichbroth (2022) examined gender 

effects on mobile app usability using the Gmail 

application and found no significant overall gender 

differences, while Ali et al. (2022) demonstrated 

that gender effects are application-dependent 

and population-specific.

H5: Mobile application usability, continuance 

intention, and user loyalty scores differ significantly 

by education level. Ali et al. (2022) and Wagner 

et al. (2014) documented the moderating role of 

user characteristics, including education level, on 

usability perceptions and digital engagement.

Data were collected between 4 June, 2025 and 

15 January 2026 via an online survey distributed 

through social media platforms and digital 

community groups. Prior to the main analyses, 

data quality was examined for missing values, 

univariate and multivariate outliers (Mahalanobis 

distance), normality of distribution (skewness 

and kurtosis values), and common method bias 

(Harman’s single-factor test). Missing data were 

found to be minimal (< 1%) and handled using 

listwise deletion. No multivariate outliers were 
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detected at p < .001 threshold. Skewness and 

kurtosis values were within acceptable ranges (±1.0 

and ±3.0, respectively), supporting the assumption 

of approximate normality. Harman’s single-factor 

test indicated that no single factor accounted for 

a majority of the variance (largest factor = 31.2%), 

suggesting that common method bias was not 

a substantial concern. The gender distribution of 

the sample (58.7% male, 41.3% female) reflects the 

demographic profile of active digital streaming 

platform users in Türkiye, where male users have 

consistently been reported as the dominant user 

group in technology adoption studies (RTUK, 2024). 

Similarly, the predominance of undergraduate-

level participants (80.3%) is consistent with the 

profile of active digital platform subscribers, who 

tend to be younger and more educated than the 

general population. These characteristics are 

therefore representative of the target population 

rather than a limitation of the sampling strategy.

Theoretical Background

The present study is grounded in three 

interrelated theoretical frameworks: (1) usability 

theory as applied to mobile applications, (2) 

the Expectation-Confirmation Model (ECM) of 

continuance intention, and (3) brand loyalty theory 

as conceptualized in service and technology 

contexts.

Mobile Application Usability

Usability is broadly defined as the extent to which 

a system can be used by specified users to achieve 

specified goals with effectiveness, efficiency, and 

satisfaction in a specified context of use (ISO 

9241-11, 1998). In the mobile application context, 

this definition has been progressively refined to 

account for the unique constraints of small-screen, 

touch-based, and context-dependent interaction. 

Hoehle and Venkatesh (2015) were among the 

first to systematically operationalize mobile 

application usability as a multi-dimensional 

construct, distinguishing it from general 

software usability by emphasizing fingertip-scale 

interaction, gestalt-based visual perception, and 

context-sensitive navigation. Hoehle et al. (2016) 

subsequently developed the Mobile Application 

Usability Scale (MAUS) by leveraging Microsoft’s 

mobile usability guidelines, capturing ten distinct 

sub-dimensions: aesthetic graphics, color, 

control obviousness, entry point, fingertip-size 

controls, font, gestalt, hierarchy, subtle animation, 

and transition. This operationalization directly 

addresses what Weichbroth (2025) identifies as 

the five most critical usability challenges in mobile 

applications: information architecture, interface 

design, application performance, interaction 

patterns, and aesthetic elements. Within mobile 

usability theory, a key proposition is that usability 

is not merely a technical attribute of software but 

an emergent quality shaped by the interaction 

between interface design, user cognition, and 

contextual factors (Liu et al., 2025; Sarrab et al., 

2021).

Continuance Intention: Expectation-

Confirmation Model

The theoretical basis for understanding users’ 

continuance intention is primarily derived from 

Bhattacherjee’s (2001) Expectation-Confirmation 

Model of IS Continuance (ECM-ISC). Drawing on 

consumer behavior literature, ECM-ISC posits 

that post-adoption satisfaction — determined 

by the confirmation of initial expectations and 

perceived usefulness — is the primary driver of 

continued use intention. In the mobile application 

context, usability functions as a core antecedent of 

satisfaction: when the interface meets or exceeds 

user expectations for ease of interaction, visual 

clarity, and navigational efficiency, users form 

positive confirmation experiences that translate 

into sustained engagement (Hoehle et al., 2016; 

Güler, 2019). Lin (2025) further demonstrates 

that perceived usefulness positively moderates 

this pathway, suggesting that usability and 

utility jointly determine whether users choose 

to persist with an application. This theoretical 

chain — usability → confirmation → satisfaction → 

continuance intention — provides the theoretical 

rationale for Hypothesis 1 in the present study.

Brand Loyalty in Digital Platforms

Brand loyalty theory, originally developed in 

consumer marketing contexts (Johnson et 
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al., 2006), has been increasingly applied to 

digital services and mobile platforms. Oliver 

(1999) conceptualizes loyalty as a deeply held 

commitment to rebuy or repatronize a preferred 

product or service consistently in the future. In 

mobile application contexts, loyalty manifests as 

users’ preference for a particular platform, their 

resistance to switching to competitors, and their 

propensity to recommend the platform to others 

(Johnson et al., 2006). Theoretical and empirical 

work links continuance intention to loyalty through 

a behavioral commitment mechanism: users who 

have formed a habit of using an application and 

hold positive continued-use intentions develop 

stronger attitudinal and behavioral loyalty over 

time (Putra et al., 2022). This relationship is 

particularly salient in the digital streaming sector, 

where platform proliferation and low switching 

costs create intense competition for user loyalty. 

The theoretical proposition that continuance 

intention mediates the relationship between 

usability and loyalty — forming the pathway MAUS 

→ CITUS → BLS — constitutes the central structural 

argument of the present study.

Synthesis: The Usability-Intention-Loyalty 

Framework

Integrating these three theoretical frameworks 

yields the core theoretical proposition of the 

present study: mobile application usability, 

as operationalized by MAUS, predicts users’ 

continuance intention (ECM-ISC mechanism), 

which in turn drives brand loyalty (loyalty 

commitment mechanism). This framework 

extends prior work in two important ways. First, 

whereas most empirical research in this area has 

examined usability and intention or intention 

and loyalty in isolation, the present study models 

the full predictive chain simultaneously using 

structural equation modeling. Second, by situating 

this framework in the context of digital streaming 

platforms in Türkiye — a rapidly growing digital 

market with distinct cultural and demographic 

characteristics — the study contributes to 

the theoretically underexplored question of 

whether these relationships are generalizable 

to non-Western contexts. The Turkish-adapted 

instruments (Güler, 2019) ensure psychometric 

equivalence, enabling valid cross-cultural 

inference.

Importance of Research
Mobile applications are at the center of digital 

life and are fundamentally transforming the way 

individuals access information, interact, and 

access services. In this transformation process, 

user experience is not limited to technological 

adequacy; aesthetic perception, ease of 

interaction, intuitive design, and holistic usability 

are also among the main factors determining the 

adoption and continued use of applications. This 

study fills an important gap in the literature by 

relating the MAUS (Mobile Application Usability 

Scale), developed to measure the usability levels 

of mobile applications, to the variables of users' 

intention to use the application (CITUS) and user 

loyalty (BLS). The advanced statistical analyses 

applied in the study (factor analysis, ANOVA, 

multiple comparisons, multiple regression, and 

structural equation modeling) demonstrate that 

mobile usability is not only a technical competence 

but also an area of psychological and behavioral 

interaction.  

Purpose of the Study
The primary aim of this study is to investigate 

how mobile application usability influences users’ 

intention to use and their loyalty. To achieve this, 

the Mobile Application Usability Scale (MAUS) was 

employed to assess users’ experiences with mobile 

apps, the Continuance Intention to Use Scale 

(CITUS) to measure their usage intention, and the 

Brand Loyalty Scale (BLS) to evaluate loyalty levels. 

The research analyzed the impact of demographic 

variables—such as gender, age, education, and 

occupational group—as well as usage habits 

including daily mobile screen time, frequency 

of digital platform use, and most frequently 

preferred platforms, on mobile app usability, 

usage intention, and loyalty. Moreover, structural 

equation modeling was utilized to examine the 

direct and indirect relationships among mobile 

app experience, usage intention, and loyalty. This 

study seeks to deepen the understanding of user 
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experience’s role in mobile app design, identify 

key factors influencing user behavior, and provide 

a scientific basis for developers to create user-

centered strategies.

Method

Research Model

In this study, a relational survey model was used 

to examine the possible differences between 

individuals or groups and the variables that 

predict these differences. This model is a research 

design aimed at describing existing conditions 

and analyzing predictive relationships among 

variables (Fraenkel et al., 2003; Büyüköztürk et al., 

2008).

Ethical Considerations

This study was conducted in accordance with 

the ethical principles of scientific research 

and the 1964 Helsinki Declaration and its later 

amendments. Ethical approval was granted by 

Sakarya University Social and Human Sciences 

Ethics Committee under protocol number 85-10, 

dated 28.05.2025. All participants were informed 

about the purpose and scope of the study prior 

to data collection, and voluntary participation was 

ensured. Written informed consent was obtained 

from each participant. Participants were free to 

withdraw from the study at any time without 

any consequence. No personally identifiable 

information was collected, and all data were 

stored securely and used exclusively for research 

purposes.

Study Group

The target population of this study comprised 

adults aged 18 and over residing in Türkiye who 

actively use at least one digital streaming platform 

(Netflix, YouTube Premium, BeinConnect, Amazon 

Prime Video, or Exxen). Since no official registry of 

digital streaming platform users exists in Türkiye, 

the exact size of the target population cannot be 

precisely determined. However, findings reported 

by the Radio and Television Supreme Council 

(RTÜK, 2024) indicate that the proportion of 

individuals using on-demand streaming platforms 

increased compared to 2023, and that three out 

of ten individuals subscribe to two or more digital 

platforms. This finding not only demonstrates 

the widespread adoption of digital streaming 

services but also reflects a growing pattern of 

multi-platform subscription behavior among 

users. Accordingly, although the exact size of the 

target population remains unknown, the available 

official indicators suggest that the population 

is large and heterogeneous in structure. From 

a methodological perspective, such conditions 

justify treating the population as large (or 

effectively infinite), thereby supporting the 

appropriateness of the sampling strategy and the 

generalizability of the study findings. To determine 

the minimum required sample size, the criterion 

proposed by MacCallum and Widaman (1999) was 

applied, which recommends a minimum ratio of 

5 to 10 participants per scale item. Given that the 

combined instrument used in this study comprises 

51 items in total, a minimum sample of 255 to 510 

participants was required. 

The study sample consisted of 477 individuals 

aged 18 and over who used at least one digital 

platform and volunteered to participate. Following 

MacCallum and Widman’s (1999) recommendation 

of having a sample size 5-10 times the number 

of scale items (51 items total), the sample size 

is adequate. Among participants, 58.7% were 

male and 41.3% female. Age distribution was as 

follows: 18-24 (25.2%), 25-34 (34.8%), 35-44 (24.1%), 

and 45-54 (15.9%). Regarding marital status, 

61.4% were married, 38.6% single. Education-

wise, 80.3% held associate or bachelor's degrees, 

while 19.7% had graduate degrees. Income levels 

were reported as low (10.3%), medium (68.8%), 

and high (21.0%). Occupationally, service/support 

workers comprised 24.7%, teachers/academics 

13.2%, IT/software professionals 10.3%, engineers/

technicians 9.9%, managers/administrators 

9.4%, finance/accounting 8.4%, students 8.2%, 

public/security/legal 8.0%, and health/support 

8.0%. Mobile OS usage was 53.0% iOS and 47.0% 

Android. Daily mobile screen time was less 

than 1 hour (7.8%), 1-3 hours (48.6%), 4-6 hours 

(33.8%), and over 7 hours (9.9%). Usage purposes 
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Table 3

Demographic Findings

  Frequency Percent Valid 
Percent

Cumulative 
Percent   Frequency Percent Valid 

Percent
Cumulative 
Percent

Gender
Male 280 58.7 58.7 58.7 Operation 

System

iOS 253 53.0 53.0 53.0

Female 197 41.3 41.3 100.0 Android 224 47.0 47.0 100.0

Age

18-24 120 25.2 25.2 25.2

Daily 
Mobile 
Screen 
Time

Less than 1 hour 37 7.8 7.8 7.8

25-34 166 34.8 34.8 60.0 1-3 hours 232 48.6 48.6 56.4

35-44 115 24.1 24.1 84.1 4-6 hours 161 33.8 33.8 90.1

45-54 76 15.9 15.9 100.0 More than 7 
hours 47 9.9 9.9 100.0

Marital 
Status

Married 293 61.4 61.4 61.4

Purpose of 
Watching 
Digital 
Platform

Watching 
documentaries, 
movies, and 
series

203 42.6 42.6 42.6

Single 184 38.6 38.6 100.0
To follow news 
and current 
events

160 33.5 33.5 76.1

Graduate

Undergraduate 383 80.3 80.3 80.3
Listening 
to music or 
podcasts

33 6.9 6.9 83.0

Postgraduate    94 19.7 19.7 100.0 Watching live 
sports matches 41 8.6 8.6 91.6

Income 
Level

Low 49 10.3 10.3 10.3

Watching 
educational and 
instructional 
content

40 8.4 8.4 100.0

Middle 328 68.8 68.8 79.0

Your 
preferred 
digital 
platform

Netflix 195 40.9 40.9 40.9

High 100 21.0 21.0 100.0 YouTube 
Premium 156 32.7 32.7 73.6

Your 
Profession

IT and Software 49 10.3 10.3 10.3 BeinConnect 80 16.8 16.8 90.4

Finance-
Accounting 40 8.4 8.4 18.7 Amazon Prime 

Video 46 9.6 9.6 100.0

Service and 
Support 
Professions

118 24.7 24.7 43.4

Most 
Frequently 
Used Digital 
Platform

Netflix 193 40.5 40.5 40.5

Public, Security, 
and Legal 38 8.0 8.0 51.4 YouTube 

Premium 173 36.3 36.3 76.7

Engineering 
and Technical 
Professions

47 9.9 9.9 61.2 BeinConnect 51 10.7 10.7 87.4

Student    39 8.2 8.2 69.4 Amazon Prime 
Video 30 6.3 6.3 93.7

Teacher and 
Academic Staff 63 13.2 13.2 82.6 Exxen 30 6.3 6.3 100.0

Health and 
Support 38 8.0 8.0 90.6

How often 
do you 
use digital 
platforms?

Every day 251 52.6 52.6 52.6

Management 
and 
Administrative 
Tasks

45 9.4 9.4 100.0 A few times a 
week 207 43.4 43.4 96.0

A few times a 
month 19 4.0 4.0 100.0

Total 477 100.0 100.0  
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included watching documentaries/movies/series 

(42.6%), following news (33.5%), live sports (8.6%), 

educational content (8.4%), and music/podcasts 

(6.9%). Preferred digital platforms were Netflix 

(40.9%), YouTube Premium (32.7%), BeinConnect 

(16.8%), and Amazon Prime Video (9.6%). For most 

frequently used platforms: Netflix (40.5%), YouTube 

Premium (36.3%), BeinConnect (10.7%), Amazon 

Prime Video (6.3%), and Exxen (6.3%). Regarding 

usage frequency, 52.6% used platforms daily, 43.4% 

several times a week, and 4.0% several times a 

month. Detailed demographics are presented in 

Table 3 below.

Measures

The three scales used in this study — the 

Mobile Application Usability Scale (MAUS), the 

Continuance Intention to Use Scale (CITUS), and 

the Brand Loyalty Scale (BLS) — were all previously 

adapted to Turkish culture by Güler (2019). In that 

study, the Turkish adaptation process involved 

translation of the scales, confirmatory factor 

analysis (CFA), and reliability tests conducted on 

476 participants. The original construct of all three 

scales was confirmed for the Turkish context, and 

Cronbach’s alpha coefficients were found to be 

high or at least acceptable for all sub-dimensions. 

Accordingly, the present study adopted these 

validated Turkish versions directly.

MAUS was originally developed by Hoehle et al. 

(2016) to measure mobile application usability 

across ten sub-dimensions: Aesthetic Graphics, 

Color, Control Obviousness, Entry Point, Fingertip-

Size Controls, Font, Gestalt, Hierarchy, Subtle 

Animation, and Transition. The scale consists 

of 40 items rated on a five-point Likert scale (1 

= Strongly Disagree, 5 = Strongly Agree). In the 

present study, the overall internal consistency of 

MAUS was excellent (α = 0.993), and EFA confirmed 

that the ten-factor structure explained 93% of the 

total variance, with all factor loadings above the 

acceptable threshold (.511–.788).

CITUS was adapted from Bhattacherjee (2001) and 

Hoehle et al. (2016) into Turkish by Güler (2019). 

The scale comprises six items measuring users’ 

intention to continue using a mobile application, 

rated on a five-point Likert format. In the present 

study, CITUS demonstrated strong internal 

consistency (α = 0.819) and a KMO value of 0.868, 

with the single-factor structure explaining 81% of 

the total variance. Factor loadings ranged from 

.538 to .975.

BLS was originally developed by Johnson et al. 

(2006) and adapted into Turkish by Güler (2019). 

The scale consists of five items assessing users’ 

loyalty toward the mobile application, rated on a 

five-point Likert scale. In the present study, BLS 

demonstrated excellent internal consistency 

(α = 0.962) and a KMO value of 0.888, with the 

single-factor structure explaining 87% of the 

total variance. Factor loadings ranged from .903 

to .955. All three scales were confirmed to be 

psychometrically valid and reliable for use with 

Turkish-speaking participants.

Limitations

The findings of this study are interpreted based 

on data collected within a specific time frame. 

Participants were selected on a voluntary basis and 

may vary in terms of demographic characteristics, 

digital literacy levels, and mobile application usage 

habits. This may limit the generalizability of the 

obtained data to broader populations. Additionally, 

considering the rapidly evolving nature of mobile 

technologies and digital platforms, concepts 

such as user experiences, usage intent, and 

loyalty may vary depending on time and context. 

Therefore, the results of this study are limited by 

the technological conditions and user behaviors 

during the data collection period. For this reason, 

it is recommended that comparative analyses be 

conducted using data obtained from different 

periods and more diverse samples in similar future 

studies.

Data Analysis

In the analysis of the data, exploratory factor 

analysis (EFA) and confirmatory factor analysis 

(CFA) were applied using SPSS 25 and AMOS 24 

programs. Prior to EFA and CFA, the sample was 

divided into two equal random sub-samples 
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following the recommendation of Fokkema 

and Greiff (2017) to prevent overfitting. EFA was 

conducted on the first sub-sample, and CFA was 

applied to the second sub-sample. CFA fit indices 

(CMIN/df, GFI, CFI, NFI, RMSEA) were evaluated 

using the criteria of Hu and Bentler (1995), Marsh 

and Hocevar (1985), and Schermelleh-Engel et al. 

(2003). Additionally, independent samples t-test, 

one-way ANOVA, and Scheffé post-hoc test were 

applied. The effects of MAUS on usage intention 

and user loyalty were analyzed using hierarchical 

regression and multiple linear regression models. 

Basic assumptions of multiple linear regression 

(heteroscedasticity, multicollinearity, normality of 

residuals) were checked following Tabachnick and 

Fidell (2007). A structural equation model (SEM) 

was established to test structural relationships, 

and CMIN/df and all fit indices were reported and 

evaluated according to the limit values proposed 

by Hu and Bentler (1995), Marsh and Hocevar 

(1985), and Schermelleh-Engel et al. (2003). 

Findings

The reliability coefficients of the scales used in 

the study are 0.993 for MAUS, 0.819 for CITUS, and 

0.962 for BLS. According to Taber (2018), these 

reliability coefficients are excellent for MAUS and 

BLS and strong for CITUS. Additionally, the KMO 

(Kaiser-Meyer-Olkin) values obtained from the 

factor analyses applied to the scales are 0.962 for 

MAUS, 0.868 for CITUS, and 0.888 for BLS. Kaiser 

(1974) classifies values above 0.90 as excellent and 

values above 0.80 as high. In light of these values, 

it can be said that the KMO values of the scales are 

excellent and high. Additionally, MAUS explains 

93%, CITUS explains 81%, and BLS explains 87% of 

the variance of the data.

Exploratory factor analysis (EFA) was conducted on 

the MAUS scale using the first random sub-sample. 

The results of the EFA for MAUS are presented 

in Table 4. As a result of the exploratory factor 

analysis (EFA), the scale developed to evaluate 

mobile application usability was structured under 

ten sub-dimensions. All items demonstrated 

factor loadings above the acceptable threshold 

(.511–.788), supporting the conceptual validity and 

structural consistency of the scale. Cross-loading 

differences between primary and secondary factor 

loadings were examined following Hair et al. (2014), 

who recommend a minimum difference of .10 

between a primary loading and any cross-loading. 

All items in the present study met this criterion, 

with cross-loading differences ranging from .11 to 

.27, confirming discriminant validity at the item 

level. When the mean scores by dimension were 

examined, the highest averages were observed 

in the “Font” (𝑥̄ = 3.59) and “Hierarchy” (𝑥̄ = 3.50) 
Table 4

MAUS Exploratory Factor Analysis

A
estetic

C
olor

C
on

trol

E
n

try

Fin
g

ertip

Fon
t

G
estalt

H
ierarch

y

A
n

im
ation

Tran
sition

𝑥̄

Std
.

The mobile app 
uses attractive and 
interesting graphics.

0.72              

3.48 1.18

The mobile app uses 
effective/striking 
graphics.

0.698

The mobile app uses 
interesting, rich, 
attractive, and intriguing 
graphics.

0.689              

The mobile app uses 
attractive images. 0.684

The mobile app uses 
appropriate colors.   0.639             3.44 1.13
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The mobile app makes 
use of appropriate 
colors.

0.621

The mobile app has very 
attractive colors.   0.616          

 

The colors in the mobile 
application have not 
been used incorrectly.

0.585

The controls used in the 
mobile application are 
easy to understand/use.

    0.624        
 

3.54 1.16

In the mobile 
application, the 
main function of 
the application is 
immediately visible/
noticeable.

0.607

Clear/understandable 
controls have been 
used in the mobile 
application.

    0.559        

 

Commands that are 
easy to understand/use 
have been used in the 
mobile application.

0.551

The mobile application 
can be accessed in two 
different ways.

      0.698        

3.50 1.14

The mobile app can be 
opened using an icon or 
menu.

0.683

The mobile app can be 
accessed using different 
icons or menu access 
points.

      0.639        

The mobile app can be 
accessed through two 
different menus.

0.537

The mobile app uses 
finger-sized buttons.         0.702    

3.32 1.17

The mobile app uses 
large controls. 0.693

The mobile app uses 
finger-sized controls.         0.615      

The mobile app uses 
small controls that 
require you to select 
carefully before 
touching.

        0.585      

The mobile app uses a 
good font.           0.658    

3.59 1.15

The mobile app has a 
good font. 0.625

The mobile app uses a 
font that I like.           0.613    

The mobile app uses a 
good font size. 0.609
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Similar shapes 
have been used for 
components that 
resemble each other in 
the mobile application.

          0.558    

3.56 1.14

Things that are 
connected to each other 
(or belong to a whole) 
have been grouped 
together in the mobile 
application.

0.536

Similar components 
have been grouped 
together in the mobile 
application.

          0.542    

Similar shapes 
have been used for 
components that 
resemble each other in 
the mobile application.

0.511

A clear/understandable 
hierarchy has been 
used in the mobile 
application.

            0.766    

3.50 1.20

Headings have been 
used to establish a 
hierarchy in the mobile 
application.

0.682

There is a well-defined 
hierarchical structure in 
the mobile application.

            0.674    

Headings have 
been used to create 
a hierarchy on the 
screen in the mobile 
application.

0.608

Animations have been 
used appropriately in 
the mobile application.

              0.655  

3.52 1.18

Appropriate animations 
have been used to 
convey content in the 
mobile application.

0.637

Animations have been 
used effectively to 
convey content in the 
mobile application.

              0.633  

No excessive/
unnecessary animations 
have been used in the 
mobile application.

0.631

Information is provided 
when transitioning from 
one screen to another in 
the mobile application.

                0.788

3.54 1.17

The mobile application 
informs the user when it 
will transition from one 
screen to another.

0.763

The mobile application 
transitions smoothly/
easily from one screen 
to the next.

                0.634

The mobile application 
transitions seamlessly 
from one screen to 
another.

0.622
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dimensions, while the lowest mean was found in 

the “Fingertip” (𝑥̄ = 3.32) dimension. These findings 

indicate that users place particular importance on 

readability and content organization, whereas they 

experience lower satisfaction with the physical 

accessibility of controls.

The reliability coefficients (Cronbach’s alpha) for 

each of the ten MAUS sub-dimensions were as 

follows: Aesthetic Graphics (α = .821), Color (α = 

.799), Control Obviousness (α = .786), Entry Point (α 

= .783), Fingertip-Size Controls (α = .791), Font (α = 

.806), Gestalt (α = .777), Hierarchy (α = .817), Subtle 

Animation (α = .812), and Transition (α = .836). All 

sub-dimension reliability values exceeded the 

.70 threshold recommended by Nunnally (1978), 

confirming the internal consistency of each factor. 

Additionally, corrected item-total correlations 

ranged from .551 to .748 across all items, with no 

item showing a marked increase in Cronbach’s 

alpha upon deletion, indicating that all items 

contributed positively to their respective sub-

dimensions.

Prior to the multiple linear regression analysis, 

the basic statistical assumptions were examined 

following Tabachnick and Fidell (2007). Normality 

of residuals was confirmed through inspection 

of standardized residual plots and Shapiro-Wilk 

tests (p > .05 for all predictors). Multicollinearity 

was assessed using Variance Inflation Factor 

(VIF) values; all VIF values were below 5.0 (range: 

1.83–3.47), well below the threshold of 10.0 

recommended by Hair et al. (2014), indicating no 

problematic multicollinearity. Homoscedasticity 

was evaluated through examination of scatter 

plots of standardized residuals against predicted 

values, which showed no systematic pattern, 

supporting the assumption of homoscedasticity. 

Independence of errors was confirmed via the 

Durbin-Watson statistic (d = 1.91), which falls within 

the acceptable range of 1.5 to 2.5.

EFA was similarly applied to the CITUS scale. The 

results are presented in Table 5. The factor loadings 

for the “continued usage intention” scale ranged 

from .925 to .975, indicating that the construct 

was measured very strongly. One item (“I do not 

intend to continue using the mobile application 

in the future”) exhibited a relatively lower loading 

(.538), primarily because it was negatively worded 

and conceptually reverse in meaning. This item 

should therefore be interpreted with caution. The 

overall mean score for the scale was calculated 

Table 5

CITUS Exploratory Factor Analysis

  Intention 𝑥̄ Std
I prefer continuing to use the mobile application rather than 
discontinuing it.

0.975

3.50 1.14

I anticipate that I will continue using the mobile application. 0.974

I intend to continue using the mobile application. 0.965

I plan to continue using the mobile application. 0.963

It is highly likely that I will continue using the mobile application in 
the future.

0.925

I do not intend to continue using the mobile application in the 
future.

0.538

Table 6

BLS Exploratory Factor Analysis

  Loyalty 𝑥̄ Std

In the coming years, I will take advantage of more services 
offered by the mobile application. 0.955

3.42 1.19

I recommend this mobile application platform to those who 
seek my advice. 0.953

I speak positively about the mobile application to others. 0.931

I would say favorable things about this mobile application 
platform to others. 0.919

I would recommend the mobile application to someone who 
asks for my opinion. 0.903
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as 3.50, with a standard deviation of 1.14. These 

values suggest that users have a moderately high 

tendency to continue using the application, with 

some variation observed among individuals. In 

conclusion, the items under this dimension reflect 

users’ intention to sustain mobile application 

usage in a strong and consistent manner. The 

findings demonstrate that this construct can be 

measured both validly and reliably.

EFA was applied to the BLS scale. The factor 

analysis results for BLS are presented in Table 6. 

Exploratory factor analysis (EFA) results for the 

loyalty scale indicate that all items have high 

factor loadings ranging from .903 to .955. This 

finding demonstrates strong construct validity for 

the loyalty dimension and confirms that loyalty 

tendencies are measured consistently. The mean 

user score on this scale was calculated as 3.42, with 

a standard deviation of 1.19. These values suggest 

that users exhibit a moderate to high overall level 

of loyalty toward the mobile application, although 

some variation exists among individuals. The 

loyalty construct is strongly represented both by 

Table 7

The Results of Sensitivity of Factors’ Scores to Demographic Variables (Gender, Marital Status, and Education Level)

Dimension N X t p N X t p

Aesthetic Male 280 3.24 -5.64 0.000 Gestalt Male 280 3.36 -4.83 0.000

Female 197 3.84 Female 197 3.86

Married 293 3.4 -2.11        
0.035 

Married 293 3.46 -2.61 0.009

Single 184 3.63 Single 184 3.74

Bachelor’s 
Degree

383 3.43 -2.26 0.000 Bachelor’s 
Degree

383 3.49 -2.87 0.004

Postgraduate 94 3.73 Postgraduate 94 3.87

Color Male 280 3.2 -5.71 0.000 Hierarchy Male 280 3.31 -4.32 0.000

Female 197 3.78 Female 197 3.79

Married 293 3.33 -2.68 0.008 Married 293 3.42 -1.91 0.057

Single 184 3.62 Single 184 3.64

Bachelor’s 
Degree

383 3.35 -3.79 0.000 Bachelor’s 
Degree

383 3.38 -4.86 0.000

Postgraduate 94 3.83 Postgraduate 94 4.04

Control Male 280 3.22 -7.5 0.000 Animation Male 280 3.28 -5.57 0.000

Female 197 3.99 Female 197 3.88

Married 293 3.39 -3.73 0.000 Married 293 3.5 -0.59 0.558

Single 184 3.79 Single 184 3.57

Bachelor’s 
Degree

383 3.47 -2.74 0.000 Bachelor’s 
Degree

383 3.43 -3.86 0.000

Postgraduate 94 3.83 Postgraduate 94 3.94

Entry Male 280 3.29 -4.82 0.000 Transition Male 280 3.26 -6.57 0.000

Female 197 3.79 Female 197 3.95

Married 293 3.41 -2.11 0.035 Married 293 3.49 -1.23 0.218

Single 184 3.64 Single 184 3.63

Bachelor’s 
Degree

383 3.44 -2.18 0.03 Bachelor’s 
Degree

383 3.51 -1.41 0.16

Postgraduate 94 3.73 Postgraduate 94 3.7

Fingertip Male 280 3.11 -4.74 0.000 Intention Male 280 3.23 -6.4 0.000

Female 197 3.62 Female 197 3.88

Married 293 3.26 -1.46 0.146 Married 293 3.41 -2.25 0.025

Single 184 3.42 Single 184 3.65

Bachelor’s 
Degree

383 3.34 0.68 0.496 Bachelor’s 
Degree

383 3.48 -0.75 0.454

Postgraduate 94 3.25 Postgraduate 94 3.58
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the intention to continue using the application 

in the future and by behaviors related to 

environmental recommendations, such as word-

of-mouth promotion and positive endorsements. 

These results support the fundamental role of 

loyalty in fostering sustainable user relationships 

for mobile applications.

An independent-samples t-test was conducted 

to identify statistically significant differences 

between demographic subgroups (gender, 

marital status, education level) regarding the 

scale factors. The results are presented in Table 7. 

As part of the study, significant differences were 

examined across 12 core dimensions of mobile 

application usability and user experience (e.g., 

aesthetics, control, intention, loyalty) based on 

gender, marital status, and education level. Female 

participants assigned statistically significantly 

higher scores than male participants in visual and 

functional design components such as aesthetics, 

color usage, ease of control, font, and animation 

transitions (p = .000). This finding suggests that 

female users place greater emphasis on visual 

richness and intuitive use in mobile applications. 

Single participants reported higher scores 

than their married counterparts particularly in 

dimensions such as ease of control (p = .000), font 

(p = .174), and loyalty (p = .001), indicating that single 

individuals tend to engage with digital platforms 

more actively and with higher attachment. 

Participants with postgraduate education levels 

provided significantly higher ratings than those 

with associate or bachelor's degrees, especially 

in interface aesthetics and structural dimensions 

such as font (p < .001), hierarchy (p < .001), gestalt 

(p = .004), and animation (p < .001). These results 

suggest that as the level of education increases, 

users demonstrate greater awareness of design 

quality and visual coherence.

A one-way ANOVA with Scheffé post-hoc test 

was conducted to examine differences across 

age groups. The results are presented in Table 8. 

Participants’ MAUS (Mobile Application Usability 

Score) significantly differed across age groups, F(3, 

473) = 5.707, p = .001. According to the results of 

the Scheffé post-hoc test, the 18–24 age group had 

a significantly lower MAUS score compared to the 

25–34 age group (𝑥̄ ̄ ₁₈ ₋ ₂₄ = 3.27; 𝑥̄ ̄ ₂₅₋₃₄ = 3.71; p = 

.008). Additionally, the 25–34 age group reported 

significantly higher scores than the 45–54 age group 

Font Male 280 3.29 -5.08 0.000 Loyalty Male 280 3.24 -4.31 0.000

Female 197 3.79 Female 197 3.7

Married 293 3.54 -1.36 0.174 Married 293 3.28 -3.48 0.001

Single 184 3.69 Single 184 3.67

Bachelor’s 
Degree

383 3.49 -4.36 0.000 Bachelor’s 
Degree

383 3.4 -1.24 0.214

Postgraduate 94 4.05 Postgraduate 94 3.57

Table 8

The Results of Sensitivity of Factors’ Scores to Age

Sum of Squares df Mean Square F Sig.

MAUS

Between Groups 19.844 3 6.615 5.707 .001

Within Groups 548.187 473 1.159

Total 568.031 476

Intention

Between Groups 6.210 3 2.070 1.583 .193

Within Groups 618.651 473 1.308

Total 624.861 476

Loyalty

Between Groups 24.140 3 8.047 5.823 .001

Within Groups 653.660 473 1.382

Total 677.801 476
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(p = .024). These findings suggest that individuals 

aged 25–34 evaluate the aesthetic, usability, and 

overall user experience dimensions of mobile 

applications more positively. Although the 35–44 

age group also had relatively high average scores, 

the differences were not statistically significant 

for this group. Regarding Usage Intention, no 

statistically significant difference was observed 

among age groups, F(3, 473) = 1.583, p = .193. The 

results of the Scheffé multiple comparison test 

supported this finding, indicating no statistically 

significant pairwise differences among groups (p 

> .05). This suggests that the intention to continue 

using the mobile application remains consistent 

across different age groups.  For the User Loyalty 

variable, total scores significantly differed by age 

group, F(3, 473) = 5.823, p = .001. Scheffé post-hoc 

test results revealed that the 25–34 age group 

reported significantly higher loyalty scores than 

the 18–24 age group (𝑥̄₂₅ ₋₃₄ = 3.69; 𝑥̄₁₈₋₂₄ = 3.25; p 

= .022). Similarly, the 25–34 age group also scored 

significantly higher than the 45–54 age group (p = 

.004). These findings indicate that individuals aged 

25–34 exhibit stronger emotional and behavioral 

commitment to the application, with user loyalty 

being more pronounced within this age range.

A one-way ANOVA with Scheffé post-hoc test 

was conducted to examine differences across 

occupational groups. The results are presented in 

Table 9. The study investigated differences among 

occupational groups regarding mobile application 

experience (MAUS), usage intention, and user 

loyalty. One-Way ANOVA and Scheffé post-hoc 

tests revealed that individuals in the "Information 

Technology and Software" sector had significantly 

higher MAUS scores (𝑥̄ = 3.99) compared to other 

groups, especially versus "Service and Support 

Occupations" (p = .002). A significant difference 

was also found between "Engineering and 

Technical Occupations" and "Service and Support 

Occupations" (p = .034), indicating more positive 

app experience evaluations among technology-

related professions. Similarly, for usage intention, 

the "Information Technology and Software" group 

scored higher (𝑥̄ = 4.10) than the "Service and 

Support Occupations" group (p = .001), with a 

significant difference also between "Students" and 

"Service and Support Occupations" (p = .037). This 

suggests that occupations closer to technology 

show greater mobile app usage intention. In terms 

of user loyalty, the "Information Technology and 

Software" group again scored significantly higher 

(𝑥̄ = 4.02) than "Service and Support Occupations" 

(p = .001), with a notable difference between 

"Engineering and Technical Occupations" and 

"Service and Support Occupations" (p = .020). 

No other significant differences were observed 

among occupational groups in this dimension.

A one-way ANOVA with Scheffé post-hoc test was 

conducted to assess differences based on daily 

mobile screen time. The results are presented in 

Table 10. A one-way ANOVA was conducted to 

assess differences in mobile application experience 

(MAUS), usage intention, and user loyalty based on 

daily mobile screen time. Significant differences 

were found in MAUS scores across groups, F(3, 

473) = 5.35, p = .001. Scheffé’s post-hoc test 

revealed that participants using mobile devices 

less than one hour daily had significantly lower 

MAUS scores (𝑥̄ = 2.86) compared to those using 

Table 9

The Results of Sensitivity of Factors’ Scores to Occupational Groups

Sum of Squares df Mean Square F Sig.

MAUS

Between Groups 42.531 8 5.316 4.735 .000

Within Groups 525.500 468 1.123

Total 568.031 476

Intention

Between Groups 53.636 8 6.705 5.493 .000

Within Groups 571.225 468 1.221

Total 624.861 476

Loyalty

Between Groups 63.963 8 7.995 6.096 .000

Within Groups 613.838 468 1.312

Total 677.801 476
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devices 1–3 hours (𝑥̄ = 3.61), 4–6 hours (𝑥̄ = 3.47), 

and more than 7 hours (𝑥̄ = 3.60) daily (p < .05). No 

significant differences were observed among the 

higher usage groups. This suggests longer daily 

screen time is associated with more positive app 

experience, while low usage corresponds to limited 

experience. For usage intention, the ANOVA 

indicated a marginally significant difference, 

F(3, 473) = 2.49, p = .059. Homogeneous subset 

analysis showed participants with under one hour 

daily screen time had the lowest intention (𝑥̄ = 

3.08), while those exceeding seven hours had the 

highest (𝑥̄ = 3.63). However, Scheffé’s comparisons 

were not statistically significant (p > .05), indicating 

no robust evidence of differences. No significant 

differences were found in user loyalty among 

screen time groups, F(3, 473) = 1.70, p = .166. Mean 

scores suggested lower loyalty in the under one-

hour group (𝑥̄ = 3.06) and higher loyalty in the over 

seven-hour group (𝑥̄ = 3.64), but these differences 

lacked statistical significance per Scheffé’s test (p 

> .05).

A one-way ANOVA with Scheffé post-hoc test 

was conducted to examine differences based 

on digital platform preference. The results are 

presented in Table 11. One-way ANOVA was 

conducted to examine differences in mobile 

application experience (MAUS), usage intention, 

and user loyalty based on participants’ most 

frequently used digital platforms. Results showed 

no significant differences in MAUS scores across 

platforms, F(4, 472) = 2.04, p = .088, indicating that 

preferred platform does not significantly influence 

mobile app experience. Similarly, no significant 

differences were found in usage intention, F(4, 472) 

= 1.89, p = .112, suggesting platform choice does not 

affect users’ intention to use. However, significant 

differences were identified in user loyalty levels, 

F(4, 472) = 4.08, p = .003. Scheffé post-hoc tests 

revealed that users of Exxen had significantly 

higher loyalty scores (𝑥̄ = 3.64) compared to 

Netflix users (𝑥̄ = 2.92) (p = .048). No other platform 

comparisons showed significant differences. This 

indicates that while platform preference generally 

does not impact experience or usage intention, 

user loyalty may vary, with Exxen users exhibiting 

notably higher loyalty than Netflix users.

A one-way ANOVA with Scheffé post-hoc test 

Table 10

The Results of Sensitivity of Factors’ Scores to Daily Mobile Screen Time

Sum of Squares df Mean Square F Sig.

MAUS

Between Groups 18.653 3 6.218 5.353 .001

Within Groups 549.378 473 1.161

Total 568.031 476

Intention

Between Groups 9.731 3 3.244 2.494 .059

Within Groups 615.130 473 1.300

Total 624.861 476

Loyalty

Between Groups 7.237 3 2.412 1.702 .166

Within Groups 670.564 473 1.418

Total 677.801 476

Table 11

The Results of Sensitivity of Factors’ Scores to Frequently Used Digital Platforms

Sum of Squares df Mean Square F Sig.

MAUS

Between Groups 9.641 4 2.410 2.037 .088

Within Groups 558.390 472 1.183

Total 568.031 476

Intention

Between Groups 9.829 4 2.457 1.886 .112

Within Groups 615.032 472 1.303

Total 624.861 476

Loyalty

Between Groups 22.630 4 5.657 4.076 .003

Within Groups 655.171 472 1.388

Total 677.801 476
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was conducted to examine differences based on 

frequency of digital platform use. The results are 

presented in Table 12. Significant differences were 

found in mobile application experience based 

on digital platform usage frequency, F(2, 474) = 

7.59, p = .001. Scheffé’s post-hoc test showed that 

daily users had significantly higher MAUS scores 

than those using platforms several times a week 

(Mean Difference = 0.37, p = .002). Differences 

involving users who accessed platforms several 

times a month were not statistically significant. 

Usage intention also varied significantly by usage 

frequency, F(2, 474) = 6.70, p = .001. Daily users 

exhibited higher usage intention than weekly 

users (Mean Difference = 0.31, p = .014). Additionally, 

weekly users had significantly lower usage 

intention than monthly users (Mean Difference 

= -0.75, p = .022). User loyalty was significantly 

influenced by usage frequency, F(2, 474) = 17.22, p < 

.001. Daily users showed higher loyalty than weekly 

users (Mean Difference = 0.56, p < .001), and weekly 

users had higher loyalty than monthly users (Mean 

Difference = 1.05, p = .001). These results highlight 

that frequent digital platform use positively affects 

mobile application experience, usage intention, 

and loyalty.  Additionally, the impact of mobile 

application experience (MAUS) on usage intention 

and loyalty was examined using two statistical 

models: hierarchical regression (path analysis) 

and multiple linear regression (component-

based). A multiple linear regression analysis was 

conducted to assess the simultaneous effects 

of MAUS sub-dimensions on user loyalty. The 

results are presented in Table 13. In the hierarchical 

Table 12

The Results of Sensitivity of Factors’ Scores to Frequency of Digital Platform Use

Sum of Squares df Mean Square F Sig.

MAUS

Between Groups 17.623 2 8.812 7.588 .001

Within Groups 550.408 474 1.161

Total 568.031 476

Intention

Between Groups 17.185 2 8.592 6.702 .001

Within Groups 607.676 474 1.282

Total 624.861 476

Loyalty

Between Groups 45.921 2 22.960 17.224 .000

Within Groups 631.880 474 1.333

Total 677.801 476

Figure 2

Structural Equation Model (SEM): MAUS, Intention and Loyalty

Click, Watch, Enjoy! But Which Platform Is More User-Friendly ? ■  Faruk DURSUN



89

Yeni Medya ■ Hakemli ,  ulus lararas ı ,  e -D ergi

New Media ■ Pe er rev iewe d, international ,  e -Journal
Sayı ■ Vol .  20 ,  Bahar ■ Spring (2026)

model, MAUS strongly predicted usage intention 

(β = .927, R² = .859, F(1.475) = 2888.10, p < .001), 

demonstrating the critical role of user experience 

in motivating continued use. Usage intention, 

in turn, significantly predicted loyalty (β = .880, 

R² = .774, F(1.475) = 1628.75, p < .001), confirming 

intention as a key driver of user loyalty behavior.

This model establishes a predictive mediation 

path in the form of MAUS → Intention → Loyalty, 

allowing for the analysis of mediation effects and 

supporting an interpretable framework within the 

context of structural equation modeling (SEM). 

In the second analysis, the effects of the 11 user 

experience components within the MAUS scale 

(Aesthetic, Color, Control, Entry, Fingertip, Font, 

Gestalt, Hierarchy, Animation, Transition, Intention) 

on user loyalty were tested simultaneously in 

a single multiple linear regression model. The 

regression model was found to be significant (R² = 

0.844, F(11.465) = 228.763, p < .001), explaining 84% 

of the variance in the loyalty variable. This indicates 

a high explanatory power of the model.

The fit of the structural equation model was 

evaluated using multiple indices following the 

criteria of Hu and Bentler (1995), Marsh and 

Hocevar (1985), and Schermelleh-Engel et al. 

(2003). The model demonstrated acceptable to 

good fit: CMIN/df = 2.84 (acceptable: ≤ 5.0), GFI = 

.91 (good: ≥ .90), CFI = .93 (good: ≥ .90), NFI = .90 

(acceptable: ≥ .90), and RMSEA = .063 (acceptable: 

≤ .08). These results indicate that the proposed 

predictive mediation model (MAUS → Intention → 

Loyalty) provides a satisfactory fit to the data.

Conclusion and Recommendations
The findings of this study are summarized and 

interpreted in comparison with the relevant 

literature below. Regarding H1 (usability predicts 

continuance intention), the SEM results confirmed 

a strong positive relationship (β = .927, R² = .859, 

Table 13

Summary of Hypothesis Test Results

Hypothesis Statement Result Key Statistics Decision

H1 MAUS predicts continuance intention β = .927, R² = .859, p < .001 SEM (AMOS) Supported

H2 Continuance intention predicts user loyalty β = .880, R² = .774, p < .001 SEM (AMOS) Supported

H3 MAUS sub-dimensions differentially 
predict loyalty

R² = .844, F = 228.76, p 
< .001; Gestalt β = .428, 
Transition β = –.266

Multiple 
regression

Partially 
Supported

H4 Scores differ significantly by gender t-test: p < .001 for 10 of 12 
dimensions

Independent-
samples t-test Supported

H5 Scores differ significantly by education 
level

t-test: p < .001 for 8 of 12 
dimensions

Independent-
samples t-test Supported

Table 14

Regression Analysis Results

Variable Standardize β t p Interpretation

Intention 0.467 8.542 <.001 Strongest positive predictor

Gestalt 0.428 6.155 <.001 Significant effect of holistic design perception

Transition -0.266 -5.578 <.001 Negative effect – discomfort caused by transitions

Font -0.190 -3.055 .002 Negative effect – readability issues

Entry 0.120 2.019 .044 Positive effect – ease of entry

Control 0.111 2.005 .046 Positive effect – control over usage

Fingertip 0.100 2.255 .025 Positive effect – mobile compatibility

Color 0.117 1.903 .058 Marginal effect

Aesthetic -0.062 -1.104 .270 Non-significant – overall aesthetic perception 
irrelevant

Hierarchy 0.023 0.370 .711 Non-significant – content hierarchy ineffective

Animation 0.096 1.508 .132 Non-significant – low impact of animations
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p < .001), consistent with Hoehle et al. (2016), 

who similarly found that usability significantly 

predicts users’ intention to continue using mobile 

applications, and with Putra et al. (2022), who 

identified usability as a key predictor of continued 

app use. Regarding H2 (continuance intention 

predicts user loyalty), the results revealed a strong 

predictive relationship (β = .880, R² = .774, p < 

.001), aligning with Güler (2019), who validated this 

relationship in Turkish context, and with Johnson 

et al. (2006), who documented the link between 

behavioral intention and brand loyalty. The 

multiple regression analysis (H3) identified Gestalt 

principles (β = .428) and transition design (β = –.266) 

as the most influential design-level predictors of 

loyalty alongside continuance intention (β = .467), 

consistent with Huang et al. (2025), who found 

that visual hierarchy and interface coherence are 

central to usability quality. Gender differences 

(H4) were confirmed, with female users rating 

aesthetic and control dimensions significantly 

higher (p < .001), in line with Weichbroth (2022), 

who examined gender effects on mobile app 

usability, and contrasting with studies such 

as Ali et al. (2022), who found gender effects 

to be application-dependent. Education-level 

differences (H5) were also confirmed, with 

postgraduate users demonstrating greater 

sensitivity to design quality across all dimensions 

(p < .001), consistent with Wagner et al. (2014) and 

Ali et al. (2022), who documented the moderating 

role of user characteristics on usability perceptions. 

This study conducted a comprehensive 

analysis of mobile application usability (MAUS), 

usage intention (CITUS), and user loyalty (BLS) 

considering demographic factors such as 

gender, age, education, occupational group, 

daily mobile screen time, and digital platform 

usage frequency. Female users rated visual and 

functional aspects—especially aesthetics, control, 

and font—significantly higher than males (p < 

.001). Participants with postgraduate education 

exhibited greater awareness of interface design 

elements (font, hierarchy, animation, gestalt) 

compared to those with lower education levels 

(p < .001). Among occupational groups, IT and 

software professionals reported significantly 

higher usability, usage intention, and loyalty 

scores than others. Regarding mobile screen 

time, individuals using devices less than one 

hour daily scored lower on usability and usage 

intention, while those with four or more hours 

scored significantly higher (p < .05). Daily digital 

platform users similarly demonstrated elevated 

MAUS, usage intention, and loyalty compared to 

less frequent users. Structural equation modeling 

revealed that usability strongly predicts usage 

intention (β = .927, R² = .859, p < .001), which in turn 

significantly predicts loyalty (β = .880, R² = .774, 

p < .001), indicating an indirect but robust effect 

of user experience on loyalty. Multiple regression 

identified usage intention as the strongest loyalty 

predictor (β = .467), followed by Gestalt principles 

(β = .428), with a negative effect from transition 

design (β = –.266). These findings highlight user-

centered experience design as crucial to mobile 

app success, with interface aesthetics, hierarchy, 

and control shaping user intention and loyalty. 

Demographic differences emphasize the need for 

personalized design approaches sensitive to user 

characteristics. Frequent platform use correlates 

with stronger attachment, positioning digital 

platforms as key contexts shaping behavior. The 

SEM-supported predictive path—MAUS → Usage 

Intention → Loyalty—underscores usability’s 

foundational role in long-term commitment. A 

holistic user experience approach is essential, 

integrating visual design, information architecture, 

transition effects, and fingertip controls. Gestalt 

principles’ positive influence on loyalty reflects 

users’ preference for consistency and coherence, 

while complex or unintuitive transitions deter 

continued use, emphasizing the importance 

of cognitive and emotional design alongside 

technical excellence. In conclusion, user-centered 

design not only enhances usability but also 

strategically fosters loyalty. The future of mobile 

apps lies in combining technology, design, 

psychology, and behavior science. Adoption and 

sustained loyalty require embracing human-

centered design that prioritizes behavioral 

and cognitive user tendencies. Developers 

should apply Gestalt-aligned design patterns, 

ensure smooth and simple screen transitions, 

Click, Watch, Enjoy! But Which Platform Is More User-Friendly ? ■  Faruk DURSUN



91

Yeni Medya ■ Hakemli ,  ulus lararas ı ,  e -D ergi

New Media ■ Pe er rev iewe d, international ,  e -Journal
Sayı ■ Vol .  20 ,  Bahar ■ Spring (2026)

and optimize typography for accessibility and 

readability. Personalized development processes 

integrating segmentation, adaptive interfaces, 

and recommendation systems are necessary to 

meet diverse user expectations. Usage frequency 

strongly impacts loyalty, suggesting content 

strategies, notifications, and gamification to boost 

engagement, while infrequent users require 

ease of access and supportive guidance. Finally, 

continuous improvement based on user feedback, 

real-time UX analytics, and interdisciplinary 

collaboration among designers, engineers, 

researchers, and psychologists are vital for creating 

user-satisfying and loyalty-enhancing mobile app 

ecosystems.
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Genişletilmiş Özet

Tıkla, İzle, Keyif Al! Ama Hangi Platform Daha 

Kullanıcı Dostu?

Bu araştırma, mobil uygulama kullanılabilirliği, 

devam etme niyeti ve kullanıcı sadakati arasındaki 

ilişkileri inceleyerek dijital platformların başarısında 

insan merkezli tasarımın kritik rolünü ortaya 

koymayı amaçlamaktadır. Mobil uygulamaların 

yaygınlaşmasına rağmen, kullanılabilirliğin kullanıcı 

sadakatini etkileyen mekanizmaların özellikle 

Batı dışı bağlamlarda yeterince araştırılmamış 

olması, bu çalışmanın temel motivasyonunu 

oluşturmaktadır. Weichbroth'un (2024) belirttiği 

üzere, 2023 yılında mobil uygulamaların %5'inden 

azı başarılı olmuştur ve bu başarısızlığın temelinde 

düşük kullanılabilirlik düzeyleri yatmaktadır.

Araştırma, Türkiye genelinde dijital platform 

kullanıcılarından elde edilen verilerle, mobil 

uygulama kullanılabilirliğinin kullanıcı davranışları 

üzerindeki etkilerini çok boyutlu bir perspektifle ele 

almaktadır. Çalışma kapsamında kullanılabilirliğin 

on farklı boyutu (sezgisellik, minimalizm, 

öğrenilebilirlik, hatırlanabilirlik, keşfedilebilirlik, 

işletilebilirlik, etkileşim, estetik, kontrol ve Gestalt 

ilkeleri) detaylı olarak incelenmiştir.

Çalışmanın kuramsal temeli, Mobil Uygulama 

Kullanılabilirlik Ölçeği (MAUS) üzerine inşa 

edilmiştir. Bu ölçek, mobil uygulamaların 

kullanılabilirliğini çok boyutlu bir yaklaşımla 

değerlendiren ve literatürde geniş kabul görmüş 

bir araçtır. Kuramsal çerçeve, kullanılabilirliğin 

yalnızca teknik mükemmellik değil, aynı zamanda 

kullanıcı deneyimi ve algılanan kalite ile de 

ilişkili olduğunu vurgulamaktadır. Hoehle ve 

arkadaşlarının (2016) çalışması, kullanılabilirliğin 

kullanıcıların uygulamayı kullanmaya devam etme 

niyetlerini ve marka sadakatini önemli ölçüde 

etkilediğini göstermiştir. Bu bağlamda, çalışma 

üç temel değişken arasında öngörücü bir yol 

(predictive pathway) önermektedir: kullanılabilirlik 

→ devam etme niyeti → kullanıcı sadakati.

Araştırma, nicel araştırma desenlerinden kesitsel 

tarama modelini kullanmıştır. Veri toplama 

süreci, Türkiye genelinde dijital platform kullanan 

477 katılımcıdan çevrimiçi anket yöntemiyle 

gerçekleştirilmiştir. Örneklem seçiminde amaçlı 

örnekleme yöntemi kullanılmış ve katılımcıların 

demografik özellikleri detaylı olarak kaydedilmiştir. 

Veri toplama aracı olarak MAUS kullanılmış 

olup, ölçek 5'li Likert tipi derecelendirme ile 

uygulanmıştır. Ölçeğin Türkçeye uyarlanması 

sürecinde çeviri-geri çeviri tekniği ve alan 

uzmanlarının görüşleri kullanılmıştır.

Veri analizi aşamasında ileri düzey istatistiksel 

teknikler kullanılmıştır. Doğrulayıcı Faktör Analizi 
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(DFA) ile ölçeğin yapı geçerliği test edilmiş ve 

uyum indeksleri değerlendirilmiştir. Demografik 

değişkenler açısından farklılıkları tespit etmek için 

ANOVA ve t-testleri uygulanmıştır. Değişkenler 

arasındaki ilişkilerin gücünü belirlemek için çoklu 

regresyon analizi gerçekleştirilmiştir. Son olarak, 

önerilen öngörücü modeli test etmek amacıyla 

Yapısal Eşitlik Modellemesi (SEM) kullanılmıştır.

Araştırma bulguları, MAUS ölçeğinin mükemmel 

güvenilirlik gösterdiğini ortaya koymuştur 

(Cronbach's α = 0.993). Doğrulayıcı faktör analizi, 

ölçeğin on boyutunun toplam varyansın %93'ünü 

açıkladığını göstermiştir. Bu sonuç, ölçeğin Türk 

kültürü bağlamında da geçerli ve güvenilir bir araç 

olduğunu kanıtlamaktadır.

Yapısal Eşitlik Modellemesi sonuçları, araştırmanın 

temel hipotezlerini güçlü bir şekilde desteklemiştir. 

Kullanılabilirlik, devam etme niyetini anlamlı ve 

güçlü bir şekilde yordamaktadır (β = 0.927, R² = 

0.859, p < .001). Kullanılabilirlik değişkeni tek başına 

devam etme niyetindeki varyansın %85,9'unu 

açıklamaktadır. Ayrıca, devam etme niyeti kullanıcı 

sadakatini güçlü bir şekilde etkilemektedir (β = 

0.880, R² = 0.774, p < .001). Bu sonuç, kullanıcıların 

uygulamayı kullanmaya devam etme niyetlerinin 

sadakat davranışlarının %77,4'ünü açıkladığını 

ortaya koymaktadır.

Çoklu regresyon analizi, kullanıcı sadakatinin 

önemli belirleyicilerini ortaya koymuştur. Devam 

etme niyeti (β = 0.467, p < .001), Gestalt ilkeleri (β 

= 0.428, p < .001) ve geçiş tasarımı (β = -0.266, p 

< .001) sadakatin en önemli yordayıcıları olarak 

belirlenmiştir (R² = 0.844). Geçiş tasarımının 

negatif katsayısı, karmaşık geçiş animasyonlarının 

kullanıcı deneyimini olumsuz etkileyebileceğine 

işaret etmektedir.

Demografik değişkenler açısından önemli 

farklılıklar tespit edilmiştir. Kadın kullanıcılar, 

estetik ve kontrol boyutlarını erkeklerden 

anlamlı düzeyde daha yüksek puanlamıştır (p < 

.001). Lisansüstü eğitim almış kullanıcılar, tüm 

kullanılabilirlik boyutlarında daha yüksek puanlar 

vermiştir. BT uzmanları, diğer meslek gruplarına 

kıyasla önemli ölçüde daha yüksek kullanılabilirlik 

değerlendirmeleri sergilemiştir (p < .001). Günlük 

platform kullanıcıları, daha az sıklıkta kullananlara 

göre anlamlı düzeyde daha yüksek sadakat 

puanları göstermiştir (p < .001).

Bu çalışma, mobil uygulama kullanılabilirliği, 

devam etme niyeti ve kullanıcı sadakati arasında 

kullanılabilirlik → niyet → sadakat yönünde 

doğrulanmış bir öngörücü yol (predictive pathway) 

ortaya koymuştur. Bulgular, mobil uygulamaların 

başarısında insan merkezli tasarımın kritik rolünü 

vurgulamaktadır.

Kuramsal açıdan, çalışma MAUS ölçeğini Batı 

dışı bir bağlamda doğrulayarak kullanılabilirlik 

teorisine önemli bir katkı sunmaktadır. Ölçeğin 

Türkiye bağlamında gösterdiği yüksek geçerlik 

ve güvenilirlik (α = 0.993), kültürler arası 

kullanılabilirlik araştırmalarına metodolojik bir 

temel sağlamaktadır. Kullanılabilirlik-niyet-sadakat 

ilişkisinin Türk kullanıcılar arasında doğrulanması, 

bu modelin evrenselliğine dair önemli kanıtlar 

sunmaktadır.

Uygulama açısından, bulgular mobil uygulama 

geliştiricilerine ve tasarımcılara değerli içgörüler 

sunmaktadır. Kullanıcı tutma oranını artırmak 

için tasarım optimizasyonuna odaklanılması 

gerekmektedir. Özellikle sezgisellik, minimalizm ve 

Gestalt ilkelerine uygun tasarım öğeleri, kullanıcı 

deneyimini ve dolayısıyla sadakati artırmada etkili 

olabilir. Geçiş tasarımının negatif etkisi, gereksiz 

animasyonlardan ve karmaşık geçişlerden 

kaçınılması gerektiğini işaret etmektedir.

Demografik bulgular, farklı kullanıcı segmentleri için 

özelleştirilmiş tasarım stratejilerinin geliştirilmesini 

önermektedir. Kadın kullanıcıların estetik ve kontrol 

özelliklerine daha fazla önem vermesi, cinsiyete 

duyarlı tasarım yaklaşımlarının gerekliliğini ortaya 

koymaktadır. BT profesyonellerinin daha yüksek 

beklentilere sahip olması, teknik kullanıcılar için 

gelişmiş özelleştirme ve kontrol seçeneklerinin 

sunulması gerektiğini göstermektedir.

Platform geliştiricileri için pratik öneriler şunlardır: 
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Kullanıcı arayüzünde sezgiselliği ön planda 

tutmak, gereksiz görsel karmaşıklıktan kaçınarak 

minimalist bir yaklaşım benimsemek, Gestalt 

ilkelerini tasarımda etkin kullanmak, kullanıcılara 

kontrol hissi veren özellikler sunmak ve düzenli 

kullanılabilirlik testleri yaparak kullanıcı geri 

bildirimlerini tasarım sürecine entegre etmek.

Araştırmanın bazı sınırlılıkları bulunmaktadır. 

Kesitsel tasarım nedeniyle nedensel ilişkiler 

hakkında kesin çıkarımlar yapmak sınırlıdır. 

Öz-bildirime dayalı veriler, sosyal beğenirlik 

etkisine maruz kalabilir. Ayrıca, çalışma Türkiye ile 

sınırlı olup, sonuçların diğer kültürel bağlamlara 

genellenebilirliği dikkatle değerlendirilmelidir.

Gelecek araştırmalar için şu öneriler 

sunulmaktadır: Farklı kültürel bağlamlarda 

karşılaştırmalı çalışmalar yapılması, uzunlamasına 

araştırma desenleriyle öngörücü ilişkilerin daha 

derinlemesine incelenmesi, niteliksel yöntemlerle 

kullanıcı deneyimlerinin detaylı olarak araştırılması 

ve yapay zeka destekli kişiselleştirilmiş arayüzlerin 

kullanılabilirlik ve sadakat üzerindeki etkilerinin 

incelenmesi önerilmektedir.

Sonuç olarak, bu çalışma mobil uygulama 

ekosisteminde kullanılabilirliğin merkezi önemini 

vurgulayan güçlü ampirik kanıtlar sunmaktadır. 

Dijital platformların rekabetçi pazarında başarı, 

yalnızca teknik mükemmellikle değil, kullanıcı 

merkezli, sezgisel ve estetik açıdan tatmin edici 

tasarımlarla mümkün olmaktadır.
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