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Abstract 

The sped-up advancement of innovation, especially on the mobile application has expanded mobile users, 
educators, businessmen and students 'responsibility as learning facilitators. Since innovation is improving, 
numerous mobiles and their applications continue to come into the market to satisfy client requests by 
customization through adaptive features. Mobile adaptation is exceptionally helpful in advancing the mobile 
learning opportunity for the growth of kids, grown-ups and elders also. Smart cellular phones give many 
elemental features to perform many errands and engage in your leisure time and busy schedule. For this 
reason, numerous associations created portable applications as indicated by client interest. These 
applications give include however the market is changing so individuals' requests are additionally changing 
with time. Applications are based on a customized point of interaction that is not being coordinated with the 
ongoing time. Hence there is a gap between users and Smartphone applications and utilities. All individuals 
are not happy with the utilization of the same interface; they want other varieties, in the form of customization 
or adaptation. The study constructed a few versatile highlights with a change application as per client 
necessities. In this paper, the study presents a versatile element that gives a choice in applications to adjust 
the connection point as per user necessities by applying a new proposed model for evaluation of adoptive 
features of smart cellular phones. The Response Surface Method (RSM) design is used to predict the actual 
attributes of usability in context with adaptive features. These adaptive features are evaluated by ANOVA-
based analysis and after analysis give an approved equation for the evaluation of adaptive features of smart 
cellular phones. This analysis and deduced results empowered the usability of smart cellular phones in 
context to users. 
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1. INTRODUCTION 

Smartphone have become more amateur and useable gadgets in the world. Users take them 
everywhere all the time to finish their take according to their usage requirements. It is 
speculated that there will be 6.3 billion mobile phone patrons obtainable in 2021. Presently, 
the most protrusive operating system is android and iPhones presuming many applications 
with various attributes. The study talks about the proceeding of adoption features in all the 
mobile phones for kids, grown-ups, and elders too. The kid's mode/baby mode is a superb 
feature in which children are cramped to use some applications and phone services. There 
are three varieties of adaptation as well as information, visualization, and user interface, for 
adaptive features of smart phones have been recognizing [1]. 

A Smartphone is a gadget playing out the errands of a PC framework having a touch screen 
and easy-to-understand interaction with the assistance of little and smart gadgets. The review 
assesses the usability of various adaptive features of smart phones; this paper presents the 
usability as far as adaptability, efficiency and adaptability of Smartphone features and its 
examination out and out. The Smartphone usability features that are examined in this paper 
incorporate Screen rotation, the simple screen turn on/off, conscious, smart delay, Eye 
contact, smart alarm, voice orders, face recognition, QR code Reader, Touch handicap mode, 
Battery Saving mode, Night Mode and a few Apps working at continuous, so by assessing 
such features we use Survey method for assessing such features since usability assessment 
is the need of an item improvement organization to be aware assuming that the features are 
kept up with as easy to understand as well as climate cordial. As though we need to keep up 
with or increment the deals of the item, the engineer needs to keep the item easy to use. In 
this way, taking a survey of the item from the general population about the item is the smartest 
plan to keep the engineers educated about the need of the day. Different components utilized 
like criticism and usability test is utilized. Client-focused plans (UCD, and User Experience 
(UX) are the features that we assess. A client experience test is only an attempt to ensure the 
item works out positively for the client. It works with the client appropriately and as the 
subtleties guaranteed. The client's experience is one-sided. The attributes that make up the 
client experience, then again, are quantitative. 'Client experience,' as per Nielsen Norman 
Group, includes all components of the end-drew in clients with the firm, its administrations, 
and its merchandise. 

Globally, mobile technology is as present very important in the viability of children including 
grown-ups and elders; the national bureau and local schools have organized trials with mobile 
for a scoop of different educating and studying impetus. In the U.S virtually all the children 
have an approach to a smart phone with 93 % of 6-to-9-year-old living in a home with a smart 
phone. In inclusion, over 50 % of 6-to-9-year-olds have their own mobile video game player, 
30 % own smart phone, and 20 % own relaxation music Players. Simultaneously, mobile 
gadget possession among children ages 4-14 has skillful double-extremity extension since 
2005 (NPD Group, 2008). To regale to the children residents, there is a need to appreciate 
utterly how children link and ponder [2]. 
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Educational apps are very helpful for children's studies. Present research manifests that in 
mobile learning, uniting design and scrutiny to usability will guide to superior mobile teaching. 
The cerebral and motor expertise of children is different from those of men as they are growing 
up. Models and measurement models may not be suitable to solicit educational apps designed 
for children because they may not be virtual for this certain area. This paper pursues to 
analyze the management work to synthesize a set of usability instructions for mobile 
educational apps for children and as a consequence arise a Model comprises of metrics and 
estimation tools for assay. This next segment dispenses audit of manage usability models [3]. 

Mobile has become almost pervasive technology, where nearly Two-third of the natives have 
a smart phone, but also pandemic with more than half of the high society citizens accede a 
smart phone. Smartphone automation can be uniquely helpful in the dispatch of health 
interpose because this technology can permit us to bring intercede to scale, cover board 
geographic districts and convey telemetric in highly adapt ways build on the penchant or 
attribute of the user. The use of mobile technology as a plan of action for interactive interpose 
additive to health care delivery and surveil of health status has broadly proliferated in the past 
5 years [4]. 

To be applicable, omnipresent applications entail being planned so that the user’s needs and 
inclinations and the environment of use have been clutch into account. Anyhow the appraisal 
of extensive computing systems and their guidance on users is fully difficult because 
threatening will need probe of real users in a real backdrop. Anyhow, in the HCI research area, 
the cognizance of user exploit and its ranking has not been inveterate. The purpose for this 
may be a defect in the definition of user occurrence and its alliance to usability issues. Also, 
future dynamic environments and adaptive mobile devices escort new features to the field of 
user escapade research. The pursue of the paper is to study how user adventure can be 
checked something out in adaptive smart phone applications [5]. 
 
2. LITERATURE REVIEW 

The purpose of the study is to review the previous research on the adaptive features of smart 
phones. This paper study is based on efficiency, satisfaction and effectiveness. The adaptive 
features include screen rotation, voice commands and LED notifications for kids. The paper 
studies interesting patterns including screen rotation, and voice commands and these pattern 
results show lower usability. Whereas LED notification is a commanding feature. These have 
almost 88% effectiveness compared to a non-adaptive environment. This paper is suggested 
the features must be applied after analysis [6]. 

In this paper, we discuss in the last years the interest rate has increased on video games for 
education, training, health promotion and socialization, etc.  This is an important element of 
any video game. This more important game is called a serious game. The user easily 
understands the feature of any game if he skills the game and depends on the efficiency and 
engagement. The main purpose of this paper is the usability evolution of adaptive features of 
Smartphone’s for kids and how to apply the methodology easily. This study is very helpful for 
future research [7]. 
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The mobile phone is very helpful for health services. In low-and-middle countries, mobile 
phones are now everywhere. The mobile phone for health services is very popular in every 
country. To access the effectiveness of the continuum of care service (CCS) and material of 
child health (MCH) is now present in India. Mobile application is based on Several diseased 
and has effectiveness and demonstrated. The Mobile Health service is one of the potential 
strategies for human service in every life phase. This is very effective, efficient and reliable in 
every phase of life [8]. 

The Mobile phone app has increased the responsibility of teachers as a learning view. Since 
this technology is improve for many applications. Its demand has increased in demand day by 
day. This application is very helpful for kids learning. This application shows results like 
efficiency, effectiveness and user satisfaction. Some students do not take interested in 
learning mobile applications app because some applications do not have a good interface. 
This is a study about Mobile application apps for kids. This is very helpful in every phase of 
life. This app plays a very important role in our life [9]. 

The system is proposed “kid tracker” which includes an android phone on the parent smart 
phone. The kid tracker has performed very unique performance as compared to other android 
phone. The 50 billion apps are downloaded monthly. There is more exceeding mobile 
application apps developed on android apps. Now android app is providing Gaps location. 
The user uses this app and can reach their desired destination. The satellite supports the 
cellular network and works both outdoor and indoors and its response is fast and uses less 
battery energy [10]. 

Also, a few kids are not inspired by mobile applications because of issues like poor interaction 
between kids and the mobile application. In this paper, a few past examinations on quality 
credits used to assess versatile learning applications were looked into. A deliberate writing 
survey approach was utilized to look through past studies and concentrates on ease of use 
quality attributes, especially for mobile learning applications. The search procedure 
recognized various investigations on convenience for portable learning applications for kids. 
The outcome showed that the main four ease of use quality credits is productivity, 
effectiveness, learn ability and client fulfillment. The investigations inspected showed that 
convenience assessments were directed during the execution stage just, and assessment is 
many times worked as a portrayal of the contextual investigation. This study investigated the 
current writings on the topic and encourages further examinations that will prompt superior 
ease of use and plan of portable learning applications for kids [11]. 

This paper presents a usability concentrate on that means to analyze efficiency, effectiveness, 
and fulfillment because of the current adaptive features in smart phones. The versatile 
features incorporate screen pivot, voice orders, and LED notices and kids mode for android 
and iOS platforms. The effectiveness and productivity are estimated by considering task 
fulfillment inside a particular time while fulfillment is estimated through the After Scenario 
Questionnaire (ASQ) procedure. The analysis is completed with the association of 128 
members. The review shows fascinating examples with regards to ease of use where screen 
turn and voice orders brought about lower convenience. While LED notifications are a 
prevailing aspect having practically 88% adequacy contrasting with non-adaptive features. At 
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last, the review proposes that the adaptive features should be applied after careful 
examination of user tasks and context [12].  
 
3. METHODOLOGY 

The reason for usability testing is to perceive the way that well individuals can comprehend 
and utilize an item to achieve their objectives. It likewise connects with the degree of 
satisfaction that clients have with the technique. To test the usability assessment of portable 
applications different reviews are finished on numerous instructive, persuasive, gaming and 
Islamic children applications to work on their efficiency, unwavering quality and client 
satisfaction. A group is separated into 7 gatherings to encounter the working and criticism of 
various applications as per various ages 40 participants participated in usability testing for 
each gathering. As per activity, at least eight to ten people are important to give solid 
appraisals to uncover the usability issues of a connection point. The members were a blend 
of young men and young ladies with fluctuating degrees of involvement, going from fledgling 
to progress. The young people were all in higher education, 21 to 40 years of age, and were 
chosen from universities. For the trial of usability, every member was permitted to give a shot 
at both educational and entertainment applications. Every one of the members needed to 
follow through with 7 jobs. Both applications have their arrangements of highlights. Individuals 
that went to were permitted a wide opportunity to research before playing out the exercises; 
you should initially introduce the projects. Equivalent time is given for various applications to 
satisfy the errands. In the wake of finishing the job Following Questionnaire and assignment 
list are expected to finish closing the usability assessment given in the annexure [14]. 

3.1 Efficiency 

Efficiency alludes to the quantity of consumption made concerning the accuracy and 
culmination with which clients satisfy their goals. The overall usability of mobile learning 
applications for youngsters is a basic issue since kids would rather not try hard with the 
applications because the UI isn't intriguing to them. Under the efficiency aspect, three 
sub-aspects were recognized (Compatibility, Time Loading, and Accuracy)[15]. 

Time Based Efficiency =
1

N
∑ (

nij

tij
)

N

i=1

          (1) 

N= Number of Jobs 

R= Number of Contestants 

nij = Job I result by contestants j (For successful nij= 1 and unsuccessful nij = 0) 

tij = Time to complete job j by contestant i (in case of unsuccessful contestant time taken 
till the quitting of a job) 

Eq. (1) represents the formula of time-based efficiency to calculate the efficiency of 
different tasks performed by participants. 

3.2 Effectiveness 
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The exactness and consistency with which clients accomplish given objectives are 
characterized as effectiveness. In most examinations, it is calculated by the number of 
right responses. These two sub-factors were joined to assess the efficiency of the 
application interface: (Navigation and Presentation) [16]. 

Effectiveness =
Total Number of Successful Participants

Total Number of Participants
∗ 100     (2) 

Eq. (2) represents the effectiveness of the adaptive features of smart cellular phones in 
terms of easiness and successfulness behavior of the features adopted. 

3.3 Operability 

Operability is defined as how much an item or framework has features that simplify it to 
utilize and control. It's Error insurance for clients. [17]. 

3.4 User Satisfaction 

The degree to which an item can be used by unambiguous clients to accomplish explicit 
objectives in a particular setting with viability, efficiency and satisfaction, so User 
Satisfaction is only one of the significant components of usability, as per the ISO definition 
[18]. 

3.5 Attractiveness 

The attractiveness of the model upgrades the usability of the framework it acquires the client's 
interest individuals will show close-to-home reactions [19]. 

3.6 Awareness (Interestingness)  

The rising popularity of adaptive features is a promising entryway for self-organization. 
Adaptable applications can be easily developed, but understanding the arrangement and 
usability will bring about applications that can hold more clients. This investigation targets 
perceiving, separating, and coordinating the current status of the specialty of (a) the 
arrangement approach and (b) usability evaluation of distress the leader's convenient 
applications[20]. 

3.7 Adaptive Features of Mobile phone selection 

As of now, cell phones furnish an assortment of Apps alongside different versatile elements. 
The adaptively gives critical convenience to beat the different existing issues with the end goal 
that effectiveness, data over-burdening, screen jumble, task fruition backing and restricted 
association component. The definite investigation of 100 for the most part utilized Applications 
to give us the specific vision to achieve the objective. These Apps are reassembled into seven 
classes for example (i) correspondence (ii) long-range interpersonal communication (iii) 
diversion (iv) news and data (v) utility, (vi) specialist organization what's more (vii) perusing. 
In any case, inaccessible, difficult to reach, work area and windows portable based 45 Apps 
avoided. Just 55 Apps chose which are uninhibitedly accessible, available and most often 
utilized among clients. Moreover, 22 elements are chosen cautiously and cross-coordinated 
with supporting versatile OS to figure out amazing examples. Various examples are chosen 
based on accessible, not accessible, somewhat accessible and not pertinent. At last, seven 
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highlights including gesture-based navigation; voice commands, LED notification, one-hand 
mode, fast charging and parental control mode are chosen because of their rich example 
capacity [21]. 

3.8 Usability Model 

 

Figure 1: Proposed usability model for adaptive features of smart cellular phones 

 

4. EXPERIMENTATION AND SAMPLING 

Data that is used for the methodology is primary data that is gathered during and after 
activity performed that can be used by anyone. In this review, members were cell phone 
users with no less than one year of involvement. A per-questionnaire was created to figure 
out the significant members for the best client trial and error. At first, 350 members were 
found through a questionnaire in which 70 users were disposed of in the initial step due 
to the short of one year of involvement in cell phone use. Few members were rejected 
because of different reasons, explicitly 29 users were willfully not willing, 11 with vision 
issues and 30were incapable to figure out the versatile elements. The excess 280 
members were chosen for the trial and partitioned into four gatherings. Each gathering 
was relegated to a particular undertaking that contained 40 members in equivalent 
orientation proportion. Besides, all undertakings were acted in four meetings with and 
without versatile highlights. The members went to a basic exhibition in the lab for the two 
meetings independently for each undertaking. They exhibited the importance and 
proportions of doled-out errands momentarily. The periods of members for the initial three 
gatherings went from 21 to 40 years [22]. 

 

4.1 Group A:Task (Voice commands) 

Usability

Efficiency

Satisfaction

Operability

Attractiveness

Awareness

Effectiven
ess
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Different seven commands including (I) call any contact  (ii) send a "Hello" message to 
any friend  (iii) play a tune (iv) open the display (v) set caution for now at 1 am (vi) turn 
on/off airplane mode and (vii) open calendar were dispensed to users for the analysis. 
Users were coordinated to play out these commands by empowering and crippling their 
cell phone highlights. The distributed time was six minutes and determined by the idea of 
the errands including looking and choice of items from the gadget. All the users are given 
the same task. Total participants that participate in this are 40 and the time allowed is 6 
minutes. The undertaking finish time is noted regarding the execution of each command. 
The typical undertaking finish time was 4.88 minutes [23]. 

4.2 Group B:Task (Gesture-based Navigation) 

In this assignment, users are asked to use their mobile phones by turning off the 
navigation buttons and turning on the gesture-based navigation. The point was to analyze 
whether the action of turning the gesture-based navigation on and off may influence the 
effectiveness, efficiency, and satisfaction of the user. The greatest time distributed for this 
undertaking was thirty minutes considering the normal and most pessimistic scenario. 
The investigation was noticed cautiously by keeping up with their record [24]. 

4.3 Group C:Task (LED notifications) 

Chosen members were mentioned to turn off their warnings for four hours sequentially 
with their assent. The users were evaluated to enroll their sentiments, especially about 
missing significant, earnest, deferred, and crisis notices. They got perusing from the 
members gave a critical understanding concerning LED warnings [25]. 

4.4 Group D:Task (Dark Mode) 

Chosen members were mentioned to turn on their dark mode for two hours and use their 
mobile with dark mode. The users were evaluated to enroll their sentiments, especially 
about how they feel to use mobile in the dark mode. Also asked the members are the 
features of the dark mode are helpful for them or not [26]. 

4.5 Group E: Task(Digital Wellbeing & parental controls) 

In this task, members are asked to set the app screen time or limit the screen usage time 
in the setting of their Facebook to three hours a day. Members are allowed to use the 
Facebook app only three hours a day. After this asked the members about their feeling 
about whether is this helpful for them or helps them to do something productive instead 
of wasting time on scrolling posts [27]. 

4.6 Group F: Task(Fast Charging) 

In this task, members are divided into two groups of 16 members. Group 1 members have 
the mobiles with the feature of 33W fast charging and the group 2 members have the 
mobiles with the normal 5W charging mobiles. They are asked questions about these 
features how help it is fast charging for them? and what they think about this feature of 
fast charging. Some questions are also asked from group 2 members. Is normal charging 
good or not? Or are they planning to charge their mobile phones for this feature or not?  
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4.7 Group G: Task(One-Hand Mode) 

Very much busy users or users with disability of single-hand need this type of mode. The study 
finds some disabled users and a few users with a high workload. The study performed tasks 
from these users for the evaluation of usability with given attributes. 

4.8 Activity Table for the Given Data 

Table 1: Activity Table with Adaptive Features [28] 

Group Task 
Total 

Participants 

Total Time 

(minutes) 

Post Task 

Evaluation 

Group A Voice commands 40 06 ASQ 

Group B 
Gesture based 

Navigation 
40 30 ASQ 

Group C LED notifications 40 60 ASQ 

Group D Dark Mode 40 60 ASQ 

Group E 
Digital Wellbeing & 

parental controls 
40 60 ASQ 

Group F Fast Charging 40 60 ASQ 

Group G One-Hand Mode 40 60 ASQ 

 
5. RESULTS AND DISCUSSION 

5.1 Effectiveness 

Effectiveness = 60% (According to Response Surface Method) 

Given results represent the overall effectiveness of all the selected adaptive features of 
smart cellular phones evaluated after the performance of tasks by participants.  

5.2 Efficiency 

Efficiency = 58.79% (According to Response Surface Method) 

Given results represent the overall effectiveness of all the selected adaptive features of 
smart cellular phones evaluated after the performance of tasks by participants. 

In this study's validation of usability, the model is carried out by the RSM approach. 

 

 

 

 

 

 

5.3 Design Summary with Minimum, Maximum and mid value and SD 
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Table 2: RSM Design summary 

Design Summary 

File 
Version 

8.0.6.1                 

Study 
Type 

Response 
Surface 

  Runs 33           

Design 
Type 

Central 
Composite 

  Blocks No Blocks         

Design 
Model 

Quadratic   Build Time (ms) 3.3           

Factor Name Type Subtype Minimum Maximum Coded  Values Mean 
Std. 
Dev. 

A 
Interesting 
(Awareness) 

Numeric Continuous 1 5 FALSE 1.000=5.00 2.94 1.43 

B Attractiveness Numeric Continuous 1 5 FALSE 1.000=5.00 3.06 1.43 

C Operability Numeric Continuous 1 5 FALSE 1.000=5.00 3.03 1.4 

D Satisfaction Numeric Continuous 1 5 FALSE 1.000=5.00 2.82 1.42 

E Efficiency Numeric Continuous 1 5 FALSE 1.000=5.00 2.94 1.39 

F Effectiveness Numeric Continuous 1 5 FALSE 1.000=5.00 3 1.39 

Response Name Obs Analysis Minimum Maximum Mean Std. Dev. Ratio Trans 

Y1 
Actual 
Usability 

33 Polynomial 36.6667 73.3333 59.293 10.2319 2 None 

 
Tab. 2 represents the design summary including the names of heuristics, number of runs, 
minimum, maximum, mean values and standard deviations 

5.4 Actual Design 

Tab. 3 represents the actual design to solve the problem including the names of heuristics, 
the number of runs, factors of usability and their effects on usability in terms of response 1.  

 

 

 

 

 

 

 

 

 

Table 3: Actual design for the problem 

S
td

 

R
u

n
 

Factor 1 Factor 2 Factor 3 Factor 4 Factor 5 Factor 6 Response 1 
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22 1 3 3 2 2 3 3 53.3333 

15 2 1 5 5 4 5 1 70 

5 3 1 5 1 5 5 5 73.3333 

17 4 2 3 3 3 3 3 56.6667 

32 5 3 2 3 2 3 3 53.3333 

13 6 1 1 1 5 5 1 46.6667 

3 7 5 5 1 5 1 5 73.3333 

6 8 5 1 5 5 1 5 73.3333 

16 9 1 3 3 1 2 1 36.6667 

28 10 4 4 3 2 3 3 63.3333 

30 11 3 2 3 2 3 3 53.3333 

27 12 3 5 3 4 2 3 66.6667 

26 13 3 3 3 3 3 3 60 

2 14 5 4 5 1 5 1 70 

14 15 1 1 5 5 4 5 70 

12 16 5 1 1 1 5 1 46.6667 

11 17 1 5 1 1 1 5 46.6667 

7 18 1 5 5 1 1 1 46.6667 

10 19 1 1 5 1 1 5 46.6667 

31 20 3 3 2 3 4 3 60 

19 21 3 2 3 3 4 3 60 

9 22 5 1 1 5 1 1 46.6667 

24 23 3 4 4 3 2 3 63.3333 

29 24 3 3 3 2 3 3 56.6667 

21 25 3 4 4 3 3 3 66.6667 

8 26 5 5 1 1 5 5 73.3333 

18 27 3 3 3 3 2 3 56.6667 

20 28 3 2 3 3 3 3 56.6667 

33 29 2 3 3 3 2 3 53.3333 

1 30 5 5 5 5 1 1 73.3333 

25 31 2 3 3 2 3 3 53.3333 

23 32 3 3 2 3 3 3 56.6667 

4 33 5 1 5 1 5 5 73.3333 

5.5 Normal Plot with values close to the normal line  
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Figure 2: Normal plot for validation of model 

Fig. 2 represents the normal plot which shows that all the values are on the line or near 
the line. Its mean the design model is valid. 

Table 4: ANOVA Model 

ANOVA for Response Surface Quadratic Model 

Analysis of variance table [Partial sum of squares - Type III] 

Source 
Sum of 

Square 
df 

Mean 

Square 
F Value 

p-value 

Prob>F 

Intercept 

Βo 

Model 7.75 1 0.54 1.65E+07 < 0.0001 significant 

A-Interesting 

(Awareness) 
0.43 1 

5.95E-

03 
1.82E+05 < 0.0001 R2 

B-

Attractiveness 
0.43 1 0.02 6.20E+05 < 0.0001 1.0000 

C-Operability 0.41 1 
1.03E-

03 
31588.01 < 0.0001 Adj. R2 

D-Satisfaction 0.43 1 1.42E-

03 

43635.16 < 0.0001 1.0000 

E-Efficiency 0.43 1 0.1 3.14E+06 < 0.0001 Lack of Fit 

F-

Effectiveness 
0.49 1 

1.83E-

04 
5601.05 < 0.0001 Insignificant 

 
Tab. 4 represents the results of regression coefficients and analysis of variance for one 
response variable with six factors by ANOVA. 
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Figure 3: Effect of Attractiveness and Interestingness on Actual Usability 

 

Figure 4: Effect of satisfaction and operability on actual usability 
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Figure 5: Effect of effectiveness and efficiency on actual usability 

5.6 Analysis 

As seen in Fig.3 to 5the proposed attributes have a greater effect on usability when 
evaluated on adaptive features of smart cellular phones. So, the study proposed model 
is highly accurate and the model’s generated Actual Usability equation can be used for 
the evaluation of further adaptive features and with different audiences or users also. 
These results also show that effectiveness, efficiency, attractiveness, satisfaction, 
interestingness and operability are directly related to usability and have a large effect on 
it. 

In this paper, the study is examining smart cellular phone's adaptive features which are 
generally utilized these days. Smart cellular phone Companies are made a few 
Smartphone’s to meet the necessity of clients. So we lead this review to dissect whether 
smart phone applications meet the prerequisite of Users' Satisfaction levels or not. So we 
lead this concentrate on three boundaries Effectiveness, Satisfaction and efficiency level 
regardless of whether smart phone applications meet current client prerequisites, to play 
out this study a few clients are partaken, First, we take 350 clients then we check that 29 
have short of what one year experience and 11 individuals have handicap issues, So 
these are 280 to remain individuals. We divided these clients into 7 gatherings: Group A 
Group B Group C Group D Group E Group F Group G. Every group contains 40 
participants. 
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In Group A with 40 clients, the study examined voice commands, Group B with 40 clients, 
play out another assignment which is gesture based navigation. In Group C participants 
play out another assignment which is LED notifications, Group D with 40 clients, play out 
another assignment which is dark mode, in this undertaking, client utilize their smart 
phones one time in dark mode and once in light mode after the consummation of this 
errand the outcomes are more named to dull mode. Group E performed Parental control 
mode multiple times and checked regardless of whether the sharp applications are 
opened or not. Bunch F played out a fast-charging first and normal charging once. Group 
G performed one-hand mode multiple times and checked whether that application are 
opened up sharply. Results are shown that few clients have played out this errand 
effectively however some of them are not performed on various blunder bases.  

 
Sqrt(Actual Usability) = +7.75 + 0.43 ∗  A +  0.43 ∗  B +  0.41 ∗  C +  0.43 ∗  D +  0.43 ∗
 E +  0.49 ∗  F −  0.021 ∗  A ∗  B −  0.020 ∗  A ∗  C −  0.028 ∗  A ∗  D −  0.026 ∗  A ∗  E −
 0.028 ∗  A ∗  F +  0.035 ∗  B ∗  C −  0.028 ∗  B ∗  D −  0.022 ∗  B ∗  E −  0.043 ∗  B ∗  F −
 0.029 ∗  C ∗  D −  0.023 ∗  C ∗  E −  0.028 ∗  C ∗  F −  0.035 ∗  D ∗  E −  0.021 ∗  D ∗  F −
 0.026 ∗  E ∗  F −  0.020 ∗  A^2 −  8.942E − 003 ∗  B^2 −  0.042 ∗  C^2 −  0.019 ∗  D^2 −
 0.011 ∗  E^2 +  0.029 ∗  F^2*  
   (3) 
Eq. (3) is a deduced equation from ANOVA-based response surface method by applying 
actual after experiments through users. This equation is used to calculate the Actual 
Usability of adaptive features of smart cellular phones with these actual attributes of 
usability as they have a real effect on usability. 
 
Conclusion 

The ANOVA-based analysis opens gaps to improve the usability of adaptive features for 
effective use and find the relationships between different attributes with usability. The 
ANOVA model applied is more appropriate and significant shown in Table. Further 
exploration should be on the awareness (interestingness), attractiveness satisfaction and 
some extent to efficiency in a few cases of the parts of adaptive features; limit the gap 
between users (like children and understudies those for whom these applications are 
created) and specialists (like IT specialists and developers) to improve interfaces and 
adaptive features. It is suggested that usability evaluation of adaptive features ofsmart 
cellular phones and their applications be led sub-task-wise in each interaction to further 
develop the satisfaction level of users because some users can't focus on tasksthe same 
as others. 

In this paper the study took a look at the convenience of adaptive features given by the 
sellers in smart phones. The study assessed these adaptive features in view of the 
efficiency, productivity and fulfillment. We have followed the User Centered Design (UCD) 
to break down the Usability of adaptive mobile features. It is observed that the purpose 
for less efficiency is trouble in acknowledgment of emphasize of most clients. The LED 
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notifications adaptive feature is predominantly driving in better usability with practically 
58.79% efficiency and 60 % effectiveness. 

In case of children’s mode the adaptive feature is 10% more successful and effective than 
ordinary mode. However the computation of fulfillment level in kids was impractical 
because of their restricted comprehension of ASQ yet they finished their responsibilities 
effectively and productively. Subsequently the versatile climate (Kid mode) for explicit 
client bunch (kids) showed preferable ease of use over adaptive environment for 
nonexclusive clients. 

We distinguished that usability issues of adaptively still exist because of uniform adaptive 
features gave by the smart phones developers paying little mind to client capacity and 
task context. Right now, it is the user's decision to turn on or off any adaptive features 
while performing any specific task. The trial result infers that the adaptively in client 
interface have more noteworthy capacity to build the convenience of smart phones 
whenever applied in reasonable context. Finally I would like to recommend that the 
interface of the smart phones should be more adaptive, easy to use by everyone and 
customizable. 
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