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E-books on tablets: a study on the opinion of
adult readers about your user experience

V.B. Martins, UFPR, S. Padovani, UFPR

Abstract - By observing the constant changes in the publishing
market with the advent of mobile and digital devices. This article
seeks to establish a connection between the opinions and
suggestions of a group of e-book readers in applications for tablet
in order to contribute to the development of the digital publishing
market, as well as the user experience of this artifact. The article
compares the results of interviews with users and the current
possibilities in three market scanning applications with the goal of
reaching a number of implications for the digital editorial design
focused on the user.
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I. INTRODUCTION

HIS article has motivated the changes that have occurred

in the editorial design market, in the projects of printed
books to digital and the perception of the impact that
technological advances have generated in the design process
and in publishing, motivated also by behavioral changes to
consumption and interaction with digital books.

Technological advances have changed the way they interact
with the editorial design, it's time to produce or consume. In this
context, the focus of this article is in the collection of opinions
that these changes have brought the adult reader's interaction
with the book today, through a study focused on the digital book
on tablets.

The book, to be an important instrument of record of our
history and culture, raised the will and interest in e-book as an
object of study and analysis by several authors such as:
(HORIE, 2012), (FLATSCHART, 2014), (PROCOPIO, 2010,
2014). These authors write about technological change, market
and its impact on the interaction between readers, authors and
publishers following a path back to the marketing and technical
aspects.

Other researchers have worked in a similar way in order to
understand how the interaction happens the player with digital
artifacts of information such as books, magazines, newspapers,
etc. Such as: (ROCHA at all 2012); (GIORNO, 2012);
(MAXWELL: LITTLE, 2010); (PAULINO, 2012); (GURSKI,
2013); (MUCHERONI: ANDRE, 2013).

However, the authors cited above, do not work specifically
with the interaction of readers with the collection of information
contained in reader applications of e-books related to the
interface and design elements such as layout, typography, grid,
image, etc. That is, the systems used for reading books,
applications, so little with their opinions about the experience.
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The current article just focuses on unexplored aspects related to
the views of readers in order to contribute to the improvement
of such scanning applications for e-books. Consequently
improving the experience.

Il. THE MARKET TRENDS AND THE IMPORTANCE OF THIS
STUDY

One of the changes mentioned above can be seen through
surveys conducted by international consulting management and
research (BAIN & COMPANY, 2011) in three distinct markets,
the United States, France and South Korea, on the e-book
market that is achieve the marks of 20-25%, 15-20% and 20-
25% respectively of their markets. American company with a
more recent study (KNEWTON, 2013), with information
collected from 24 institutions such as universities, educational
organizations, government agencies, technology companies
and innovation projects that the e-book market in the United
States (US) , this penetration is expected to be 19.5% in 2014,
26% in 2015 and 35% in 2016. Thus, it is visible the growth of
the e-book share in the global publishing market. Following this
growth, there has been day after day, new applications for
reading e-books.

One can also cite a survey by consulting and technology
firm Gartner Group (Gartner, 2013), the results show that global
tablet sales were 195.4 million units, representing an increase
of 68% from the 2012. Refer to smartphones, the trend of
increase in sales is also confirmed according to information
from the Brazilian Association of Electrical and Electronics
Industry (ABINEE, 2014), smartphones occupy 67.8% of the
mobile phone market, against 32.2% common devices in Brazil,
following global trends in sales. Thus, it can be seen a
consistent and global growth in the purchase of mobile devices
whose main function the aspect of mobility and quick access to
various content, such as games, videos, websites, magazines
and books.

I1l. THE READER OF DIGITAL AGE

"In view of the action of new technologies that are coming,
what will be the reader profile of the XXI century?" This
questioning Ferrero (cited PAULINE, 2009, p. 8) is one of the
main questions for producers of printed and digital books today.

Professionals and companies in the publishing industry has
to keep up with technological advances and consumption habits
of readers, to converge and improve efforts to make the most
profitable reading experience possible, regardless of the
segment or platform.
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Reading a text be it in print or virtual format may require
the different reading strategies reader and each format can
change the way you read the text. According to Chartier (cited
PAULINE, 2009, p. 9), gestures change according to the times
and places, objects and read the reactions to read. New attitudes
are invented, others are extinguished. Roll the medieval codex,
the book printed to electronic text, several major split divided
the long history of the ways to read. They bring into play the
relationship between the body and the book, the possible uses
of writing and the intellectual categories that ensure your
understanding.

In this line of thought, readers, whether they are digital
natives (SANTAELLA, 2004) or in previous generations, they
have for one reason or another the uses of e-books at your
disposal, having to deal with these new ways of consume
content. Thus, the artifacts for such an experiment have to
increasingly take into account the opinion of your target
audience.

IVV. ASPECTS OF EDITORIAL DESIGN DIGITAL, INTERACTION
AND INTERACTIVE

In physical projects, the format establishes the relationship
between height and width of the page (Haslam, 2007) and is one
of the first questions designed for a print publishing project. But
in the digital context, a widely element affected by technology.
Thus it is enhanced thinking and study how readers see your
reading experience associated with new technologies and
possibilities, as well as their reading context. le where and when
has the habit of reading and how to consume books.

One of the first aspects of the digital environment changes
is the form of interaction and perception of content. Making a
historical analogy, in antiquity, texts and documents were
written and stored in roll format. It was from the fourth century
A.D. that came the famous book format today, called codex,
which is nothing more than a set of individual sheets, united and
protected by a protective cover (Wood, 2007). This change in
format, though apparently simple, meant splitting up the
contents written in standard transmission units. That is, when
the roll has been divided, broke up the flow of speech created
and individual elements are grouped to form the book: pages.

To Padovani (2008), the interaction is a process of
communication established between the user and the system
while performing tasks, which leads us to interactivity, which
in turn can be defined as how proactive system configuration
allows the user is in the interaction process.

Interactivity and interaction are interlinked, according
Filatro (2008), because interactivity is shown as a prerequisite
for interaction between user and system, and is considered a
system potential quality that manifests itself from the
interaction between user and system.

V. CHARACTERISTICS OF RESEARCH AND METHODOLOGY

The research was applied nature and aimed at generating
knowledge for practical applications aimed at specific
troubleshooting. Involved truths and local interests. The applied
nature is directly linked to the data collection techniques
(PRODANOQV & FREITAS, 2013).

In his approach to the problem, this research is characterized
as qualitative and considered that there is a dynamic
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relationship between the real world and the subject that is an
inseparable link between the objective world and the
subjectivity of the subject that cannot be translated into
numbers. The interpretation of the phenomena and the
attribution of meaning are basic in the qualitative research
process. This requires the use of methods and statistical
techniques. The natural environment is the direct source for
data collection and the researcher is the key instrument
(PRODANOV & FREITAS, 2013).

The semi-structured interview combines open and closed
questions where the informant has the possibility to discuss the
theme (SELLTIZ et allii, 1987).

The major advantage of semi-structured interview is that
this technique often produces a better sample of the population
of interest. The interview has a very comprehensive response
rate, since it is more common for people to accept talk about
certain subjects (SELLTIZ et allii, 1987). Another advantage
relates to the difficulty that many people have to respond in
writing.

These interviews took place individually with questions
between open and closed with a group of 30 participants and
had an average of 10 minutes.

VI. RESULTS AND DISCUSSION

The interviews began with social order issues such as
gender (53.5% men and 46.5% women), age (18 to 30 18.5%
31-44 50% 44-64 and 13.5%), education (High School 2%,
60% Higher and Postgraduate 38%) and questions to
characterize the level of contact with digital books as he read
(80% Computer, Tablet and Smartphone 43.5% 56.5%), how
many read (1 28% 2-5 52% 6-10 16% and 11 to 20 4%), type
of e-book (paid 52% and free 48%), which is better digital 40%
and printed 60% ), how will be the future of the books market
(digital most 40% and equal to 60% digital and physical) and
on which reading application prefer (10% Kindle, iBooks 20%,
70% does not matter). Such questions guided the research in
order to know the profile of e-book users in scanning
applications in tablet and your preferences.

When asked about what kind of book is better, even though
many arguments in favor of e-book, most still prefer the printed
book, transpiring that generational aspects may still be strong
influences when choosing the type to be used.

Another aspect that draws attention is related to the future
of publishing, where for most of the participants will be divided
between the physical and digital books.

This reflects recent research on the growth in the share of e-
books in publishing, as mentioned above. Unlike a few years
ago that rumors pointed to the end of the printed book, as well
as with the emergence of television front of the radio, television
across the internet and other technologies or information
propagation of media that has emerged over the past few years.

VII. CONCLUSION AND FINAL CONSIDERATIONS

Current research brings important benefits to the
development of e-books regarding the process of hearing the
voice of users, main actor in this process. The inclusion of users
in the development of a product or service is seen in several
projects as essential. This procedure involves significant gains
to the project because it is based on information obtained from
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steps where the user or target audience is the center of
questions.

Current research can demonstrate that there are still gaps
that developers or companies holding reader applications need
to be aware, especially the views of users for its products and
services can be increasingly suited to the proposed objectives.

In addition, new forms of service have emerged in the
digital publishing market in recent years as the streaming
service books. This service consists of the monthly subscription
which entitles the user to have access to a particular collection
of titles from various genres.

Thus, we conclude that the user should be consulted
constantly about their opinions on products and processes.
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