Metaphor in Interface Design Example: Electronic Books
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1. Select an electronic book example, such as Kindle or Kobo, and investigate its features. Concentrate on the hardware and its operation rather than the reading materials available.

2. Audible

http://www.audible.com/
Evaluate an example of a suitable audio player (your phone?) to analyse any usability issues.

3. Lightning Source

http://www.lightningsource.com/
· Look out for disadvantages as well as advantages (resolution, battery life, capacity).
· List the ways the three systems are like and unlike a paper book. Which system follows the book metaphor most closely?

“The basic problem is that the book is too strong a metaphor: it tends to lead designers and writers astray.”

Jacob Neilson 1998. See 

http://www.useit.com/alertbox/980726.html
for a review of previous versions of electronic books and some predictions about the industry. Do you agree with Neilson and did his predictions turn out to be true?
