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ABSTRACT:

According to the 5th edition of the "Portraits of Reading" survey in Brazil, it sustained a
significant drop of approximately 4.6 million readers in Brazil between 2015 and 2019.
With the recent decline in the number of active readers in Brazilian territory, due to lack
of time, or interest, there is a common problem. Often the individual intends to read but
gives up on the way because he does not find viable sources or spends a lot of time or
money whenever he wants to find and purchase a book, whether physical or virtual.
Given this prerogative, the Muninn initiative has as its main objective to facilitate and
make reading convenient with the application of efficient research methods, so that the
user reserves his time to read and does not have to share it with the search for its
content. In addition to reading books, it also spends its time in its reviews with other
users, being able to store the ones that the user already has outside the platform, to
concentrate all the content in one place. In the development of the software, the Scrum
method will be used, with a focus on the MVP of the product, created through user
stories and team goals. For the choice of the functionality to be developed in the Week
Sprint, the order of priority and the level of difficulty, defined through Planning Poker,
will be taken into account. Muninn's visual identity was designed to appeal to the user's
cognition and be intuitive in its features, and its definition was made through the analysis
of personas. The colors have low saturation and warm tones, so the eyes feel more
rested, following the principles of color psychology. The block structure of the page
makes it easier for the brain to understand the shapes, being able to understand the
interface without much effort, following the Gestalt law. Some elements, such as book
covers or detailed descriptions, may appear partially covered in the interface, indicating
the idea of continuation, thus applying the UX rule. The digital reader screen has
elements that can be hidden from the interface, for full focus when reading. The results
achieved were the first screens of the site: the profile, home, and digital reader pages
were prototyped using the FIGMA platform, demonstrating the arrangement of
elements, how the rules will be applied, and the initial look of the platform.
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