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Abstract

Rapid development of information technology
and popularity of application of cloud service, read
mode is also having a major shift from physical
books to a fixed host-computer learning and even
extending to everywhere carrying on by e-readers,
tablet computers as diverse as interactive Electronic
Book. Therefore, take advantage of Mobile Devices
mix of application of interactive learning strategies to
aid in reading, better able to provide ubiquitous
learning environment and enhance learners
motivation for book content and increasing the
richness of reading. However due to hardware
constraints, and lack of a full and rapid integration
platform on the market today, learning applications,
and internal and external modules for digital content
publishers are also limited. Has given this, this
research starts from the concepts of read learning,

designs a full of interactive learning system, provides
learners learning object resources, and actual
develops high interactive read learning platform,
provides to digital content publishers, lets publishers
to using this platform quickly built various internal
and external interactive module, and uses
applications of cloud technology quickly developing
electronic cloud bookstore, let cultural and creative
service acceleration evolution full of new
opportunity.

Keywords: electronic story book ~ game-based
learning ~ human-computer interaction
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