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1
METHOD AND APPARATUS TO COMPOSE A
STORY FOR A USER DEPENDING ON AN
ATTRIBUTE OF THE USER

CROSS-REFERENCE TO RELATED
APPLICATIONS

This application is a continuation of U.S. patent applica-
tion Ser. No. 15/193,463, filed on Jun. 27, 2016, entitled
“Method and Apparatus to Tell a Story That Depends on
User Attributes,” which is hereby incorporated herein by
reference, and which application is a continuation of U.S.
patent application Ser. No. 14/203,302, filed on Mar. 10,
2014, entitled “Method and System for a New-Era Elec-
tronic Book,” which is hereby incorporated herein by ref-
erence, and which application claims the benefit of U.S.
Provisional Patent Application No. 61/775,477, filed Mar. 8,
2013, and entitled “Method and System for a New-Era
Book,” which is hereby incorporated herein by reference.

BACKGROUND OF THE INVENTION

Description of the Related Art

Before human invented written languages, they told sto-
ries verbally. Typically, these stories captured important
information, such as significant events, major historical
developments, technological breakthroughs and other types
of knowledge. It is not uncommon to use these stories to
teach the next generation and to instill moral values. Such
methods lasted for many millenniums. Perhaps we can call
this the folklore era.

Then our ancestors invented written languages. They
captured the stories in written words, and preserved them
through different media, such as tortoise shell, papyrus,
slates, bamboos, and later paper. We can call this the
writings era.

During the writings era, one medium of particular sig-
nificance is paper. Before the invention of the printing press,
only the elites had access to writings on paper. Through the
printing press, stories were put onto paper much more
quickly and easily. The printing press instantly enabled
massive story distribution to the general public.

Other than paper, over the course of the writings era,
many different formats of storytelling have been developed.
For example, our ancestors embedded stories into songs,
pictures, puppet shows and operas. Powerful body languages
and highly-expressive theatrical props were used to engrave
images of the stories into our minds. Then, about a century
ago, the movie industry came. Quickly, movies have become
a dominant force in storytelling.

Separately, the era of inexpensive computing devices also
has arrived. These devices have proliferated extensively to
the general public. Now, an entire library of stories can be
at our fingertips. We can read digitized articles, documents
and books; listen to audio books, music and songs; and
watch operas and movies, practically anywhere, anytime.

With all these explosive changes, one area has stayed
relatively unchanged—the area of books.

For books, we are practically still in the writings era, a
period that has lasted for over three thousand years. As an
example, to educate students, teachers in schools still prac-
tice the folklore method of telling stories verbally, using
paper textbooks to enhance the message.

It should be apparent from the foregoing that there is a
need for books to move to a new era, where information can
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2

be created and conveyed to the audience more effectively, in
ways very different from the folklore era and the writings
era.

SUMMARY OF THE INVENTION

In one embodiment, a new-era book in a new-era book
device actively interacts with its audience. During the writ-
ings era, readers passively and patiently receive information.
They could be reclining on a sofa to read the book, or
sipping wine in a bathtub while listening to a story. Though
enjoyable, they could not interact with the story. In this
embodiment, the new-era book in the new-era book device
could actively interact with the audience. Such interactions
could enhance the learning experience.

In one embodiment, a new-era book device can provide
content of a new-era book to a user or a learner. The device
can include a display to present the content to a user; a
sensor to sense the user; and a processor. The processor can
become aware of an attribute of the user, and change a
portion of the content of the book to be presented accord-
ingly. In one embodiment, the attribute is a behavior of the
user. In another embodiment, the attribute can be a location
of the user, or a social network of the user. The book can
include a story and a non-story theme. The story theme can
convey a concept, and the non-story theme can include
scenes, scripts and/or props. The portion changed can be the
story or the non-story theme, or both.

In one embodiment, a new-era book in a new-era book
device could dynamically monitor and react to a learner’s
emotion or behavior, such as reacting to the learner’s feel-
ings (e.g. frustration, happiness, impatience, anger, and/or
apathy), psychological changes, physical changes, under-
standing or insights, and/or attention span, as the learner is
going through the book. The reactions by the book can be in
different forms. For example, the new-era book could adjust
what is going to be presented based on the monitored
information. As the behavior of the learner changes, the
story dynamically evolves. Thus, for the same learner, the
story could be different from one time frame to the next, or
from one geographic location to another.

In one embodiment, the presentation of a new-era book in
a new-era book device depends on certain background
and/or experience of a learner. For example, the story could
depend on the learner’s cultural, educational, social, demo-
graphic, and/or economic background. Depending on the
identity of the learner, the new-era book could include or
provide different materials, such as different characters, in
different outfit, or avatar.

The presentation could depend on temporal events related
to the learner, which could be current events or regional
information. By adjusting the story according to global
and/or local events around the learner, the learner could
better understand or identify with the story and/or the
outside world.

In one embodiment, the presentation could be modified by
the learner. A new-era book could allow the learner to
change the story. For example, a learner could pick an
identity to represent him/herself in the learning process. This
could be an avatar to represent the learner. In another
example, the learner could modify a scene to change the
look of a character in a story, the tools used by a character,
the capabilities of a character, or other attributes of a
character. In yet another example, a new-era book could
request a response from the learner regarding certain devel-
opments of the story. The new-era book device could
provide a few responses for the learner to select. The story
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could change based on the learner’s selection. In another
example, a new-era book device could let the learner know
the typical selection. This typical selection could be
dynamic. For example, the new-era book device could be
connected to a network and could get information dynami-
cally regarding selections from other users to determine the
typical one.

In one embodiment, the different changes and/or adapta-
tion of a new-era book could be triggered at the beginning
when the learner starts to go through the book. In another
embodiment, the change is based on location. For example,
the learner travels from San Francisco to Tokyo. Upon
arrival at Tokyo, some of the contents in the book change
dynamically from United States scenes to Tokyo scenes. In
another example, after the learner has arrived at Tokyo, the
new-era book device could ask the learner if the learner
prefers scenes in the book to change in view of the new
locale. Depending on the learner’s response, the content of
the new-era book adapts accordingly. Another trigger of the
change could be based on time. For example, if the learner’s
location has changed dramatically within a short duration of
time, such as 48 hours, the content would not dynamically
change.

In one embodiment, there could be a person overseeing
the learning process. For example, there could be a number
of students, each with a new-era book in a new-era book
device. And a teacher could be in the midst to further help
the students to go through the story.

In one embodiment, a new-era book includes a book
package including a description (or script), with a collection
of rich media components, such as images, animations,
movies, audios, executable code, and text. The script could
be created in a new-era book descriptive language.

To implement the different embodiments, in one
approach, a new-era book device includes different sensors,
such as one or more imaging sensor(s) such as camera(s),
audio sensor(s), spatial sensor(s) such as accelerometer(s)
and gyroscope(s), and/or touch sensor(s). With the one or
more different sensors, a new-era book device could capture
and analyze different human behaviors, volitional and oth-
ers, including human psychological symptoms, physiologi-
cal aspects, emotion, physical motions, facial expression,
gestures, voice and/or speech recognition, audio recognition,
and/or other forms of human communication.

In different embodiments, a new-era book device could be
implemented in the format of a television set, tablet, smart-
phone, laptop, personal computer, or other types of portable,
handheld, and/or non-portable electronic devices.

In one embodiment, a new-era book device downloads a
new-era book player and a book package. Then the new-era
book device installs the book player and the book package.
After the installation, the new-era book device could start
the book player to play the book package. As the learner
continues to go through the book, the book player keeps
tracking and storing the learner’s learning progress and
process into a storage device, which could be in the new-era
book device. The book player also determines what is to be
presented to the learner depending on the information
tracked and analyzed by the book device. In one embodi-
ment, a new-era book player could be combined with a book
package. In another embodiment, a new-era book player is
incorporated in a new-era book device.

Other aspects and advantages of the present invention will
become apparent from the following detailed description,
which, when taken in conjunction with the accompanying
drawings, illustrates by way of example the principles of the
invention.
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4
BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 shows one embodiment of a method on presenting
an electronic book according to the present invention.

FIG. 2 shows different embodiments of an electronic book
device according to the present invention.

FIG. 3 shows different embodiments of an electronic book
according to the present invention.

FIG. 4 shows different embodiments on changing the
content of an electronic book according to the present
invention.

FIG. 5 shows different embodiments on user non-behav-
ior attributes according to the present invention.

Same numerals in FIGS. 1-5 are assigned to similar
elements in all the figures. Embodiments of the invention are
discussed below with reference to FIGS. 1-5. However,
those skilled in the art will readily appreciate that the
detailed description given herein with respect to these fig-
ures is for explanatory purposes as the invention extends
beyond these limited embodiments.

DETAILED DESCRIPTION OF THE
INVENTION

In different embodiments, a new-era book employs dif-
ferent approaches to enhance the learning experience of a
learner or user.

In one embodiment, a new-era book is an electronic book.
The electronic book includes the concept of pagination, or
electronic pages. The pages could include animations, movie
clips and audio clips. The pages are connected together
virtually or digitally. This allows a learner or user to go
through the materials in a sequential manner, from one page
to the next.

In one embodiment, a new-era book includes computer
instructions, which, when executed by a new-era book
device, result in the device presenting materials for the
learner, changing the materials in view of an attribute of the
learner, and interacting with the learner. The materials that
change could include computer-generated animation.

In one embodiment, a new-era book includes at least one
story theme and at least one non-story theme. For example,
a story theme covers a story line, a broad idea or message
conveyed by the new-era book; and a non-story theme
includes different techniques to present the story theme. To
illustrate, a cultural setting can be a non-story theme. A
gesture could be another non-story theme. A gesture could
have different meaning in different culture, such as shaking
head meaning yes in India and no in the United States, while
a slight head nodding meaning no in Turkey and yes in the
United States.

In the new-era book, a non-story theme could play an
important role. With Martin Luther King’s famous speech,
“I have a dream”, as an example, the story theme could be
the speech itself. There could be different non-story themes.
The speech could be presented in a backdrop of Washington
Monument in front of a million people; or the speech could
be presented by a student in a classroom in front of twenty
third graders. The two different non-story themes could
convey significantly different messages to a learner. As
another example of different non-story themes, the speech
could be given in Chinese with a backdrop of the Forbidden
City, in front of hundreds of thousands of people in Tianan-
men Square; or the speech could be given in Arabic with a
backdrop of the Great Sphinx, in front of hundreds of
thousands of people in Tahrir Square. Such changes in
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context based on national demographic changes again could
convey different messages to a learner.

In one embodiment, a new-era book does not have an
explicit story theme, or idea. For example, the book includes
a non-story theme of visual works, such as beautiful and
peaceful sceneries.

In one embodiment, a story theme can be designed to
convey a concept to the learner. The story theme could have
a number of levels, with at least one level selected based on
an ability of the learner, to convey the concept. The new-era
book could allow the learner to advance to a higher level, or
to go back to a lower level. Level advancement could
motivate the learner because the learner could feel more
satisfied by completing a level, gaining additional experi-
ence. These levels could be dynamically selected by the
new-era book device depending on the strengths and weak-
nesses of the learner. The selected level should not be too
easy to become dull, or too difficult to discourage the learner.
Such tracking of the learner and tailoring of materials could
be accumulative across many learning sessions.

A story theme of a new-era book could include repeating
a learning process. For example, a concept is conveyed via
repeating the presenting of a set of materials, which could
include presenting a small task to be accomplished repeat-
edly. Such a process can enable the learner to practice and
perfect a specific skill.

Another story theme of a new-era book could include
reward(s) for the learner. For example, a concept can be
conveyed via a new-era book device that provides a reward
for certain accomplishment. The reward could be made
public. Such glamour and benefits of making public could
further enable the learner to learn.

In one embodiment, a non-story theme could represent
ways to present a story theme.

In one embodiment, a non-story theme includes scenes.
Each scene could be a page or an electronic page, including
a script with props and/or actors, where animations and/or
actors could interact with the learner.

In one embodiment, a non-story theme includes visual
effect. One visual effect includes color scheme or blending.
Another visual effect could include animation. The anima-
tion could include motion path, rotation, positioning, layer
transformation, transparency, color transformation, image
transformation, and speed. A visual effect could include
images and/or pictures, with illustrations and/or rich text.
Another visual effect could include videos.

In one embodiment, a non-story theme includes audios,
such as sound effect, music, songs, and speeches.

In one embodiment, a non-story theme includes charac-
ters. Each character could have a certain appearance, and/or
using one or more tools, and/or with one or more capabili-
ties.

In different embodiments, non-story themes could include
props, backdrops, cultural factors, different languages to be
used for a story theme, and/or one or more demographic
factors.

In one embodiment, a non-story theme could include
different types of rewards. Rewards could be tailored to the
learner. The tailoring could be accumulative across many
sessions. In another example, a reward can be psychological.
For example, a learner is represented by an avatar, and the
book could promote the avatar or the identity of the learner
as a reward.

In one embodiment, a non-story theme includes surprises.
As the learner is going through materials in the new-era
book, there could be pleasant surprises such as gems and
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6

specialty items allowing the learner to accidentally discover.
The surprise could enhance the learning experience.

In one embodiment, a new-era book includes a book
player. In another embodiment, a book player is included in
a new-era book device.

Regarding a new-era book device, the device could be
connected to a network. The network could be a physical
network, such as WiFi network, Bluetooth network, local
area network, wide area network and the like.

In one embodiment, the network is a social network. Via
such a network, the new-era book device could become
aware of information from many learners regarding the
new-era book.

In one embodiment, a new-era book device includes one
or more sensors. For example, the device includes imaging
sensor(s) such as camera(s), audio sensor(s), touch
sensor(s), and/or spatial sensor(s), such as one or more
accelerometer(s), and/or one or more gyroscope(s).

In one embodiment, the new-era book device includes one
or more processors. The one or more processors could
include graphic processing capability, which could include
real-time video and/or audio encoding/decoding capabilities
to, for example, decode multiple video streams.

In one embodiment, the new-era book device includes at
least an electronic storage to store materials, such as loca-
tion, demographic information, and preferences of the
learner. The storage could also store behaviors of the learner
as the learner is going through materials in the new-era
book. Such tracking and storage of the learner behavior
could be made available for analysis.

In one embodiment, the new-era book device includes one
or more displays.

In different embodiments, the new-era book device could
be a portable, a handheld, or a non-portable device. The
device could be a TV, a tablet, a smartphone, a laptop, a
personal computer or other type of electronic device.

In different embodiment, the new-era book device could
monitor or be aware of different attribute(s) of the learner.
This could be based on the one or more sensors of the
new-era book. Different attributes that could be monitored or
be aware of include mental attributes, physiological aspects,
different behaviors and different learner profiles. Examples
of monitoring different behaviors of a learner could be found
in U.S. Pat. No. 8,398,407, entitled, “Learning Method and
System in a Window Environment” which is incorporated
herein by reference.

In one embodiment, one mental attribute being monitored
or being made aware of by a new-era book device is related
to a feeling of the learner, such as apathy, impatience,
frustration, anger, and happiness. Another mental attribute is
related to the attention span of the learner. Yet another
mental attribute is related to an understanding in certain
materials presented to the learner.

In one embodiment, one physiological aspect being moni-
tored or being made aware of includes breathing of the
learner.

A behavior of the learner being monitored or being made
aware of could be a voluntary behavior of the leaner. This
could include a physical movement of the learner, a gesture
of the learner, a facial expression of the learner, a voice/
speech of the learner, and/or a touch by the learner, such as
to a new-era book device.

Another type of voluntary behavior being monitored or
being made aware of includes a behavior of the learner in
going through the material presented by the device. This
could include the speed of the learner in going through the
materials.
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In one embodiment, the new-era book device could moni-
tor or be aware of an involuntary behavior of the learner,
such as the heartbeat of the learner.

In different embodiment, the new-era book device could
monitor or be aware of one or more profiles of the learner.
One profile of the learner is the learner’s identity, which can
be an avatar representing the learner. The learner’s identity
and/or the avatar could be changed by the learner.

In one embodiment, a profile of the learner being moni-
tored or being made aware of is related to location. For
example, the profile is related to a history of the locations
that the learner has been to, within a preset range of time,
such as for the last month. The location could be identified
by or from the new-era book device, such as based on the IP
address of the device. Such a process is sometimes known
as [P geo-location.

In one embodiment, a profile of the learner being moni-
tored or being made aware of is related to a background of
the learner. The background could be related to a cultural,
educational, social, demographic and/or economic back-
ground of the learner.

In one embodiment, a profile of the learner being moni-
tored or being made aware of is related to a preference of the
learner.

In one embodiment, a profile of the learner can be
accessed from another entity. For example, a profile can be
accessed from social network(s), advertisement network(s),
schools, corporate and/or institutional networks, and/or an
account of the learner, e.g. Android, Apple, Facebook
account. The account could be with a social media service,
such as google+, Microsoft messenger, or Apple Facetime.
In one embodiment, accessing a profile of the learner from
another entity requires a permission from the learner. In
another embodiment, accessing does not require any per-
mission from the learner.

In one embodiment, the new-era book device could moni-
tor or be aware of events, such as a historical event, a current
event, a local event, an event outside of the local area of the
learner, and/or a global event.

In one embodiment, the new-era book device could
change a story theme, a non-story theme, and/or a repre-
sentation of the learner. The change could be controlled at
least by the learner, a third party, an event, and/or many
learners.

The learner could control the change in different ways.
For example, the new-era book could allow the learner to be
in the driver seat to navigate the learning experience. To
illustrate, a number of change options could be provided for
the learner to select. The book would proceed based on the
learner’s selection.

The new-era book could allow the learner to set the
learning pace. For example, the learner could pause, review,
and continue with material presentation. Sometimes the
learner like to pause, review what the learner has achieved,
go back and repeat a past experiences, before continuing on
with the learning journey.

In one embodiment, the change could be controlled at
least by a third party. The third party could be an author of
at least some of the materials presented to the learner, a
publisher of at least some of the materials presented to the
learner, and/or an app store. In another example, the third
party could be a person monitoring at least a portion of the
learning process of the learner, as the learner is going
through the new-era book. The person could be a teacher of
the learner.

In one embodiment, the change could be controlled at
least by many other learners. For example, information
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regarding many learners can be aggregated to help deter-
mine the change. In another example, information regarding
many learners can be aggregated and provided to the learner,
such as to help the learner determine the change.

In one embodiment, the new-era book device help set the
time to change a story and/or a non-story theme. The change
could be dynamic. For example, changes could occur as the
learner is going through materials presented to the learner by
the device.

In another embodiment, changes occur when the learner
starts to go through the new-era book. For example, the
beginning of the book is when changes occur. Then as the
learner goes through materials from the book, materials in
the book remain stable.

In one embodiment, the time to change is set by an author
of at least some of the materials of the new-era book, and/or
the publisher of at least some of the materials of the new-era
book.

In another example, the time to change depends on the
location of the learner or the new-era book device. The
new-era book device could include a GPS receiver to help
determine its position. To illustrate, at least one change
occurs if the learner moves beyond a preset threshold, such
as from one country to another country. In another example,
the at least one change does not occur if the learner moves
beyond the preset threshold within a preset time frame.
Assume the learner is going through the new-era book while
flying on a plane, and the trip is from New York to Cairo,
Egypt. Within 12 hours, the learner reaches Cairo. In one
embodiment, the at least one change does not occur if the
learner moves for such distances within 48 hours. This could
prevent changes to occur while the learner is right in the
middle of going through something very interesting in the
book. In one embodiment, the new-era book would ask for
learner permission before changing.

In one embodiment, a new-era book device analyzes a
behavior of the learner in going through materials presented
to the learner. The device monitors and keeps track of one or
more behaviors of the learner as the learner is going through
the materials. Such tracked information is subsequently
analyzed for analytics of learner behavior in going through
the materials.

To illustrate, based on the monitored information, the
device could become aware of the specific area the learner
spends a lot of time on. For example, the learner could go
back to the area multiple times within a short time frame.
Such tracked information could provide an indication as to
the learner’s preference. In the future, the new-era book
could provide additional coverage to similar areas in the
book. Or, the book could progress in different possible paths,
and the paths closer to the learner’s preference would be
selected. In another example, if there are products and/or
services that fit into the learner’s preference, the device
could ask the learner if the learner would like to be aware of
such products and/or services.

In different embodiments, such tracked information can
be analyzed by the new-era book device, and/or by another
device. The another device could be wirelessly coupled
and/or coupled by wire to the new-era book device.

One example of a new-era book is titled, “Three Little
Poodles.” It is a story based on the Three Little Pigs. In the
story, the mother poodle advised the three poodles to seek
new homes. Seeing a girl carrying straws, the first poodle
asked for the straws to build a straw house. Seeing a boy
carrying sticks, the second poodle asked for the sticks to
build a stick house. Seeing a gardener rolling a cart of bricks,
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the third poodle asked for the bricks to build a brick house.
After each house was built, a big dog came by and destroyed
it.

In this story, one non-story theme is framed in an Ameri-
can sub-urban setting. In the beginning, the poodles lived
with their mother in a backyard. They encountered their
supplier of building materials on a street, and built their new
homes in a garden setting.

In another non-story theme, the Three Little Poodles has
16 scenes, each including a sub-plot explaining the poodle
actors, the human actors or the dog actor. Each scene is filled
with selectable and non-selectable animations to assist the
storytelling. Text is animated as well to assist the learner to
read aloud.

The above non-story themes include the three poodles, the
dog, and the human actors; the backyard, the street, the
garden, and the inside of the brick house. Props of the
non-story themes include the house, various items on the
street, and various items of the houses.

There could be different variations to the non-story
themes. For example, there could be an urban setting with
different backdrops or a country side setting. The poodles
and the human could vary, such as a female poodle of a
different race in different types of clothing. There could be
different props for the street such as different cars; different
house props; different animations describing how the big
dog destroys the houses; different interior views of the brick
house; and different languages used for the text.

These different non-story themes could be set by the
author(s), the book publisher, and/or an app store. The
decisions could be based on their client preferences or their
own preferences. For example, an app store wants to push
BMW cars. Whenever there are scenes showing cars promi-
nently, there will be a BMW car. In another example, a
learner is interested in Volvo cars. If the decision is based on
the learner’s preference, a Volvo car would be selected
instead.

In different embodiments, different non-story themes
could be automatically selected based on, for example, the
location and/or other learner information. To illustrate, if the
learner is a Chinese, the book automatically changes to a
Chinese non-story theme, though the story line or story
theme remains the same.

Another example of a new-era book is titled, “Cavern
Math.” It is a Math exercise book series. For example,
Cavern Math 3 covers 3"/ grade mathematics, with 12 books,
each covering a section of the 3’7 grade mathematics cur-
riculum. These could be considered story themes of the
book. Each Cavern Math 3 book includes a number of
topics, such as 16, organized in a hierarchical way.
Examples of a hierarchy of Math topics could be found in
U.S. Pat. No. 5,779,486, entitled, “Methods and Apparatus
to Assess and Enhance a Student’s Understanding in a
Subject,” which is incorporated herein by reference. Each
topic could include a number of exercises. There could be
exercises to review prior topics. Examples of reviewing
topics could be found in U.S. Pat. No. 5,863,208, entitled,
“Learning System And Method Based on Review,” which is
incorporated herein by reference. Results and scores in
working through the exercises could be accumulated, with
achievement levels calculated. Examples of different assess-
ment techniques could be found in U.S. Pat. No. 5,779,486,
entitled, “Methods and Apparatus to Assess and Enhance a
Student’s Understanding in a Subject,” which is incorpo-
rated herein by reference.

For illustration purposes, a non-story theme in Cavern
Math 3.2, one of the Cavern Math books, composes back-
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drop and various animating actors and props for visual
enrichment, an actor to determine achievement level and to
display the achievement, an actor to show additional learn-
ing material to assist the learner, an actor to navigate the
topics, and an actor to present rewards based on the achieve-
ment. Additional learning materials can be presented as
videos, such as videos from Khan’s Academy.

There could be other story and non-story themes for
Cavern Math 3.2. For example, there could be backdrop and
visual effects tailored for different learners; different mix of
topics and exercises for different learners, such as advance
learners, remedied learners, and learners from different
states and school districts; different navigation to address
different hierarchy of the topics; different achievement com-
putation based on different targeted readers; and different
materials to help learning, such as Chinese version of
videos, and a different set of videos from different publish-
ers. The above examples illustrate the mingling of story and
non-story themes in a new-era book.

Each of the Cavern Math books could provide a reward.
Upon completion of all Cavern Math 3 books in the series,
there could be a grand reward based on the accumulated
achievements in the series. There could be different rewards
based on different themes from different publishers. In one
example, the reward is Tai-Chi 13 styles. Book 1’s reward
is Kung Fu Panda playing an animation of Tai-chi style 1,
Book 2 playing style 2, and so on. Upon completion of the
entire series, the grand reward is style 13, and Po in Kung
Fu Panda will play all 13 styles in a single video/animation,
instead of the 13 individual video/animation clips. If the
achievement level is higher, the grand reward could include
Shi-Fu playing the 13 styles. For the highest achievement,
the grand reward includes Master Wu-Gui playing the 13
styles.

In one embodiment, a book description language could
specify a number of scenes or pages, where a scene can
transition to another scene automatically or through learner
interaction. For example, scenes are rendered accordingly as
they are listed in the new-era book, or a scene can direct to
another scene according to learner interaction.

In different embodiments, the terms, user and learner, are
used interchangeable.

In different embodiments, examples of different imple-
mentations of a book description language are shown below.
In the following, the term, theme, typically refers to a
non-story theme:

Book XML tag <book/>
Scene is an XML tag (<scene/>)

A scene is composed of a backdrop (<backdrop/>), a
collection of objects such as props (<prop/>) and actors
(<actor/>), and a collection of animations grouped under
<animations/>. A special type of prop is rich text boxes
(<text/>).

Display onto the screen is a viewable portion of the scene
(<view/>).

Backdrop (<backdrop/>) defines the backdrop/back-
ground of a scene. Props and actors are positioned in the
scene on top of the backdrop. To provide 3-D look, the scene
supports layers. Objects positioned on the higher layer are
shown on top of objects in lower layer. Objects can be
transparent.

A prop (<prop/>) is a still image.

An actor (<actor/>) is an independent piece of software or
movie which may have its own interaction with learner.
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An animation (<animation/>) specifies a learner interac-
tion and/or animation of a prop or an actor. <UserProfile>
An animation is triggered typically through: <Location>
Automatically at beginning of a scene when a scene is ii?:;fﬁ;ﬁjﬁgﬁﬁp
rendered . . . . 5 </Location>
Together with a previous animation <Age>
After a previous animation <Age>8</Age>
Upon a learner gesture input. The book description lan- <AgeGroup>kids</AgeGroup/>
guage supports touch gestures. Image gestures are ;/i”ﬂ;datpmcember 3, 2002</Birthdate>
processed by actors, which can generate events based s
. A . 77 10 <Gender>girl</Gender>
on image-based gestures. Similarly voice or audio <Names>
gestures or recognition can be done. <Name id="kitty562” social="Facebook”/>
Actor_generated events. <Name %d=98l120874l1” social=”$choology”/>
An animation can igame 13=E§yyfgﬁ3@4 SO.Tlalgfkyp.e’l/ >E .
. . . . ame 1d= gmatl.com soclal="rmait
Animate a prop accor.dlng to animation schemes such as |5 <Name id="UDIDS6901234974" social="iPad”>
motion path, rotation, positioning, layer transforma- </Names>
tion, transparency, color transformation, image trans- <Likes>
formation. <Food>Chinese, Pizza, Pretzel, Pasta, Grapes, Oranges</Food>
Run a sub-movie of an actor (for example, a dog running) <Games>Bejewel 2, Plants vs Zombies</Games>
Play a movie or video i%g:inep
Initiate an event for one or more actors 20 <TimeLine place="San Francisco” date="Tan 13, 2009” time="14:25 -
Go to another scene 15:46” social="Facebook™/>
Combination of above actions. <TimeLine place="Pizza My Hut, Los Gatos” date="Mar 21, 2010~
In the above example, a scene is a script composing the time="17:46 - 19:22” social="FourSquare”/>
props and actors. The animations and actors together provide igrlifeﬁilfep
interactions with the legrner,. who could render the scene. 75  _piond id="joe1245” social="Facebook”/>
A theme can be specified in a <themes/>tag. The follow- <Friend id="Fred98013” social="Facebook™/>
ing illustrates examples of multiple automatic themes. <Friend id="jane.smith.289” social="Skype"/>
</Friends>
</UserProfile>
<themes> 30
- e <1 - . .
iﬂgﬁjztéi country-usa™> <I-American theme --> A new-era book player could obtain the above UserProfile
by:
<object type=“actor” objid="“poodle” > Obtaining device id (UDID) of the book device and looks
</<;é?elclg= media/commony/a_Lasso_usa.swi™> up user information by searching for UDID using a 3™/
! 35 party user profile service (such as Ad networks). Loca-
</objects> tion information can be the last location where the user
i&heme?d . hina”> <1-Chinese th N checks in, or the last location where the user uses a
€me 1d="coun -chnina 1= mese CIme -- . . .
<objects> try social media website.
Obtaining an account information of the book device
<obj<ect typlej“ac:_iol:/’ 0b_|1d=;§300£ﬂe” > N o 40 (Android, Apple and Microsoft tablets/phones all
< /;gjelcltr; HHECIA/COMITONa_ass0_Chia.sw require an account). Then looking up user information
using the appropriate social media services (google+,
;és:rfg@ Microsoft messenger, Apple Facetime etc.)
<theme id="country-italy”> <!-Tralian theme > Obtaining a login information from the user, such as a
= Facebook login. Consult corresponding social media
</theme> services for information.
<theme id="area-urban”> <!-Urban theme --> Obtaining a location from the device.
rheme> Obtaining an IP address from the device and looking up
<theme id="area-country-side”> <!-Country side theme --> % the location of IP address, such as through IP geo-
location.
</theme> A new-era book could determine the <theme>to use by
<theme id="gender-boy’> <!-Boy’s theme --> . . .
using the following code:
</theme>
<theme id="gender-girl”> <!-Girl’s theme -->
55 <testset>
</theme> <test “global://UserProfile/Location/Country” equal “usa”/>
<theme id="age-kids”> <!-Kids 3-8 theme --> <set theme="country-usa”/>
e </testset™>
</theme> or
<theme id="age-teens”> <!-Teens 13-18 theme --> <testset>
60 <test “global://UserProfile/Age/AgeGroup™ equal “kids™/>
</theme> <set theme="age-kids"/>
</themes> </testset™>
ook player could obtain or determine on/from the s the learner renders a scene and the next scene and so
A book play 1d obt det /1] th As the 1 d d th t d
device when the software starts a record to be called 65 forth, the learner immerses herself in going through mate-

“global://UserProfile”, which associates with the following
XML structure:

rials from the new-era book with a rich interactive experi-
ence.
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The various embodiments, implementations and features
of the invention noted above can be combined in various
ways or used separately. Those skilled in the art will
understand from the description that the invention can be
equally applied to or used in other various different settings
with respect to various combinations, embodiments, imple-
mentations or features provided in the description herein.

The invention can be implemented in software, hardware
or a combination of hardware and software. A number of
embodiments of the invention can also be embodied as
computer readable code on a computer readable medium.
The computer readable medium is any data storage device
that can store data which can thereafter be read by a
computer system. Examples of the computer readable
medium include read-only memory, random-access
memory, CD-ROMSs, magnetic tape, optical data storage
devices, and carrier waves. The computer readable medium
can also be distributed over network-coupled computer
systems so that the computer readable code is stored and
executed in a distributed fashion.

Numerous specific details are set forth in order to provide
athorough understanding of the present invention. However,
it will become obvious to those skilled in the art that the
invention may be practiced without these specific details.
The description and representation herein are the common
meanings used by those experienced or skilled in the art to
most effectively convey the substance of their work to others
skilled in the art. In other instances, well-known methods,
procedures, components, and circuitry have not been
described in detail to avoid unnecessarily obscuring aspects
of the present invention.

Also, in this specification, reference to “one embodiment™
or “an embodiment” means that a particular feature, struc-
ture, or characteristic described in connection with the
embodiment can be included in at least one embodiment of
the invention. The appearances of the phrase “in one
embodiment” in various places in the specification are not
necessarily all referring to the same embodiment, nor are
separate or alternative embodiments mutually exclusive of
other embodiments. Further, the order of blocks in process
flowcharts or diagrams, if any, representing one or more
embodiments of the invention do not inherently indicate any
particular order nor imply any limitations in the invention.

Other embodiments of the invention will be apparent to
those skilled in the art from a consideration of this specifi-
cation or practice of the invention disclosed herein. It is
intended that the specification and examples be considered
as exemplary only, with the true scope and spirit of the
invention being indicated by the following claims.

The invention claimed is:

1. A computing method to at least compose content for at
least a portion of a story for a user having a mobile electronic
device, such that the content for at least the portion of the
story depends on at least an attribute related to the user, with
the electronic device including at least a sensor to sense
geographical locations of the electronic device, the method,
implemented by the mobile electronic device, comprising:

accessing location-related materials, which depend on a

current geographical location of the mobile electronic
device of the user as measured by at least the sensor,
with at least a portion of the location-related materials
being related to at least the portion of the story;
accessing materials entered at a web-based social net-
work, with at least a portion of the accessed materials
entered at the social network being related to at least the
portion of the story, wherein the social network at least
allows a plurality of people to enter materials at the
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social network, and allows them to access at least some
of the materials entered at the social network, via
connecting to the social network at least through the
web; and

composing the content for at least the portion of the story

for the user, with the content for at least the portion of
the story including materials related to at least the
portion of the story, the accessed location-related mate-
rials, and the accessed materials entered at the social
network,

wherein at least one of (a) the current geographical

location of the mobile electronic device and (b) the
social network is related to an attribute of the user.

2. The computing method as recited in claim 1, wherein
the social network at least allows the user to enter materials
at the social network, and allows the user to access at least
some of the materials entered at the social network.

3. The computing method as recited in claim 2 comprising
accessing materials regarding a current event that are related
to at least the portion of the story.

4. The computing method as recited in claim 3, wherein
composing the content for at least the portion of the story,
with the content for at least the portion of the story including
the accessed materials regarding the current event.

5. The computing method as recited in claim 2, wherein
the content for at least the portion of the story includes
materials from a plurality of people.

6. The computing method as recited in claim 2, wherein
the social network is associated with a geographical location
of the mobile electronic device.

7. The computing method as recited in claim 2 comprising
accessing materials based on time that are related to at least
the portion of the story,

wherein the accessed materials based on time include

materials regarding an event occurring at a geographi-
cal location of the mobile electronic device, and
wherein composing the content for at least the portion of
the story, with the content for at least the portion of the
story including the accessed materials based on time.

8. The computing method as recited in claim 2 comprising
changing the content for at least the portion of the story
based on a change of a geographical location of the mobile
electronic device at least as measured by at least the sensor.

9. The computing method as recited in claim 2 comprising
accessing materials based on time that are related to at least
the portion of the story,

wherein composing the content for at least the portion of

the story, with the content for at least the portion of the
story including the accessed materials based on time,
wherein at least some of the materials in the content for
at least the portion of the story are from an entity, and
wherein the accessed materials based on time are from the
entity.

10. The computing method as recited in claim 2,

wherein the content for at least the portion of the story

includes a plurality of sub-contents, and

wherein at least one of the sub-contents includes a video.

11. The computing method as recited in claim 2,

wherein the content for at least the portion of the story

includes a plurality of sub-contents, and

wherein at least one of the sub-contents includes an

image.

12. The computing method as recited in claim 2,

wherein the content for at least the portion of the story

includes a plurality of sub-contents, and

wherein at least one of the sub-contents includes an

animation.
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13. The computing method as recited in claim 2,

wherein the content for at least the portion of the story

includes a plurality of sub-contents, and

wherein the method comprises receiving a selection from

the user to select at least a sub-content from the
plurality of sub-contents to be presented.

14. The computing method as recited in claim 2,

wherein the content for at least the portion of the story

includes a plurality of sub-contents, and

wherein the method comprises receiving a touch input

from the user via at least a sensor at the mobile
electronic device that is configured to respond to touch
to select a sub-content from the plurality of sub-
contents.

15. The computing method as recited in claim 2, wherein
the mobile electronic device is in a country, and the current
geographical location of the mobile electronic device is the
country the mobile electronic device is currently in.

16. The computing method as recited in claim 2,

wherein the content for at least the portion of the story

includes a plurality of sub-contents, and

wherein at least one of the plurality of sub-contents is an

audio clip.

17. The computing method as recited in claim 16,

wherein the content for at least the portion of the story is

configured to be presented in audio, and

wherein the method comprises presenting the content for

at least the portion of the story audibly via a speaker.

18. The computing method as recited in claim 17,

wherein the method comprises accessing materials

regarding a current event that are related to at least the
portion of the story, and

wherein composing the content for at least the portion of

the story, with the content for at least the portion of the
story including the accessed materials regarding the
current event.

19. The computing method as recited in claim 17 com-
prising changing the content for at least the portion of the
story based on a change of a geographical location of the
mobile electronic device at least as measured by at least the
Sensor.

20. The computing method as recited in claim 17 com-
prising accessing materials based on time that are related to
at least the portion of the story,

wherein the accessed materials based on time include

materials regarding an event occurring at a geographi-
cal location of the mobile electronic device, and
wherein composing the content for at least the portion of
the story, with the content for at least the portion of the
story including the accessed materials based on time.

21. A non-transitory computer readable storage medium
comprising a plurality of instructions to at least compose
content for at least a portion of a story for a user having a
mobile electronic device, such that the content for at least
the portion of the story depends on at least an attribute
related to the user, with the mobile electronic device includ-
ing at least a sensor to sense geographical locations of the
mobile electronic device, the plurality of instructions, when
executed by at least a processor in the mobile electronic
device, result in the at least a processor:

accessing location-related materials, which depend on a

current geographical location of the mobile electronic
device of the user as measured by at least the sensor,
with at least a portion of the location-related materials
being related to at least the portion of the story;
accessing materials entered at a web-based social net-
work, with at least a portion of the accessed materials
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entered at the social network being related to at least the
portion of the story, wherein the social network at least
allows a plurality of people to enter materials at the
social network, and allows them to access at least some
of the materials entered at the social network, via
connecting to the social network at least through the
web; and

composing the content for at least the portion of the story

for the user, with the content for at least the portion of
the story including materials related to at least the
portion of the story, the accessed location-related mate-
rials, and the accessed materials entered at the social
network,

wherein at least one of (a) the current geographical

location of the mobile electronic device and (b) the
social network is related to an attribute of the user.
22. The non-transitory computer readable storage medium
as recited in claim 21, wherein the social network at least
allows the user to enter materials at the social network, and
allows the user to access at least some of the materials
entered at the social network.
23. The non-transitory computer readable storage medium
as recited in claim 22, wherein the plurality of instructions,
when executed by the at least a processor, result in the at
least a processor:
accessing materials regarding a current event that are
related to at least the portion of the story; and

composing the content for at least the portion of the story,
with the content for at least the portion of the story
including the accessed materials regarding the current
event.

24. The non-transitory computer readable storage medium
as recited in claim 22,

wherein the content for at least the portion of the story

includes a plurality of sub-contents, and

wherein at least one of the sub-contents includes a video.

25. The non-transitory computer readable storage medium
as recited in claim 22,

wherein the content for at least the portion of the story

includes a plurality of sub-contents, and

wherein the plurality of instructions, when executed by

the at least a processor, result in the at least a processor
receiving an input from the user to select a sub-content
from the plurality of sub-contents.

26. A computing method to at least compose content for
at least a portion of a story for a user having a mobile
electronic device, such that the content for at least the
portion of the story depends on at least an attribute related
to the user, the method, implemented by the mobile elec-
tronic device, comprising:

selecting a web-based social network from a plurality of

web-based social networks as a selected social net-

work, wherein each of the web-based social networks

at least

allows a plurality of people to enter materials at that
social network, and allows the plurality of people to
access at least some of the materials entered at that
social network, via connecting to that social network
at least through the web, and

includes materials entered that are related to at least the
portion of the story;

accessing materials entered at the selected social network,

via connecting to the selected social network at least
through the web, with at least a part of the accessed
materials being related to at least the portion of the
story; and
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composing the content for at least the portion of the story
for the user, with the content including at least the part
of the accessed materials that are related to at least the
portion of the story and additional materials related to
at least the portion of the story,

wherein the selected social network at least allows the

user to enter materials at the social network, and allows
the user to access at least some of the materials entered
at the social network.

27. The computing method as recited in claim 26,

wherein the additional materials related to at least the

portion of the story are a first option of a plurality of
options of materials, with all the options being related
to the at least the portion of the story,

wherein another option of materials is selected from the

plurality of options of materials, and

wherein the content composed for at least the portion of

the story for the user includes the another option of
materials instead of the first option of materials.

28. The computing method as recited in claim 27 com-
prising enabling the user to select the another option of
materials from the plurality of options.

29. The computing method as recited in claim 28,

wherein the mobile electronic device includes at least a

display,

wherein at least the another option of materials is con-

figured to be wirelessly received by the mobile elec-
tronic device,

wherein for the plurality of web-based social networks, all

of them at least allow the user to enter materials at
them, and allows the user to access at least some of the
materials entered at them,

wherein at least the another option of materials includes

an animation,

wherein at least the another option of materials includes

a video,

wherein the method comprises:

accessing materials regarding a current event, with the
materials being related to at least the portion of the
story, with the content composed for at least the
portion of the story including the accessed materials
regarding the current event; and

presenting, at least via the at least a display, at least
some of the composed content to the user.

30. The computing method as recited in claim 26, wherein
the additional materials related to at least the portion of the
story are configured to be wirelessly received by the mobile
electronic device.

31. The computing method as recited in claim 26 com-
prising accessing materials regarding a current event, with
the materials being related to at least the portion of the story.

32. The computing method as recited in claim 31, wherein
the content composed for at least the portion of the story
includes the accessed materials regarding the current event.

33. The computing method as recited in claim 26, wherein
the additional materials related to at least the portion of the
story includes an animation.

34. The computing method as recited in claim 26, wherein
the additional materials related to at least the portion of the
story includes a video.

35. The computing method as recited in claim 26, wherein
for the plurality of web-based social networks, all of them at
least allow the user to enter materials at them, and allows the
user to access at least some of the materials entered at them.

36. The computing method as recited in claim 26 com-
prising presenting at least some of the composed content to
the user.
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37. The computing method as recited in claim 26 further
comprising:

retrieving a plurality of accounts of the user from the

mobile electronic device, wherein the plurality of
accounts include at least an account of the user for the
selected social network;

accessing data regarding the user, via at least the web,

based on at least one of the accounts of the plurality of
accounts of the user; and

producing a profile of the user from at least the accessed

data, with the profile including at least a plurality of
accounts of the user for web-based social networks, one
of them being the selected social network.

38. A computing method to at least compose content for
at least a portion of a story for a user having a mobile
electronic device, such that the content for at least the
portion of the story depends on at least an attribute related
to the user, the method, implemented by the mobile elec-
tronic device, comprising:

retrieving a plurality of accounts of the user from the

mobile electronic device, wherein the plurality of
accounts include at least an account of the user for a
web-based social network;

accessing data regarding the user, via at least the web,

based on at least one of the accounts of the plurality of
accounts of the user;

producing a profile of the user from at least the accessed

data, with the profile including at least a plurality of
accounts of the user for web-based social networks, one
of them being the web-based social network, wherein
each of the plurality of web-based social networks at
least allows a plurality of people, including the user, to
enter materials at that web-based social network, and
allows the plurality of people to access at least some of
the materials entered at that web-based social network,
via connecting to that web-based social network at least
through the web;

accessing materials entered at the web-based social net-

work, via connecting to the web-based social network
at least through the web, with at least a part of the
accessed materials being related to at least the portion
of the story;

composing the content for at least the portion of the story

for the user, with the content including at least the part
of the accessed materials that are related to at least the
portion of the story and additional materials related to
at least the portion of the story; and

enabling presenting the content for at least the portion of

the story to the user via the mobile electronic device.

39. The computing method as recited in claim 38, wherein
the additional materials related to at least the portion of the
story are configured to be wirelessly received by the mobile
electronic device.

40. The computing method as recited in claim 38 com-
prising accessing materials regarding a current event, which
is related to at least the portion of the story, wherein the
content composed for at least the portion of the story
includes the accessed materials regarding the current event.

41. The computing method as recited in claim 38, wherein
the additional materials related to at least the portion of the
story includes an animation.

42. The computing method as recited in claim 38, wherein
the additional materials related to at least the portion of the
story includes a video.
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43. The computing method as recited in claim 38, wherein
the profile of the user includes at least a location of the user,
a piece of demographic information of the user, and a
preference of the user.

44. The computing method as recited in claim 38, wherein
the mobile electronic device is operable as a mobile phone.

45. The computing method as recited in claim 38, wherein
to access at least some of the materials entered at the
web-based social network requires login information of the
user for the web-based social network.

46. The computing method as recited in claim 39 com-
prising accessing materials regarding a current event, which
is related to at least the portion of the story,

wherein the content composed for at least the portion of

the story includes the accessed materials regarding the
current event,

wherein the additional materials related to at least the

portion of the story includes an animation,

wherein the additional materials related to at least the

portion of the story includes a video, and

wherein the mobile electronic device is operable as a

mobile phone.
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