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Abstract: In recent years, the use of digital textbooks in higher education has garnered 

considerable attention. Compared to traditional paper-based textbooks, digital textbooks 

offer numerous advantages. Fully utilizing the development opportunities brought by the 

new generation of information technology and industrial revolution in the new era, 

promoting the deep integration of digital technology and vocational education, and 

continuously promoting the construction of digital teaching materials for vocational 

education have important practical significance for achieving high-quality development of 

vocational education in China. This paper explores the development and exploration of 

digital textbooks for cruise food and beverage management courses in vocational colleges. 

It includes the process of creating digital textbooks, discusses their potential impact on 

teaching outcomes, and provides pathways for effective utilization of digital textbooks. 

Through a comprehensive review of existing literature and case studies, this paper aims to 

provide feasibility references for vocational colleges and related disciplines, leveraging 

digital technology to enrich and enhance vocational education in cruise food and beverage 

management. 

1. Introduction 

Digital technology has become an inseparable part of our society, used in socializing, 

entertainment, and the learning process[1]. The evolution of digital textbooks can be traced back to 

the emergence of e-books and digital learning platforms in the early 21st century[2]. Initially 

developed as static electronic versions of paper textbooks, digital textbooks have now evolved to 

incorporate multimedia elements, interactive features, and self-learning technologies. The 

widespread use of digital devices such as tablets, laptops, and smartphones further promote the 

application of digital textbooks in educational environments, providing opportunities for accessing 

learning materials anytime, anywhere[3]. Research on digital textbooks is relatively new, mostly 

conducted in the past 10-15 years. Existing studies mainly focus on comparisons between digital 

and paper textbooks usage, as well as the usage patterns of digital textbooks in libraries. However, 

there is currently no consensus on how to develop digital textbooks that enhance student learning 
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outcomes and are accepted by teachers and students. 

Many people wonder whether digital textbooks are better than traditional paper textbooks and 

more conducive to student learning. On this issue, there is indeed a divergence of views. Some 

scholars believe that digital textbooks may replace paper textbooks in the future, as many courses 

are transitioning to digital textbooks and incorporating more digital resources during updates[4]. 

However, the reality is that in most higher education institutions, teachers and students still use 

paper textbooks rather than digital ones. Some scholars mentioned that students prefer paper 

textbooks because they are more convenient, familiar, easier to retain, and do not require additional 

equipment or software for use, making reading more comfortable[5]. Moreover, digital textbooks 

without interactivity are essentially electronic versions of traditional paper textbooks, and the 

hidden costs (such as infrastructure, supporting equipment software and hardware, network 

facilities, maintenance and operation, upgrades and replacements, curriculum development, and 

personnel training) are high. 

However, it is undeniable that digital textbooks have significant advantages. They are ubiquitous, 

interactive, rich in content, easily accessible, and can be printed according to individual needs, 

catering to different learning styles. Some scholars acknowledge that digital textbooks provide 

greater flexibility and portability, available anytime, anywhere [6]. For teachers, digital textbooks 

make work easier, more convenient, and offer more choices, allowing students to access learning 

materials anytime, anywhere using various devices[7]. Interactive features such as multimedia 

content, simulations, and self-assessment tools can also promote active student participation and 

personalized learning experiences. Digital textbooks can be updated in real-time to reflect current 

industry trends, best practices, and regulatory requirements, ensuring relevance and applicability in 

professional environments. Additionally, digital textbooks eliminate the need for printed materials, 

reducing costs associated with textbook purchases, storage, and distribution[8]. Therefore, it is not 

that digital textbooks are not recognized, but rather that there are fewer high-quality digital 

textbooks available, and their usability is not satisfactory. Hence, the fundamental task of research 

is to explore how to develop high-quality digital textbooks with rich content that can be widely used 

by schools, teachers, and students. 

Some case studies have shown that digital textbooks can be successfully implemented in 

vocational colleges. For example, using interactive quizzes and scenario simulations in digital 

textbooks has been proven to enhance student learning outcomes and knowledge retention[9]. 

Furthermore, continuous assessment and feedback mechanisms are crucial for continuously 

improving and refining digital textbooks to meet the changing needs of students[10]. 

In recent years, the cruise industry has brought unique challenges and opportunities to vocational 

education. With the revival of the international cruise market and the rapid development of the 

domestic cruise industry, the demand for professionals in cruise food and beverage management has 

been continuously increasing. Vocational colleges should pave the way for students to enter the 

workplace and cultivate comprehensive professional abilities. The introduction of digital textbooks 

is bound to provide a new method and approach to enhance the learning experience for students 

participating in courses on cruise food and beverage management. Therefore, the author aims to 

develop appropriate professional digital textbooks for the courses they teach. Through a 

comprehensive review of existing literature, case studies, and expert insights, this paper discusses 

how to develop suitable digital textbooks, with the goal of enhancing student learning outcomes 

compared to traditional paper-based materials and providing development strategies for related 

professions. 
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2. Exploration of the Development Path of Digital Textbooks 

The exploration of the development process of digital textbooks for cruise food and beverage 

management involves a systematic approach, including content creation, multimedia integration, 

platform selection, and user interface design. The process begins with determining key learning 

objectives and developing course materials tailored to the unique needs of students in vocational 

colleges. Multimedia elements such as videos, animations, and interactive simulations are then 

integrated to enhance engagement and understanding. Choosing the right digital platform is crucial, 

considering factors such as compatibility, accessibility, and user experience. Finally, user interface 

design focuses on creating an intuitive and user-friendly interface to facilitate navigation and 

interaction with the digital textbooks. Below are the detailed steps of the implementation process: 

2.1 Needs assessment and curriculum analysis 

This paper conducts a needs assessment to identify gaps between available course materials and 

required teaching resources. This paper analyzes the curriculum standards and learning objectives 

of cruise catering courses in higher vocational colleges. This paper gathers feedback from students, 

frontline teachers and industry mentors to inform the development process and ensure alignment 

with stakeholder needs and expectations. 

2.2 Content creation and course development 

This paper works with digital textbook publishers and educational platforms to develop 

comprehensive course content and learning materials. This paper creates engaging multimedia 

content including text, images, videos, virtual simulations, and quizzes to increase student 

engagement and comprehension. This paper ensures alignment with course standards, industry 

requirements and certification standards to ensure relevance and applicability in real-world work 

scenarios. 

2.3 Multimedia integration and interactive feature development 

This paper explores innovative multimedia tools and techniques to improve the interactivity of 

digital textbooks. This paper incorporates interactive features such as clickable charts, virtual 

simulations, and self-assessment quizzes to promote active learning and student engagement. This 

paper ensures the compatibility and accessibility of multimedia elements across different devices 

and platforms to accommodate different learning preferences and needs. 

2.4 Platform selection and digital delivery 

This paper evaluates various digital platforms and learning management systems (LMS) for 

hosting digital textbooks. This paper customizes digital delivery methods to accommodate offline 

access, mobile learning, and remote collaboration, ensuring flexibility and convenience for students 

and teachers. 

2.5 User interface design and accessibility 

This paper designs an intuitive user interface that prioritizes navigation ease, readability, and 

accessibility for all users, including socioeconomically disadvantaged individuals. This paper 

applies the principles of personalized design to optimize the viewing experience for different 

devices and screen sizes. This paper conducts usability testing, collects user feedback, improves 

113



user interface design, and improves the overall user experience. 

2.6 Quality assurance and continuous improvement 

This paper introduces a quality assurance process to review and assess the suitability of digital 

materials for learning objectives and students' needs. This paper collects and analyzes user feedback, 

usage data, and learning analytics to identify areas for improvement and updating. This paper 

regularly iterates and updates digital textbooks based on new technologies, new trends and user 

feedback to ensure relevance and timeliness. 

3. Standardization Construction of Vocational Education Digital Textbooks 

The standardization construction of vocational education digital teaching materials can be 

approached from four dimensions: standardization of paper-based teaching materials development, 

standardization of digital resource construction, standardization of development processes, and 

standardization of evaluation systems. 

3.1 Standardization of Paper-based Teaching Materials Development 

In current practice of developing vocational education digital teaching materials, the 

development of digital resources based on paper-based teaching materials remains the main mode 

of development. The quality of paper-based teaching materials directly determines the success or 

failure of digital teaching material development. Unlike traditional paper-based teaching materials, 

vocational education digital teaching materials should not only integrate rich media resources in the 

form of QR codes but also adopt a primarily presented format such as loose-leaf or workbook-style 

materials. Based on the project-based and modular design of teaching content, as well as the 

systematic development concept of work processes, digital teaching materials and loose-leaf or 

workbook-style materials are mutually adaptive and inseparable. If digital teaching materials do not 

adopt loose-leaf or workbook-style formats, their project-leading and task-driven writing methods 

cannot be realized; if loose-leaf or workbook-style materials are presented purely in paper form 

without digital resources and digital design, their loose-leaf or workbook-style design would be 

merely nominal. Therefore, digital teaching materials should be combined with loose-leaf or 

workbook-style teaching materials, integrating the multimedia, interactivity, and personalized 

learning support features of digital teaching materials with the flexible combination, timely 

updating, and convenient operation guidance features of loose-leaf teaching materials and 

workbook-style materials to construct truly high-quality digital teaching materials. 

3.2 Standardization of Digital Resource Construction 

In terms of technical presentation, vocational education digital teaching materials mainly include 

MPR mode, QR code mode, and AR/VR mode, each with its own advantages: MPR mode is mature 

and stable, QR code mode has better effects, and AR/VR mode can greatly enhance students' 

learning experience. The standardization of digital resource construction should focus on the 

development strategy and selection criteria of digital resources, and clarify the following issues. 

First is the standardization of content selection principles, i.e., what content should be presented in 

text form and what content should be presented in the form of digital resources. Second is the 

standardization of digital resource types, i.e., what types of digital resources should be included in a 

digital textbook; which types are essential and which are optional. Third is the standardization of 

resource formats. Only by adopting standardized resource formats can digital teaching materials 
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switch freely in different application scenarios, facilitating learners to study through multiple 

terminals. Fourth is the standardization of resource specifications. For example, for micro-course 

videos, standards for video length, clarity, voice-over, subtitles, etc., should be established. It is 

important to ensure that the application of images, animations, and videos meets teaching needs, 

and has good performance, explanation, and demonstration effects, making it easy for students to 

understand and grasp the teaching content. Fifth is the standardization of resource quantity. Digital 

teaching materials correspond to specific courses, with clear requirements for class hours and 

content, so having too many or too few resources is inappropriate. 

3.3 Standardization of Development Process 

Standardizing the development process of vocational education digital teaching materials is 

conducive to regulating the development process, saving costs, and enhancing the compatibility and 

openness of digital teaching material platforms. Generally speaking, the development of vocational 

education digital teaching materials should follow the following process. 

3.3.1 Determine the development goals of digital teaching materials 

Based on a thorough understanding of the learning situation and the strengths and weaknesses of 

the development team, the project development team should clarify the development goals, and 

define the content and form characteristics of the proposed digital teaching materials. Only by 

clarifying the development goals can specific development rules for content selection, resource 

construction, interactive design, and technical support be determined. 

3.3.2 Select content, design resources, and produce them 

The development of digital teaching materials should be based on professional talent training 

programs, teaching standards, curriculum standards, and related vocational qualification standards 

to determine the framework of digital teaching materials and arrange corresponding content, which 

is the same as the writing of paper-based teaching materials. The difference lies in that when 

selecting content, it is necessary to determine which content should be presented in text and which 

content should be presented in the form of multimedia resources based on the emphasis and 

difficulty of the teaching materials, combined with the characteristics of multimedia resources. This 

involves material production issues, including text content production and multimedia resource 

production. The script writing, shooting, and post-production of multimedia resources are difficult 

points in material production, especially the script of multimedia resources, which directly 

determines the construction specifications and quality of digital resources and should be 

standardized. 

3.3.3 Build the framework of digital resources and review the content 

This is the most difficult part of the entire process. The relationship between text content and 

digital resources, the form of presentation and relevance of digital resources, interactive design 

between man and machine, teacher and student, and student to student, the design of group 

activities, classroom practical training, and in-class exercises, the statistical analysis and feedback 

design of student learning behavior, directly determine the quality of digital teaching materials. 

Editors should review the quality of digital teaching materials content, requiring basic consistency 

with paper-based teaching materials, strengthening ideological and political screening, building a 

solid ideological defense line, implementing the "three reviews, three verifications, and one 

reading" system, strictly adhering to editing specifications, and ensuring the content quality of 
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digital teaching materials. 

3.3.4 Debug, publish, and maintain digital teaching materials 

Authors and editors should thoroughly read and debug digital teaching materials, correct errors, 

and optimize page design and reading experience. After successful debugging, the publishing house 

should apply for an ISBN for the digital teaching materials according to the publishing process and 

publish them. After publication, ongoing maintenance is required to ensure the smooth operation of 

digital teaching materials and their management platforms, free from attacks and disturbances, and 

to promptly correct any related issues. 

3.4 Standardization of Evaluation System 

Standardized evaluation of completed digital teaching materials is conducive to fulfilling 

diagnostic, guiding, incentivizing, and guiding functions, promoting the healthy development of 

vocational education digital teaching materials. The standardized design of the evaluation system 

for vocational education digital teaching materials can be considered from four perspectives: 

educational quality, content quality, publishing quality, and user experience quality. 

3.4.1 Educational Quality 

The quality of vocational education digital teaching materials is related to the questions of "what 

kind of people to cultivate, how to cultivate them, and for whom to cultivate them," and it bears the 

heavy responsibility of cultivating comprehensive socialist builders and successors with morality, 

intelligence, physical fitness, aesthetics, and labor skills. Therefore, in designing evaluation 

indicators for vocational education digital teaching materials, educational quality is of paramount 

importance. Like other textbooks, vocational education digital teaching materials should actively 

implement the requirements of General secretary thought on Socialism with Chinese Characteristics 

for a New Era, implement the spirit of the 19th National Congress of the Communist Party of China 

in textbooks, cultivate and practice socialist core values, build Chinese confidence, and reflect 

Chinese character. Vocational education digital teaching materials should integrate relevant 

knowledge and ideological and political resources to enhance the educational effectiveness of the 

materials quietly and imperceptibly. 

3.4.2 Content Quality 

The evaluation of content quality of vocational education digital teaching materials should fully 

reflect the characteristics of vocational education, embodying the requirements of docking between 

professional settings and job demands, curriculum content and occupational skill standards, 

teaching processes and production processes. It should comprehensively apply new equipment, new 

technologies, new processes, and new materials, benchmark professional teaching standards, 

curriculum standards, and related vocational standards, permeate the requirements of general 

vocational qualities, and enhance students' comprehensive abilities. 

3.4.3 Publishing Quality 

As formal publications, passing the quality of publishing is a basic requirement. Vocational 

education digital teaching materials must strictly implement the requirements of regulations and 

documents such as the "Regulations on Quality Management of Books" regarding the quality 

management of publications, resolutely implement the "three reviews, three verifications, and one 

reading" system, adhere to relevant language norms, text norms, chart norms, and digital resource 
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norms, and lead and educate vocational college students with high-quality publications. 

3.4.4 User Experience Quality 

Digital teaching materials must pay attention to readers' online usage experience, which is a 

unique requirement compared to paper-based teaching materials. The user experience quality of 

vocational education digital teaching materials mainly includes: whether accessing the digital 

teaching platform and digital teaching materials is convenient, fast, and stable; whether the page 

design of the materials, such as the design of graphics, text, and color, is user-friendly; whether the 

interactive design of digital teaching materials is sufficient; whether readers can get timely answers 

when encountering problems; etc. 

4. Impact on Teaching and Learning Outcomes 

High-quality digital textbooks are expected to have a positive impact on the teaching and 

learning outcomes of vocational college courses in cruise food and beverage management. By 

providing interactive features and multimedia content, digital textbooks can enhance student 

engagement, motivation, and understanding of course materials. Additionally, digital textbooks 

create a learner-centered teaching environment, allowing access to course materials anytime, 

anywhere, bridging the information gap for socially disadvantaged learners, and exploring the 

possibility of lifelong learning for all. Furthermore, digital textbooks can be easily updated to reflect 

changes in industry standards, ensuring students have access to the latest industry information. 

5. Conclusion 

In conclusion, the exploration and development of digital textbooks for vocational college 

courses in cruise food and beverage management represent a significant initiative to modernize and 

enhance professional education. This paper has described various aspects of the development 

process, ensuring that digital textbooks meet the needs and expectations of both teachers and 

students, creating engaging and authentic learning experiences. Furthermore, the iterative nature of 

the development process and the commitment to quality and improvement, based on user feedback 

and assessment data, underscore the dedication to continuous enhancement. By leveraging digital 

technology and innovative teaching methods, the future holds promise for better preparing students 

for careers in cruise food and beverage management, equipping them with the knowledge, skills, 

and abilities needed to succeed in a dynamic and competitive industry environment. 
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