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1. What is CourselLab?

Courselab is a powerful and easy-to-use elLearning authoring system that offers programming-
free WYSIWYG environment for creating high-quality interactive eLearning content which can
be published on the Internet, Learning Management Systems (LMS), CD-ROMS and other
devices.

1.1 Key Features of Courselab

e WYSIWYG (What You See Is What You Get) environment for creating and managing
high-quality interactive eLearning content.

e No HTML or other programming skills required.

e Object-oriented Model allows constructing eLearning content of almost any complexity
just as easy as you put together the building blocks.

e Interface based on an Open Object Model enables to easily extend and enhance existing
libraries of objects and templates including those created by the user.

e Embedded mechanisms for objects animation.

e Add any rich-media content like Macromedia Flash, Shockwave, Java, and video in
different formats.

e Easy mechanism for inserting and synchronization of sound files.

e Import PowerPoint presentations into the learning material.

e Built-in screen capture mechanism, which enables emulating functionality of different
software.

e Embedded event-action mechanism.

e Advanced users can access CourselLab Objects and runtime variables and functions via
JavaScript.

1.2 System requirements

Courselab Editor system requirements:

e Microsoft Windows 2000/XP/2003/Vista/7/2008;
e Internet Explorer 6.0 or higher;

e 80MBb hard drive space;

e 1 free USB port (if hardware key is used).

Minimum system requirements for viewing learning modules for computers and mobiles*:

e operating system:
e Microsoft Windows 98, Me, NT 4.0, 2000, XP, 2003, Vista, 7, 2008;

e MacOSX;
e i0S; *
e Linux;

e Browser:
e Internet Explorer 6.0 or higher (8.0 and higher recommended); **
e Mozilla FireFox 3.0 or higher (4.0 and higher recommended); **
e Google Chrome 1.0 or higher (7.0 and higher recommended);
e Apple Safari 4.0 or higher (5.1 and higher recommended);
e Opera 11.0 or higher (12.0 and higher recommended);



e JavaScript enabled;
e XML support enabled.

* Some web technologies may not work. For example, Adobe Flash is not supported in some
mobile devices.

** Local launching of Course is available for these browsers only. User must allow launching
active content from local disks in browser settings.

1.3 Compliance to the Standards

elLearning Courses created using Courselab, depending on the publishing method, support the
following international learning industry standards:

e AICC ( http://www.aicc.org/ )
e SCORM 1.2 ( http://www.adlnet.org/ )
e SCORM 1.3 (SCORM 2004) ( http://www.adlnet.org/ )

Courselab certified by ADL for compliance to the SCORM 2004.

Eal

™

CERTIFIED

SCORM® 2004
Content Package

1.4 CourselLab and LMS

Learning Management System (LMS) is a complex software platform, that enables automation
of the management and delivery of distributed learning content. Learning Management System
tracks completion of the e-learning Courses and provides/compiles reports upon completion of
the course. Modern Learning Management Systems are based on the international standards
for utilizing and exchanging learning content.

The complete comprehensive eLearning course can be created using Courselab application.

When Course is ready, author starts publication process. The result of publication is ZIP-
package, which is structured according to selected e-Learning standard's Content Aggregation
Model (CAM). This package contains all necessary course files and special metadata files, which
contain information on Course structure.

Course package is imported into standard compliant LMS using built-in import procedures.
When learner studies course, course communicates with LMS using corresponding e-Learning

standard's Run-Time Environment (RTE). Course stores its state in LMS storage and restores
state on continued approaches.
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2. Interface

This is what the CourseLab window looks like upon finishing New Course Wizard.
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Courselab window is divided into the panels, each of which is used for completion different
tasks.

e Course Pane is located in the left portion of the CoursLab window. Course Pane contains
the heading of the Learning Course.

e Opened Module's window is located in the middle of the CourselLab window.

e Task Pane is located in the right portion of the CourselLab window.
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2.1 Course Pane

Course Pane contains the heading of the Learning Course. The same heading will be displayed
for the learner in the Learning Management System.

To open or close Course Pane select menu option View -> Course.

View | Insert Format

1 Splash

0y Master

Normal
Slides  Alt+1

Timeline Alt+2

Erames  Alt+3

| Course  Alt+0

Task Fane 3

Course Pane is located in the left portion of the CourselLab window.

Course =
@ Course 'MyCourse”: 5 module(s)
5 Module

d Chapter 1
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& Module 1.2

jthapterl
29 Module 2.1

‘ Module 2.2

The heading consists of:

e Course name;
e names of the Chapters;
¢ names of the Modules.

Chapters can be grouped within another Chapters resulting in complicated Course hierarchy
structure.

Double click on the name of the Module to open Module for editing.

To move Module or Chapter into the different Chapter, drag and drop name of the Module into
the target Chapter's name.

To modify the sequence of the Modules and Chapters, use mouse to drag heading component
into the parent's element of the heading. By doing so, the dragged element will be moved to
the end of the list.



2.2 Module window

Opened Module's window is located in the middle of the CourselLab window. Module window
consists of the two parts: Slide panel and Workspace.

Slide name

Workspace is used for placing Objects on the Slide.

Slide panel is used for displaying drafts of the Slides. By clicking on the draft of the Slide,
selected Slide will be displayed in the Workspace.

To change Slides order drag selected Slide icon into appropriate place of the Slide Panel.




Use tabs with images above in the top of the Slide Panel to switch views between Slide's drafts
and Slide's names.

Use Tab and Shift+Tab to move name of the selected Slide to the right or to the left accordingly.
In such a way, you can create simple Slide's hierarchy, which can be shown during playback of

the Module.

You can also use Module window to open Frames and Timeline Panes.

2.3 Task Pane

Task Pane is located in the right portion of the CourseLab window. The switch on top of the
Task Pane enables accessing of one of the following sections of the Task Pane:
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2.3.1 Frame structure

Frame structL» >

Task Pane in the "Frame Structure" mode displays current Frame ID and list of all

I FRAME_&

N Objects (also Groups and Scenarios), that are used on the Frame. Objects within a
Frame appear sequentially. The newly created objects displayed first, therefore

HoRs they are covered by objects, which have been created later.

I Groups

[ 5cenarios Each Object area has Object ID and small icons that depicts additional Object's
parameters:
“mObject has Actions attached to its Events
= Object displays with delay
=1 Object is not displayed at all
i*Object has transition on display
48 Object has sound file attached

2.3.2 Object Library
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Task Pane in the "Frame Structure" mode displays all Objects that available for
creating Course. Objects are grouped by their purpose.

There are two way to insert the Object on the Frame: drag the Object's icon on the
Frame or double-click on its icon (in this case Object will be inserted exactly in the
center of the Frame).

Objects can be customized by user (using Customize link at the bottom of the
Pane).
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2.3.3 Clip Art

dieAt ¥ X For inserting frequently used pictures it is convenient to use the Clip Art section in
“ the tasks area. It displays thumbnail images in a Clip Art folder on the computer.
Click “Browse...” at the bottom of the “Clip Art” section to designate the folder
. | which will be accessible in the Clip Art panel. In the opened “Browse for Folder”

= dialog box, select the folder containing pictures. It is a good idea to preload this Clip
Art with the pictures you plan to use in your course.

To add a picture to the Slide, drag the thumbnail image into the working area.

[ Browse..

2.3.4 Autoshapes

Autoshapes = X

— AutoShapes is a group of special Objects based on vector controls (arrows, stars,
Bockamows  CUrves, rectangles etc.). Depending on the vector structure, AutoShapes can be
“ resized to any size without losing form and quality.

=/ To insert an Object, select the desired tab in the AutoShapes section on the Task
Pane and double-click on the Object.
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| Stars and Banners |



2.3.5 Scenarios

seenaries ™ X Courselab scenarios are templates for building interactions between multiple
Complex .
Simple Objects.
| Task Pane in the "Scenarios" mode displays all Scenarios that available for creating
L& Course, grouped by their purpose.
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2.3.6 Design Templates

rempiates « % Task Pane in the "Templates" mode displays all Templates that available for
—_— creating Course. Using these Templates user can change Module's initial Template
» or add another Template to use it on some Slides.

m

To add new Template into current Module double-click on suitable Template icon.
New Master-Slide (and Title-Slide - if confirmed) will be added into Module.

Templates can be customized by user (using Customize link at the bottom of the

= Pane).
Decent

f:;:’rt User can create own Templates and save them into My Templates section. To
Media create Template user should create Module with one empty Slide, change Master-
Minimal Slide and Title-Slide according to design requirements and select menu command

My Templates
Raised
Relief

Tools -> Add module to templates....
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Simple : Import from PowerPaint... 't}
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3. What is eLearning Course?

elLearning Course encapsulates structured, thematically self-contained learning material, which
can be distributed to the learner throughout Internet or using memory devices.

Typically, the elLearning Course accommodates self learning material, but unlike book or
manual provides the following:

e Powerful multimedia content - Graphics, animation and other rich-media material
(audio and video in different formats, Flash-movie, Java applications and others).

e Interaction - presentation of the learning material may depend on the actions taken by
the user.

o Different options for assessing and evaluating gathered knowledge (tests, exercises).

Incorporation of elearning Course into the Learning Management System and
intercommunication between them enables the most efficient management of the overall
learning process. Within Learning Management System the elLearning Course is considered as
an independent learning unit, which can be assigned for assessing the level of learning. Upon
completion of elearning Course various reports could be generated by the Learning
Management System.

From the education methodology perspective elearning Course corresponds to any
conventional Learning Course - assuming that eLearning Course encloses all the necessary self-
educational learning material and tests for controlling and evaluating apprehension of the
learning material.

3.1 Module

Learning Module is a fundamental building block of the Course hierarchy representing the set
of author-structured Slides. During the learning process the learner is led from one Slide to
another sequentially, which is default behavior. If desired, author of the learning Module can
define different order of the Slides appearance (for example depending on the result of the
test).

Learning Module can be used for educational purposes (in this case consists of learning material
only), besides that, Learning Module can be employed for assessing of the learned lessons (can
contain tests and exercises). It is a common practice to combine both learning material and
tests in one single Learning Module: In this case upon completion of the learning material
learner is tested within the same Learning Module.

In the Learning Management System the Learning Module is one of the component part of the
Learning Course and the only dynamic structural unit; system collects information regarding
completion of the Learning Module. When processing information about status of all Learning
Modules, the system changes the completion state of not only the particular sections of the
Course but also Learning Course itself with accordance to the rules defined in the particular
Learning Management System.

From the education methodology point of view Learning Module corresponds to lesson or
lecture - meaning it supposed to have thematically coherent and completed learning material.



3.2 Chapter

Modules created in Courselab can be thematically combined in Chapters. Chapters can be
grouped within another Chapters resulting in complicated Course hierarchy structure. Although
there is no limitation for number of Chapters and number of sub Chapters within a Chapter, it is
strongly recommended to avoid using too complex hierarchy structure. The reason is that you
do not mean to discourage student from pursuing this Course just because the structure of that
Course is too hard to apprehend.

Within Learning Management System the Chapter is usually displayed as a folder containing
Modules and/or other Chapters. The Chapter for the distance Learning System is a structural
unit. There is no information regarding state of the Chapter transmitted to the System from the
Modules. The system is making changes to the state of the Chapters based on state information
of its Modules and other Chapters.

From the education methodology point of view Chapter can be represented as a series of
thematically grouped lectures or lessons.

3.3 Slide

Slide (Interactive page) is the main building block of Module. Slides are used by the author to
place learning material, tests, and exercises. The order of Slide correlation is predefined by the
author.

Slide itself consists of Frames. Depending on complicity the number of Frames can vary (e.g.
using animation, software scenario etc. can significantly increase the number of Frames). Any
Slide has at least one Frame.

Slides are not accessible by the Learning Management System individually. The Module is the
smallest system managed unit.

From the education methodology perspective Slide can be employed for expressing single point
of view (thought or idea) with regards to the Module.

3.4 Frame

Frame is the smallest structural unit of the Module. In order to create a Module author uses
Frames as the foundation for objects.

Even though there is no limitation for the number of Frames within a Slide, we recommend not
to exceed 30-40 Frames per Slide otherwise the time elapsed for loading up the Slide could be
inconveniently slow.

Similar to Slides, Frames are not accessible by the Learning Management System individually.
The Module is the smallest system managed unit.

From the education methodology perspective Frame is not a self-containing unit - it is rather
component of the Slide.



3.5 Master-Slide

All the Slides for the Module are created on top of the Master Slide. The Master slide is the
slide that contains elements that are common to all or several slides: Navigation Objects within
a Module, Help etc.

There is no limit for the number of Master Slides and hypothetically each Slide with assessment
content might have a Master Slide, but this is rather inefficient and must be avoided. In most
cases one Master Slide is enough.

LIMITATION: Since Master-Slide is "background” Slide it has limited functionality: links,
hotspot areas, effects, display delays, events and actions are not supposed to work on
Master-Slide. Most of Complex Objects also may not work on Master-Slide, except for
Navigation Objects, which are designed especially for Master-Slide.

3.6 Title-Slide

Title-Slide is an introductory part of the Module which appears on the PC screen right after
launching Module. Along with the introductory page the system loads the main part of module
on the background, which makes it convenient for user.

Important! During display of the Title-Slide introduction the main code for the
module is not loaded yet, therefore, not all the complex objects will be displayed.
Thus only text, images, and special objects, located in Title-Slide folder (such as
Start Module Button and Title-Slide Popup) should be used when editing the Title-
Slide Slide. Transitions, delays, events and actions are not allowed too.



4. How to Create Course?

The following topics describe the steps for creating eLearning Course.

e elearning Course Scenario

e New Course Wizard

e Editing Module

e Adding Modules

e Adding Chapters and grouping Modules
e Publish Course

4.1 eLearning Course Scenario
The following should be taken under consideration while creating Learning Course:

Thematic Presentation of the Learning Course must be strictly consistent.

o Stay focused.There is no need to pause - do not follow the usual teaching approach of
blending some funny story into the studying material. Student himself will set the right
pace to absorb the material.

o Do not provide too many alternatives. A tree-like Course structure is rather
disadvantageous if compared to linear type Course. It sends learners different directions
therefore some parallel paths of the tree-like structure are in jeopardy of not being
revealed at all. The only exception for using more complex structure is in case you need
to provide an Example, which is relevant to the Main Objective. Note, this example
should be just an additional illustration to the learning material and could be skipped
causing no damage to the overall learning process. And again, if above mentioned
example is an essential part of the main course the linear Course structure should be
taken into consideration. Ideally, learner should be able to go through the entire Course
only by pressing Next button.

Specifics of delivering Learning Material - Pieces of the Learning Material
should be reasonably sized.

o Break down the Learning Material into chunks of learning content. Build the clear
hierarchy structure. If learning material is extensive, break it down into Modules with
respect to thematic coherence - clear and consistent story lines and content. It is not
recommended to group more than one learning subject into one Module; better use
more Modules in the Course than overload the Modules with different learning
subjects. Use thematic coherence inside each Module to distribute learning assessment
into the Slides.

e One Topic per Slide. The learning material in the Course is divided into the Slides.
Although there is a thematic relationship among the slides we do not recommend using
several slides for covering a single learning Topic. Ideally, use only one Topic per Slide.

Use Interactive Multimedia features



o Utilize multimedia illustrations and graphics.. eLearning has a huge advantage over
conventional learning since eLearning introduces multimedia content. Animated
schemes or Flash-movie is often more comprehensive than lengthy descriptions and
should be used to full extent to explore the Topic within a Slide.

e Learn as you practice. Allow audience to interact with the system as it significantly
improves the process of memorizing the learning material. eLearning is interactive by its
nature, thus use this potential to the full extent. Where appropriate, enable onscreen
actions to demonstrate different results by manipulating with parameters. Use quizzes.

4.2 New Course Wizard

To create a new course, select File -> New -> Course...
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Course Runtime Settings...
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Recent Courses 3

Exit

The New Course Wizard appears. To continue, click Next.
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Provide the name of the course, the name of the course folder, and location where course
folder should be created.

Mew Course

MName and location of new course ‘l A
Provide course name and folder location where course will be created. #I‘

Mame:

| My Course |

Folder:
| Coursel |

Location:
| C:\Courses E]

Course will be created at C:\Courses\Course 1,

[ < Back ” Meat = l[ Cancel ]

The Course is created with the single Module by default. On the next page of the Master: insert
name of the first Module, and Select Module template. Later on you may add more modules to
the Course, as well as Chapters.

Mew Course

First module ‘l A
Provide module name and select design template. #I‘

Module Mame:
| Module 1 |

| Standard w |

< Back ] Mext = |[ Cancel




Course is created. Click Close button to finish working on the New Course Wizard.
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4.3 Editing Module

Editing module include following tasks:

e Editing Title-Slide

e Editing Master-Slide
o Editing Slides

e Preview Module

e Adding Slides

4.3.1 Editing Title-Slide

To turn On Title-Slide editing mode use View -> Title-Slide sub-menu or quick switching button
in the Slide's Panel.
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You may change picture, Logo, insert Module name and Instructions prior to presenting
Module, and so on. If necessary, you can modify the look of Start button. Start button can be
displayed in two ways: Inactive (displayed from the moment system starts loading the Module
up until Module is loaded) and Active (displayed when the code for the Module is loaded) -
arrange the necessary pictures in Graphic Editor and change corresponding pictures using Edit
Object context Menu option.

LIMITATION: Title-Slide introduction appears on the screen before the system loads all of
the Course Player files necessary for Module and Objects functionality, therefore only the
limited number of the objects such as pictures, text blocks, auto shapes, and special
objects from Title folder, which do not require Course Player, can be employed. Links,
banners, animation effects and other events are not functioning on Title-Slide. Except for
mentioned above WYSIWYG editing mode is used for editing Title-Slide.

4.3.2 Editing Master-Slide

To turn On Master-Slide editing mode use View -> Master-Slide sub-menu or quick switching
button in the Slide's Panel.
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If required, change/replace pictures on the Master-Slide, insert Logo, specify Module's name,
and so on. The appearance of the objects on the Master-Slide can be modified with respect to
overall design of the Module.

LIMITATION: Since Master-Slide is simply background for other Slides, therefore links,
banners, animation effects, and events are disabled. Besides that, there is a limitation
on using Objects: you can only use pictures, text blocks, auto shapes and special objects
from the Navigation folder. All other Master-Slide editing features are based on
WYSIWYG editing mode.

4.3.3 Editing Slide

To turn On Regular Slide editing mode use View -> Normal sub-menu or quick switching button
in the Slide's Panel.
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The following settings of the Slide can be edited:

¢ Name of a Slide

e Selecting Master-Slide
e Slide Content

e Slide Comments

e Slide Transition

4.3.3.1 Name of a Slide
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Usually, the name of a Slide reflects the main topic of a Slide.
The name of a Slide appears on every Frame of this Slide (in
case Master Slide has a corresponding object Slide Name, which
enables display of this text). Besides that, the name of a Slide is
mentioned in the table of contents of the Module (again, if
Master Slide has the corresponding Heading objects defined)
even if the name is not displayed on the Slide itself.

By default, newly created Slide is titled as Untitled. In order to
change the name of a Slide, right click on it and choose
Rename... option from Context menu.

Limitation: The newly edited name of a Slide will not be
displayed right away in edit mode; but it will be visible in
the viewing mode.

4.3.3.2 Selecting Master-Slide

Cut
Copy

Paste

New slide
Delete slide
Rename...

Identifier...

Master...

Advance...
Wiew Slide
Actions...

Comments...

T

4.3.3.3 Slide Content

The Learning Module may contain several Master-Slides.

By Default, in the process of building a Module every newly
created Slide is linked to the first Master-Slide from the list,
regardless of number of Master-Slides for this Module.

You can modify Master-Slide which is the foundation for
associated Slide while in editing mode: Right click on the Slide
from the Slide Panel and select Master-Slide option from the
context menu. In the pop-up window make a selection of
desired Identifier from the list of Master-Slides.

Note, that every newly created Slide is based on the Master-
Slide, which is associated with the previous Slide. For example,
the foundation for new Slide 11 will be the Master-Slide of Slide
10.

To insert pictures, texts, and objects into the Frame of the Slide, Insert -> Picture, Insert -> Text
Box, and Insert -> Object... sub-menus can be used, or corresponding toolbar buttons. Complex
objects can be inserted directly from the Object Library either by double-clicking on the
selected objects or by dragging and dropping the object into the working area.
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Please refer to the Positioning Objects section of this document for more details on the

specifics of object allocation.

4.3.3.4 Slide Comments
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4.3.3.5 Slide Transition

Slide Comments is additional text block that can be attached to
the Slide. It can contain author's comments and remarks to the
Slide, or comments to the Slide that imported from PowerPoint
presentation.

Slide Comments is not part of viewable Slide area, and it is not
an object, therefore it cannot be displayed as usual text object.
Special objects are used to display comments to learner (please
refer to Complex Objects - Navigation section).

To add or edit comments to the Slide right click on the Slide from
the Slide Panel and select Comments option from the context
menu. RichText editing window will appear. Edit the text.

Please note, that PowerPoint makes comments white by default,
therefore imported comments may be invisible (white on white).
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By default, it is assumed that Transition to the next Slide will be
performed by using Next Slide Button or other user-activated
navigations. Apparently, this is the most common situation
when the user is in control of the timing for observing the Slide.

& Cut
= 43 Copy But there are instances when timing must be set to Transition
T @ Paste to the next Slide regardless of the action from the user. In order
) Newslide to change default Transition settings, right click on the target
_I i Slide icon from the Slide Panel and select Advance... option
Delete Slide from the context menu.
Rename...
= Identifier... In the open window select Wait for Action or Immediate.
Master...
| = Advance | Please refer to the Actions section of this document for other
A i I methods of programming Slide transitions.
- Wiew Slide
1 % Actions...
Comments...

4.3.4 Adding Slides

Once the Module is created - it already contains the Slide.

Add text, pictures, and complex objects according to the course scenaio.

To add a new slide, select Insert -> New Slide, or use context menu in Slides Pane. Add as many
slides as you need, and place a learning content on them.
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You can always adjust position of the Slide: left click on the Slide thumbnail image that you
would like move and drag this Slide to the desired location while holding down the left mouse
button.

4.3.5 Preview Module

During editing you always can preview module to see how it will be showed by Web Browser.

To preview entire module select Module -> View Module (or press F5).

[Test Module]
lools | Module | Window Help

Iil F|g:f View Module F5 |l;ﬂl

View Slide Shift+F5
w Update Objects
= Delete Unused Files

Design Settings..  Alt+F7

Runtime Settings...

Module will be loaded into separate Web Browser window of defined size.

To preview editing slide select Module -> View Slide (or press Shift+F5).

Test Module]

sols W‘ Window Help
Iil tgzl' Wiew Module F5
| View Slide Shift+F5 |
w Lpdate Objects
= Delete Unused Files

Design Settings.. Alt+F7

Runtime Settings...

Module will be loaded into separate Web Browser window of defined size and automatically
advances to selected slide.

4.4 Adding Modules

Upon creation new Learning Course it contains only single Module. In case it is not enough, you
can add required number of Modules and group them into the Chapters.

To add new Module to the Course you can either select File -> New -> Module... or use context
menu by right clicking on the name of the Course from the Course Pane. Add required number
of Modules and fill them with the learning content.
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To change Module's order do the following: in the Course Pane drag Module with the mouse
button to the parent element (Course or Chapter). Dragged Module will be placed at the end of
the list.

4.5 Adding Chapters

Upon creation new Learning Course it contains only single Module, which is not placed in the
Chapter. As the number of the Modules increases, it might be necessary to group Modules into
the Chapters.

To add new Chapter to the Course you can either select File -> New -> Folder or use context
menu by right clicking on the name of the Course from the Course Pane. Add required number
of Chapters and fill them with the learning content.
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To change Chapter's order do the following: in the Course Pane drag Chapter with the mouse
button to the parent element (Course or Chapter). Dragged Chapter will be placed at the end of
the list.

4.6 Publish Course

After completing of all editing tasks Course should be published.

Publishing Course - creation fully functional standalone (separate from CourselLab) version of
the Learning Course intended for distribution on CD, in the Learning Management System and
so on. During publishing only those elements which are required for displaying the Course are
copied into the separate folder from the folder containing the working version of the Course,
also some other elements added which are not used for editing, but require for Course display.
The working version of the Course during publishing remains unchanged.

Depending on the prospective usage there are different choices of Course publishing:

e for Launching from the CD

e fordistribution in the LMS, which supports AICC standard

e fordistribution in the LMS, which supports SCORM 1.2 standard

e fordistribution in the LMS, which supports SCORM 2004 standard
e for further work in CourseLab TeamWork




Sequence of the publishing steps as follows:

e Module Runtime Settings
e Course Runtime Settings
e Course Publication Wizard

4.6.1 Module Runtime Settings

Prior to publishing it is necessary to specify runtime settings for each Module in the Course.

Select Module -> Runtime Settings sub-menu. “Module Properties” dialog window opens up.

Module Properties

General |Objec1iues Rules | Checks | Runtime

Module identification in LMS

Identifier: | TEST 001_1

Description: | Test Module 1

L |[ Cancel ]

Select “General” tab and fill in “Identifier” and “Description” fields under “Module
identification in LMS” section. These parameters will be saved in metadata files which will be
used to import course structure in LMS.

Identifier is a short Module id, which will be used as Module reference code in the Learning
Management System. Please use Latin characters and numbers for Course and Module code.
Avoid using spaces and other special symbols.

Description — brief informal description of the Module, which will be used within Learning
Management System in the Course card.



Module Properties

x)

General | Objectives | Rules | Checks |F~!ur|time

Checks

[] Microsoft Media Player
Macromedia Flash Player

[] Macromedia Shockwave Player
] apple QuickTime Player

Enable ] [ Disable

| ok || cance |

Use “Checks” tab to specify names of the software components that need to be checked for
availability on student’s computer prior to launching Module.

Module Properties ['>_<|

General | Objectives | Rules Cheu:ks| Huntimel

Runtime

show Title-Slide at module startup

preload images

[1alow to view slides in sequental order only

Options
sgale module score to 100% before send it to LMS

| oKk [ Cancel

On “Runtime” tab you can specify some Module runtime parameters, such as:

e Show Title-Slide at Module Startup - if this checkbox is unchecked Title-Slide will be
automatically skipped.

e Preload images - allows preloading all images of particular Slide before display. Usually
this feature causes some delay (with "Loading images" progress bar) before transition to
the Slide but then all the images of the Slide will be displayed much faster.



e Allow to view Slides in sequential order only - this feature disables transition on the
Slide that is unvisited yet and is not the next to last visited Slide in line. Transition to any
visited Slide is not restricted.

e Scale module score to 100% - legacy feature. Modern eLearning standards include
special parameters for raw and scaled score.

To set Objectives and Rules please read Objectives chapter.

4.6.2 Course Runtime Settings

Prior to publishing, it is necessary to specify execution parameters for the Course.

Select File -> Course Runtime Settings sub-menu. “Course Execution Parameters” dialog
window opens up.

Course Properties

General

Course identification in LMS

Identifier: TEST_001

Description: | Test Course created with Courselab

| 0K |[ Cancel H Apply ]

On “General” tab fill in “Identifier” and “Description” fields under “Course identification in
LMS” section. These parameters will be saved in metadata files which will be used to import
course structure in LMS.

Identifier is a short Course id, which will be used as Course reference code in the Learning
Management System.

LIMITATION: Please use Latin characters and numbers for Course and Module
code. Avoid using spaces and other special symbols.

Description — brief informal description of the Course, which will be used within Learning
Management System in the Course card.
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4.6.3 Course Publication Wizard

Select File -> Publish Course... sub-menu to start Course publishing.
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Exit

In case you have not filled in Course and Modules runtime parameters yet, next Wizard screens
will contain fields for Course and Modules codes and descriptions.

Course Publication

Welcome to the Course Publication Wizard, With the help
of this Wizard you can store at selected location in file
gystem the course in format, prepared to import into
Learning Management System or distribute on CD.
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cBack [ Ned> | | Cancsl |

Click Next button. Select desired publication type - standard compliant package or folder for
CD.

Use "Run from CD" option for any local (non-LMS) launches. Use autorun.html file as starting
point. Please note, that browser security settings may block active content from CD and local
computer.



If you plan to proceed Course editing in CourseLab TeamWork system, select "Upload into
WebTutor (CourseLab TeamWork)" - course will be uploaded into your server for further work.

Course Publication

Publication type 1
Select publication type :I{

Publish course files to:

() Run from €D

() Run under SCORM 1.2 LMS

{(*)Run under SCORM 2004 LMS;

() Run under AICC LMS

[ < Back ” Meat = l[ Cancel ]

Click Next button. Select name of the package (or CD folder) and location where it will be saved.

Course Publication

MName and location of SCORM package ‘hli'

Provide SCORM package name and folder location where SCORM package wil oy
be created. |

Mame:
| Testo1 |

Location:

| C:\Courses\Published E]

SCORM package will be created at C:\Courses\PublishedTest0 1,

[ < Back ” Net > ][ Cancel

Click Next button and wait, while your course is published.



Course is published and saved in given location.

Course Publication

The course is successfully published,
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4.6.4 Publication for CD

This publication option is used to create the course for CD, DVD or any other "local" storage
type (or for demonstration purposes). The course that is published using this option is not
intended to support any e-learning standard, therefore it will not send any data to LMS.

Course Publication

Publication type
Select publication type

Publish course files to:

(") Run under SCORM 1,2 LMS
() Run under SCORM 2004 LMS

{3 Run under AICC LMS

| <Back | Met> | [ cancel




Note, that, while the course does not send any data, it is treated by browser as
"active content" anyway, therefore it can be the subject for browser security
settings. Playing of active content from local computer and removable drives is
not allowed by default in some browsers.

As a result of publication you will get the folder with full uncompressed course structure
(excluding design time information) and small simple file autorun.html on the top level (see
example on the picture). This file contains links to all course modules, but does not contain any
specific design (use any HTML editor if you need to customize its design).

File Edit \iew Favorites Tools Help .1."
— »
o ) !

e Back _,/I lm‘ 7 Search i Folders = | ¥ x
Address |IC3) C:\Courses\WSKWSK A | rd Go

Mame Size | Type Date Ma
[ b File Folder 31.03.20
2 File Folder 31.03.20
|Chcourseimages File Folder 31.03.20
@aub:-run.hh‘nl 4KB HTML Document 26.03.20
T imsmanifest. xmil 12KE XML Documnent 26.02.20
< | >
5 objects 14.3 KB ¢ My Computer

Place the content of this folder on the CD and use autorun.html as starting point.

4.6.5 Publication for AICC LMS

This publication option is used to create the AICC standard compliant course package (i.e. ZIP
archive with course files and AICC metadata files). The course that is published using this option
can be imported and used in any LMS that supports AICC standard.
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Publication type
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Publish course files to:
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() Run under SCORM 2004 LMS
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Note, that the course published for using in AICC environment will support this
standard only.

As a result of publication you will get the ZIP archive, that contains all course runtime files and
course metadata files. In most cases you do not need to unzip the archive - most of LMS can
accept ZIP archive for importing. If your LMS cannot import zipped package - unzip the archive
in specified folder and use course descriptor file (with .crs extension) on the top level of folder
to import course structure.
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File Edit “iew Favorites Tools Help -"f
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4.6.6 Publication for SCORM 1.2 LMS

This publication option is used to create the SCORM 1.2 standard compliant course package (i.e.
ZIP archive with course files and SCORM metadata files). The course that is published using this
option can be imported and used in any LMS that supports SCORM 1.2 standard.

3

Course Publication

Publication type
Select publication type

<1,

Publish course files to:

{3 Run from CD

{(¥)Run under SCORM 1,2 LM5;

(") Run under SCORM 2004 LMS

(") Run under AICC LMS

[ < Back ” Next > l[ Cancel

Note, that the course published for using in SCORM 1.2 environment will support
this standard only.

As a result of publication you will get the ZIP archive, that contains all course runtime files and
course metadata files. In most cases you do not need to unzip the archive - most of LMS can
accept ZIP archive for importing. If your LMS cannot import zipped package - unzip the archive
in specified folder and use imsmanifest.xml file on the top level of folder to import course
structure.

& VSK_SCORM_12

S=]Es

)
¥

File Edit Wew Favorites Tools Help ;1
—, »
e Back - _/J lﬁ P ) Search i Folders = | B
Address ‘lﬁ C:\Courses\WaKWSK_SCORM_12 b | Go
Mame Size | Type Date
CIlvsK_001.zip 22512KB  WinZip File 31,03
< | >
1 objects 21.9 MB “d My Computer




4.6.7 Publication for SCORM 2004 LMS

This publication option is used to create the SCORM 2004 standard compliant course package
(i.e. ZIP archive with course files and SCORM metadata files). The course that is published using
this option can be imported and used in any LMS that supports SCORM 2004 standard.
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Course Publication
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Select publication type
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Note, that the course published for using in SCORM 2004 environment will
support this standard only.

As a result of publication you will get the ZIP archive, that contains all course runtime files and
course metadata files. In most cases you do not need to unzip the archive - most of LMS can
accept ZIP archive for importing. If your LMS cannot import zipped package - unzip the archive
in specified folder and use imsmanifest.xml file on the top level of folder to import course
structure.
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4.6.8 Uploading into CourseLab TeamWork

This method is used to transfer working copy of the Course into CourseLab TeamWork system
to allow simultaneous editing by team.

Course Publication @

Publication type .
Select publication type

Publish course files to:

) Run from CD

) Run under SCORM 1.2 LMS

~) Run under SCORM 2004 LMS
Run under AICC LMS

@ wpload into WebTutor (CourselabTeamWork):

| <Back || Ne> || Cancel |

LIMITATION: CourselLab application version must be supported by Courselab
TeamWork for successful import.

On the next Wizard screen fill in CourseLab TeamWork server address, and user login and
password.

Course Publication

WebTutor connection parameters A
Please enter Web Tutor server address and account data. Account must have
—

privileges to upload courses.

WebTutaor server address (DNS, Host, IP) Port
http: {fteamwork. mycompany. com a0

Login myaccount
Check access
Password sRERBERES




IMPORTANT: User must have privileges to place courses into CourseLab TeamWork
system.

Press "Next" button - if all connection parameters are correct and Internet connection is
present, Course will be uploaded into selected CourseLab TeamWork system.

4.7 Export Course Outline

Sometimes it may be useful to get outline of the Course (for demonstration or discussion
purposes). Export Course Outline is creating "screenshots" for each Slide of the Course.

To launch Export Course Outline process select menu File -> Export Course Outline.
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Export Course Outline Wizard opens up.

Course outline export E

Welcome to the Course Qutline Export Wizard! This Wizard
will help you to export course slides as images to
represent the course structure, Exported course outline
can be used for demonstration purposes.

Please note that exported course outline is not intended
for use in LMS,
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Select graphics file format, which will be used for export and select location on the local disk.

Image format .bl'.p
Select file format forimages. f.h

Save course outline as images:

@) PNG
) BMP
) PG
() TIFF
) GIF

Location:

C:'Courses\27_T5 E]

<Back || MNed> | [ Cancel |

Press "Next" button. While exporting, CourseLab will open each Slide and create screenshot.
Depending on Course complexity, this process may take significant time to complete.

Course outline is successfully saved to selected location.
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When process is finished, all graphic files will be placed into selected location.



5. Objects

Object is the basic element of Courselab, the building brick of the Learning Module. You may
construct the Learning Module of any complexity by employing various Objects and building
relationships among them.

When you insert the Object of any shape into the Frame it is placed into the Rectangular
Placeholder. You can change size and orientation of this Rectangular Placeholder. There are 3
types of Objects allocation within the Rectangular Placeholder:

e Object that can automatically adjust it’s size to the size of Rectangular Placeholder (For
example, pictures, and AutoShapes are always resizing it’s height and width to fit the
Rectangular Placeholder),

e Object that can resize by itself (autofit to contents depending, for example, on the
amount of the text)

o fixed-size Object

Two main types of Objects are used in the CourselLab for building up learning Module: internal
and complex.

Internal Objects are the primary and most frequently used Objects; they are built into the
Courselab. In fact, you can create entire learning Module by utilizing only internal Objects such
as:

e text (including tables);
e images;

e autoshapes.

Since these types of Objects are the most commonly used, the access to the Editor menu is very
simple - editing buttons are conveniently located on the toolbar.

Complex Objects are external to Courselab and loaded into the CourselLab using the Open
Object Interface.

For simulations of software execution the special object Cursor can also be employed.
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5.1 Text

Text — embedded into the editor object, which is used for creating areas within a Frame with
formatted text and tables.

5.1.1 Using Text

Inserting Text

You can add Text to a Frame as follows: select Insert -> Text Box menu option, or choose “Text
Box” icon from the toolbar.

Insert | Format Tools Module ¥

=] MewsSlide Ctrl+M

Duplicate slide

MWew Frame Ctrl+shift+M

|LI Text Box

Picture [3
kgd Object...
Ly Cursor

Timeline Actions

=+ Scenario

Area of text appears on the Slide with “Enter Text” instruction on it.
Alternatively, copy desired text to Clipboard using any text editor and Paste it into the Frame.

Text Box with copied text will be created automatically. This insertion method is more
convenient to use in many cases.

Editing Text

Using left mouse button, double click on Text Box or use “Edit text” option from the context
menu to open text editing window. Text Editing Window will open up.
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5.2 Images

Courselab enables insertion of the graphics created by any graphic editor tool into the Slides of
learning module. Please note that Courselab itself does not support graphic editing.

5.2.1 Using Images
To insert picture into Frame of the learning Module you can either choose "Picture" sub-menu
within "Insert" menu or use "Insert Picture From File" Icon on the toolbar. Locate the picture

you need to insert and press "Open" button.

Insert | Format Tools Module Window Help

=] MewsSlide Ctrl+M % 100%
Duplicate slide : |
MWew Frame Ctrl+shift+M
| Bicture , | [@ ClipArt
kgd Object... | From File..
l¢ Cursor Gqr AutoShapes

Timeline Actions
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Picture will be inserted into the Slide and file itself will be copied into the “Images” folder of
learning Module. In case file being copied already exists, the User will be prompted to cancel
file overwriting.

LIMITATION: Since Learning Modules can be further used on Internet, all file
names of the pictures should be web-safe, in particular it is recommended to use
letters and numbers of Latin alphabet only; no spaces and no special characters.

5.2.2 Valid Graphic File Formats

Any internet-friendly graphic file formats can be used in a learning course. Because learning
courses can be hosted on the Internet, it is strongly recommended that you use small graphic
files in compressed graphic formats such as GIF, JPG, and PNG. Each format has some
advantages and disadvantages, which should be taken under consideration. Below is the brief
overview of these formats.

GIF (Graphics Interchange Format)

GIF is the most common format for Internet graphics as it is supported by all Browsers and
majority of graphic editors. GIFs use a special compression algorithm (limited to 256 or less
colors and simple linear compression along the horizontal axis) allowing for a very small size of
graphic file if there are large areas of the same color. It is therefore not suitable for storing
photos and images with the large grated areas - the stored image will have a large file size and
poor quality. GIFs support transparency (you can choose a single color in the image that will be
rendered as invisible, allowing the background to show through when the image is viewed on a



Web page) but you have to remember that GIF supports only 1-bit transparency: each pixel for
the given color (so called Alpha Channel )is completely removed.

The latest version of the GIF format supports animation created by stringing together various
still images. GIF animation can be used in a learning Module. The CourselLab editor will not play
a GIF animation — only the first GIF image is displayed on the Slide in editing mode. The GIF
animation will display properly when the course is published.

JPG (Joint Photographic Experts Group)

JPG is one of the most common formats for graphic images on the Internet and is supported by
all Browsers and most graphic editors. When JPG compression is executed, the source image is
divided into square blocks with specific color and brightness information (so called
chrominance/luminance scheme) created for each block, which enables coding of this area. The
human eye is more sensitive of them to the details of shapes than to color information
therefore JPG compression reduces color information to Variable size while using 256-grade
brightness scale. The degree of color information depends on the user-defined quality setting.
Having said that, JPG format is very practical for displaying smooth color transitions and well
suited for compressing photos and pictures with high color gradient areas. However, if the
source image has multiple contrasting color changeovers, the compressed image will degrade
depending on the level of compression (there will be mottled areas around color’s edges). JPG
allows the user to choose the balance between file size and image quality but choosing a higher
guality can make the file size very large and slow to upload. Most Internet graphics are set to 72
dots per inch (dpi). Unlike GIFs, the JPEG format does not support transparency.

PNG (Portable Network Graphics)

The Portable Network Graphics (PNG) format was designed to replace the older and simpler GIF
and JPG formats. When saving at an 8-bit depth (PNG-8)the format is comparative to GIF (in
general, it provides about 15% better compression ratio than GIF, since PNG-8 performs
compression along both horizontal and vertical axes). When saving to a 24-bit depth (PNG-24),
the format provides high-quality color changeovers and a very good level of file compression.
PNG supports transparency and preserves the quality of the color changeovers regardless of
the underlying color. The only disadvantage of the PNG format is that it has limited support in
older versions of Internet Browsers and limited support by some graphic editors. Nevertheless,
since the older versions of Browsers are not supported in CourselLab Courses, we encourage
using this format if possible.

Other Formats

You can use other graphical formats which are supported by Internet Browsers, such as BMP,
WMF, and others. However, consider the fact that some Browsers display these formats
incorrectly. Besides, BMP files (and other non-compressed formats) are very large in size. The
choice is yours - if you are confident that images will be displayed correctly and network traffic
permits it — you may use these types of format in your Course.

5.2.3 Optimizing Pictures



Change the Size of Picture

Once picture is inserted, you may format picture within Courselab using controls on “Size” tab
on the “Format Picture” dialog window.

| Posttion || Display | Sound

Size and rotate
Width: 500 E Height: H
Scale
Width: 100 % Height: 100 %
Lock aspect ratio
Criginal size
Width: 500 Height: 323
File: courvoisier.jpg

QK H Cancel H Apply ]

Things to consider:

e By enlarging the picture you are not increasing the amount of information stored in the
image file, therefore the quality will definitely suffer.

e The browser’s formatting capability that is used for minimizing pictures is far from
perfect if compared to graphic editing tools. Besides that, remember that any
formatting changes you apply to Slide’s picture will not affect the size of the loaded
image file.

Therefore we do not recommend making significant changes to the format of the picture when
editing a Slide.

Optimizing Pictures
After the picture is inserted and its size is changed to fit Slide layout it is recommended to

optimize file size of picture. Use Tools -> Compress Images menu to optimize Module image
files.
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All scaled pictures in Module will be automatically resized to fit user-defined width and height
exactly with maximal possible picture quality and re-saved. Besides, pictures in BMP, WMF,
EMF formats will be converted and re-saved in PNG format to minimize file sizes.

5.2.4 Clip Art Pane

For inserting frequently used pictures it is very convenient to use Clip Art Pane in the tasks area.
It displays images thumbnails from the folder on the computer. To add picture into the Slide,
drag image thumbnail into the working area.

Unlike using the Insert From File menu, the above mentioned picture inserting method

eliminates the inconvenience of specifying the path to the picture file each time within “Open”
dialog box.

Use Insert -> Picture -> Clip Art ... sub-menu to start using Images collection or "Insert Clip Art
Icon" in the toolbar. In the right part of the main editor window, tasks area will open up
displaying the selected pane “Clip Art”.

Insert | Format Tools Module Window Help
=] MewsSlide Ctrl+M - % 100%
Duplicate slide : |
MWew Frame Ctrl+shift+M
25 Text Box
| Picture ,|@ Clip Art
kgd Object... | From File..
¢ Cursor Gqr AutoShapes
Timeline Actions
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Click “Browse...” link at the bottom of the Clip Art Pane to specify folder containing pictures
which will be accessible from the Clip Art Pane. In the opened “Select Folder” dialog box, select
folder containing pictures.
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To place picture on the slide simply drag and drop image icon into slide area.



5.3 Complex Objects

5.3.1 Rapid Development

5.3.1.1 Image Gallery 1 (with paging)

Image Gallery 1 is used for displaying multiple images in one block with "paging", i.e. one by
one. In case width or height of the image is more than object's image block, images will be
automatically resized to fit the block. Images that are less than image block will be displayed "as
is" (no scaling). If allowed, user also can click the image to open original size picture in separate
window.

Example of object appearance:

There are 4 configurable zones in the Object:

Background (blue on the picture).

Images block (white area with gradient where images are displayed).

Caption (text block below the image block with text description for each image).

Buttons.

IMPORTANT! Please take in account, that each image will consume time to
download and computer resources to handle. Though there are no technical
restrictions on quantity of images in the object, you should consider possible
learners computer and network restrictions.

Object parameters



Image Gallery 1

3

| Images block || Descrption || Button || Background || Sound

Images list: + = 4 & [

Image Description Sound L

CCourses®2 6 ...  "Buran"&nbspiis ...

CCourses®26_... Transportung "E...

C*Courses®26_... Transportung "E...

CCoursesh26_... Setting upénbsp;...

C*Courses®2 6 ... "Energia - Buran...

CCourses®26_... "Energia - Buran...

C*Courses®26_... "Energia - Buran... L

C*Courses®26_...  lgnition!

CMCourses®26_...  Poelchalil

C*Courses®26_...  "Buran” orbiter

CCourses®2 6_... Backto Earh

C*Courses®26_... "Buran” before ...

C*Courses®2.6 ... "Buran" landing b

|Use transitions on images display

Transition: | Bo out “w

Duration: BeC.

Display orginal image in separate window

Tooltip Open: |Cli|:k on the picture to view full size |

Window title: |Fu|| size picturs |

Tooltip Close: |Cli|:k on the picture to close this pict |

ok J[ cancel J|

On the "Images" tab you can define the list of images with their descriptions and optional
sound files for each image, transition effects. Display original image in separate window
checkmark allows opening original image.

Use "+" button to open image properties dialog.

|n:nCn:nurse 2 6v2mages“buran3 jpg | E]
|
(]

][ Cancel ]

Image file:

Image description: |

Sound file: |

| ok

Select image file and fill Description field. You can also attach sound file to each image (.swf or
.mp3/.wma/.wav). It will be played when user selects this image.



Image Gallery 1 le

Images | Images block |Desu:riptinn Button | Backaround | Sound

i

Color scheme: | White I

Border width: E P

Gradient angle: degrees
Comer arc size: 0.015 ffrom Ota 1)
Inner mangin: e

[ QK l [ Cancel ] Apph

On the "Images block" tab you can switch displaying of image block on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width,
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



Image Gallery 1 le

Images | Images bInu:I-:| Description |E=L|tt|::n Background | Sound

i

Color scheme: | Steel Blue I
Border width: E P
Gradient angle: EI degrees

Comer arc size: ffrom Ota 1)
Inner mangin: E i

Block height (%)

Interblock spacing: EI P

[ QK l [ Cancel ] Apph

On the "Description" tab you can switch displaying of descriptions on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width,
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



Image Gallery 1 E|

| Images || Images block || Description | Button | Background || Snund|

[v]iLlse default color scheme:

Color schemes: | Steel Blue w |

Border width: IE' i
Gradiert angle: EI deqrees

[] Buttons on description pane

[ QK H Cancel ] Apph

On the "Button" tab you can define buttons display parameters:

e color scheme (one of predefined or custom),
e border width,

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,



Image Gallery 1 le

Images || Images block || Description Euttu::n| Backaround | Sound

i

Color scheme: | Blug I
Border width: E P
Gradient angle: EI degrees

Comer arc size: 0.025 |ffrom Oto 1)
Inner mangin: e

[ QK l [ Cancel ] Apph

On the "Background" tab you can switch displaying of background block on and off and define
its display parameters:

e color scheme (one of predefined or custom),
e border width,
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



Image Gallery 1 E

Images || Images block || Descrption || Button Backgmund| Sound I_

[]se sound effects:

Events with sound: | Mouseaver and click v |
Maouseover sound: | Standard 4 bl |
Click sound: | Standard 2 W |

ok ] [coes |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.1.2 Image Gallery 2 (with icons ribbon)

Image Gallery 2 (with icons ribbon) is used for displaying multiple images in one block on click
on icons in the icon ribbon. In case width or height of the image is more than object's image
block, images will be automatically resized to fit the block. Images that are less than image
block will be displayed "as is" (no scaling). If allowed, user also can click the image to open
original size picture in separate window.

Example of object appearance:



There are 4 configurable zones in the Object:

e Background (blue on the picture).

e Images block (white area with gradient where images are displayed).

e Caption (text block below the image block with text description for each image).
e lcons block.

IMPORTANT! Please take in account, that each image will consume time to
download and computer resources to handle. Though there are no technical
restrictions on quantity of images in the object, you should consider possible
learners computer and network restrictions.

Object parameters



Image Gallery 2

| Explanation || Background || Sound |
Images | lconz block [ Images block |
Images list: + = 4+ & &
Image Description Sound L
CCourses®26_... "Buran"&nbspis ...
CMCourses®2 6 ... Transportung "E...
CCourses®26_... Transportung "E...
C*Courses®2.6_... Setting updnbsp;...
C*Courses®26_... "Energia - Buran...
C*Courses®2 6 ... "Energia - Buran...
CCourses®26_... "Energia - Buran... L
C*Courses®26_...  lgnition!
CCourses®26_... Poskhali!
CMCourses®2 6 ... "Buran" orbiter
CCourses®2 6_... Backto Earh
C*Courses®26_...  "Buran” before ...
CMCourses®2 6 ... "Buran” landing v
|se transitions on images display
Transition: | Box out v
Duration: SEC.
Digplay orginal image in separate window
Tooltip Open: |Clin::k an the picture to view full size |
Window title: |Fu|| size picture |
Tooltip Close: |Cli|:k on the picture to close this pict |
(o J o] o0

On the "Images" tab you can specify the list of "image-description-sound" blocks and using
transition effects.

Use "+" button to open image properties dialog.

|Cu:-urse 2.6M\1\images‘buran20 jpg | E]

Image file:

Create icon automatically

| |
[
(]

][ Cancel ]

Image description: |

Sound file: |

| ok

Select image file and fill Description field. You can also attach sound file to each image (.swf or
.mp3/.wma/.wav). It will be played when user selects this image.



Image Gallery 2 le

Explanation Background Sound
Images | lcons block | Images block
[] Display backaround

|Use default color scheme

Color scheme: | Elue v

lcons height: pix.
Black margin: EI P

gL

Border width:
Gradient angle: EI degrees
Comer arc size:
Imterblock spacing: EI i
| ok || cancel || soply || Hep |

On the "lcons block" tab you can switch displaying of icons ribbon on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width,
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



Image Gallery 2

X]

Explanation Background Sound
Images lcone block | Images black
[ Display backaround

Color scheme: | White I
Border width: IE' o
Gradiert angle: IEI degrees

Comer arc size: 0.015  |ffrom Oto 1)
Inner margin: i

| ok || cancel || soply || Hep |

On the "Images block" tab you can switch displaying of image block on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width,
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



X]

Image Gallery 2

Images lcons block Images block
Bxplanation | Background Sound
Color scheme: | Blue I
Border width: IE' o
Gradiert angle: Eldegrees
Comer arc size: ffrom Ota 1)
Inner margin: E o
Block height (%):
Interblock spacing: EI P
| ok || cancel || soply || Hep |

On the "Caption" tab you can switch displaying of description block on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width,
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



X]

Image Gallery 2

Images lcons block Images block
Explanation | Background | Sound

Color scheme: | Blue I
Border width: IE' o
Gradiert angle: IEI degrees

Comer arc size: 0.025 |ffrom Oto 1)
Inner margin: i

| ok || cancel || soply || Hep |

On the "Background" tab you can switch displaying of background block on and off and define
its display parameters:

color scheme (one of predefined or custom),

e border width,
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



X]

Image Gallery 2

Images lcons block Images block
Explanation Background | Sound
[]ise sound effects
Events with sound: | Mouseover and click v |
Mouseover sound: | Standard 1 v |
| |
Click sound: | Standard 1 N |
| |
| ok || cancel || soply || Hep |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.1.3 Pointer

Pointer is used for displaying short and/or long description when learner selects small active
point on the slide.

Example of object appearance:



Object parameters

Object consists of small round active point - pointer, and 2 descriptions (short and long).

Pointer with description

cirter | Description H Suund|

Pointer placement: Middle right i

Color scheme COrange i

Poirter size:
Painter symbal:

Transition:
Duration SEC

Nomal MouseOver Selected
Fort: [Tahoma & [Tahoma | [Tahoma |
| i & |
Fort size: px px [12 |me
Font weigh: [Bold v [Bod v [Bod |
Font style: v [Nomdl | [Nomal |
Font color: | G-
Border width
Eorder color: 7=
Fill zalar mair: C | .

Fill calor gradient: | HF

Gradient angle:

Eldeg.

Help

On the "Pointer" tab you can define pointer size, colors (one of the predefined color schemes

or custom), pointer/description position and transition effects.

Pointer symbol - optional symbol (for example, number).




Pointer with description

Poirter | Sound
Display mode: | Short on over -long on click w | Preview in edtor: | Long description w ‘

Shart description

Description text: | |

Transition: |Random dissolve v| Duration: sec.

Color scheme: | Use pointer scheme ~ | l:l

Gradient angle: [0 |des [FEEEEEE |

Border wicth: px [sFFFFE_ |

Comer arc size (0-1) Sound file: | | D
Long description

Description texi: | |

Transition: |Random dssclve v Durstion: sec.

Color scheme: [Use poirter scheme v [Fosssss |

Gradient angle: E| deg. |:|

Border wicth: px |:|

Comer arc size (0-1): Sound file: | | E]

On the "Description" tab you can select events that will trigger display of descriptions and

define its display parameters:

e color scheme (one of predefined or custom),

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or

border width,

height - shorter one),

e transition effect.

e You can also attach sound file to each description (.swf or .mp3/.wma/.wav). It will be

played when user selects this description.




Pointer with description

Pointer || Description |

Use sound effects

Events with sound: | Mouseaver and click v |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 i |

[ QK l [ Cancel ] Apph @

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.1.4 Tab block (leftside tabs)

Tab block objects are used for displaying group of similar descriptions in one tabbed block.

Example of object appearance:



Avocado

Brencive The eggplant. aubergine, begun, or brinjal

(Solanum melongena), is a plant of the family
Solanaceae (also known as the nightshades) and
genus Solanum. It bears a fruit of the same name,
commonly used as a vegetable in cooking. As a
Cucumbers nightshade, it is closely related to the tomato and
potato and is native to Bangladesh, Pakistan, Sri
Lanka and india.

It is a delicate perennial often cultivated as an

Eggplant
large coarsely lobed leaves that are 10to 20ecm

Object parameters

Tab block (leftside tabs)

Elements list: + = & & Iﬁn
Tab Description Sound Colar
Avocado The avoca... White
Breadfruit Breadfruit tr... White
Cucumbers The cucum... White
Egaplant The eqapla... White

Tab width: % from full width
Tab comer arc size: ffram Oita 1)

Description comer arc size: 0.015 | from Ote 1)

Border width: EI P
Tab inner margin: EI o

Description inner margin: EI i

Intertab spacing: EI o

Tab-description spacing: EI i

None selected text: |Eee:' ane of the tabs -|
| ok || cance | omh Help

On the "Elements" tab you can define list of elements and its descriptions in the displaying
order.



[ |Display this tab selected from the start:

Tab text:
Description texd:
Sound file:

Color scheme:

Border calar:

Fill calar main:

Fill color gradient::

Gradiert angle ([degrees):

Border calar:

Background caolar:

|

|

[

White

v|

MNormal

feceeee |0
eceeee |0
|0
E—

Selected element ab and description)

MouseCver

eceerr |0
eceerr |0
e |0

b ]

| Border color nomal: L |
L 1
0

[ oK ] [ Cancel

]

For each element you can define Tab text - short text for element. Description text - Rich Text
field for full descrioption of the element. Vertical scrolling will be added automatically and
sound file, which will be played on tab selection. You can add sound file for each Tab.

Display this tab selected from the start makes current tab "default" tab. If this checkbox is not
checked at one of the tabs, then None selected text will be displayed in description area at
object display. If checkbox is checked at more than one tab - first checked tab becomes default,

others will be ignored.

Select one of the predefined color schemes or define custom colors for tab/description blocks,
gradient angle for background, and common display parameters: corner arc sizes and spacings.

Other params include:

e tab width (in percent),

e corner radius - in pixels or relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or

height - shorter one),

e border width (in pixels),

e intertab spacing.



Tab block (leftside tabs)

Elementsl Background |Suund

X]

Display backaround

Colar scheme: | Blug 3
Border width: E i
Gradient angle: EI degrees

Comer arc size: 0.025 |ffrom Oto 1)
Inner mangin: e

| ok || cance || oy || Hep |

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width (in pixels),
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



X]

Tab block (leftside tabs)

Elements Eackgmund| Sound |
[¥]iss sound effects:
Everts with sound: | Mouseover and click v |
Mouseover sound: |Staru:|ard 1 v|
| |
Click sound: |Staru:lan:| 1 V|
| |
| ok || cance || oy || Hep |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.1.5 Tab block (top tabs)
Tab block objects are used for displaying group of similar descriptions in one tabbed block.

Example of object appearance:



Eggplant

The eggplant, aubergine, begun, or brinjal (Solanum melongena). is a plant of the family
Solanaceae (also known as the nightshades) and genus Solanum. It bears a fruit of the same
name, commonly used as a vegetable in cooking. As a nightshade, it is closely related to the

tomato and potato and is native to Bangladesh, Pakistan, Sri Lanka and India.

It is a delicate perennial often cuitivated as an annual. It grows 40 to 150 cm (16 to 57 in) tall,
with large coarsely lobed leaves that are 10 to 20 cm (4-8 in) long and Sto 10 cm (24 in)

Object parameters
Tab block (top tabs) X
E|E|TIEHTS| Backaground || Sound |
Blements list: b = 4 F lﬁ
Tab Description Sound Color
Avocado &nbsp; The ... Green
Breadfruit Anbsp;Brea. .. Green
Cucumbers &nbsp; The ... Green
Egaplant &nbsp; The ... Green
Tab height: % from full height
Tab comer arc size: from Oto 1)
Description comer anc size: 0.0075| from Oto 1)
Border width: 6 |mx
Tab inner margin: EI o
Description inner margin: EI pix
Intertab spacing: EI px
Tab-description spacing: EI i
None selected texd: |3-3-3:'. one of the tabs o |
| ok || cance | 2o Help

On the "Elements" tab you can define list of elements and its descriptions in the displaying

order.



[ |Display this tab selected from the start:

Tab text:
Description texd:
Sound file:

Color scheme:

Border calar:

Fill calar main:

Fill color gradient::

Gradiert angle ([degrees):

Border calar:

Background caolar:

|

|

[

| Green

v|

MNormal

feceeee |0
eceeee |0
|0
E—

Selected element ab and description)

MouseCver

eceerr |0
eceerr |0
e |0

b ]

| Border color nomal: L |
L 1
0

[ oK ] [ Cancel

]

For each element you can define Tab text - short text for element. Description text - Rich Text
field for full descrioption of the element. Vertical scrolling will be added automatically and
sound file, which will be played on tab selection. You can add sound file for each Tab.

Display this tab selected from the start makes current tab "default" tab. If this checkbox is not
checked at one of the tabs, then None selected text will be displayed in description area at
object display. If checkbox is checked at more than one tab - first checked tab becomes default,

others will be ignored.

Select one of the predefined color schemes or define custom colors for tab/description blocks,
gradient angle for background, and common display parameters: corner arc sizes and spacings.

Other params include:

e tab height (in percent),

e corner radius - in pixels or relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or

height - shorter one),

e border width (in pixels),

e intertab spacing.



Tab block (top tabs) X
Sound
Display background
Color scheme: | Blug I
Border width: E P
Gradient angle: EI degrees
Comer arc size: ffrom Ota 1)
Inner mangin: e

[ QK l [ Cancel ] Apph

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width (in pixels),
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



Tab block (top tabs)

X]

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

[ QK l [ Cancel ] Apph

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.1.6 Tab block (with buttons)

Tab block objects are used for displaying group of similar descriptions in one tabbed block.

Example of object appearance:



The eggplant, aubergine, begun, or brinjal (Solanum melongena), is a plant
of the family Solanaceae (also known as the nightshades) and genus Solanum.
It bears a fruit of the same name, commonly used as a vegetable in cooking. As a
nightshade, it is closely related to the tomato and potato and is native to
Bangladesh, Pakistan, Sri Lanka and India.

It is a delicate perennial often cultivated as an annual. It grows 40 to 150 cm (16 +

Object parameters



Tab block (bottom buttons)

Elements list: =1yt Iﬁ
Description Sound Calar

Awvocado Lightblue

Breadfruit Lightblue

Cucumbers Lightblue

&nbsp; The eggpl... Lightblue

Button height: % from full height

Symbols on buttons: |Puabin:: numbers b |

Sumbols sequence; | |

Font: |"u"erdana hd |

| |
Font style: | Bald " |
Fort size (pu):

Button comer arc size: ffrom Oito 1)
Description comer anc size: ffrom Ota 1)
Border width: 4 |

Button inner margin: EI e

Description inner margin: EI P

Interbutton spacing: EI P

T E| P

Mone selected tex: |.-'ee:':-+:-'--+_-_--:-|
| ok || cance | momh Help

On the "Elements" tab you can define list of elements and its descriptions in the displaying
order.



X

[ ] Display this button selected from the start

Description text: | |
Sound file: | | E]
Color scheme: | Green v |

Nomal MouseOver Selected

Border color: sccocee | () [weceere | [ (]
Fil color main: sccocee | [ [secesre | [ (]
Fill color gradient: arrrrre | (L) [aFFFEE [ L] (]
Fortt color: [avmmes | (] [sovmerr | () (]
Gradient angle (degrees): [0 R | ]

[ ] Use custom description fill color

E=m

oK ][ Cancel ]

For each element you can define Tab text - short text for element. Description text - Rich Text
field for full descrioption of the element. Vertical scrolling will be added automatically and
sound file, which will be played on tab selection. You can add sound file for each Tab.

Display this tab selected from the start makes current tab "default" tab. If this checkbox is not
checked at one of the tabs, then None selected text will be displayed in description area at
object display. If checkbox is checked at more than one tab - first checked tab becomes default,
others will be ignored.

Select one of the predefined color schemes or define custom colors for tab/description blocks,
gradient angle for background, and common display parameters: corner arc sizes and spacings.

Other params include:

e tab height (in percent),

e corner radius - in pixels or relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e border width (in pixels),

e interbutton spacing.



Tab block (bottom buttons)

X]

Sound
Dizplay background
Color scheme: | Blug I
Border width: E P
Gradient angle: EI degrees
Comer arc size: ffrom Ota 1)
Inner mangin: e

[ QK l [ Cancel ] Apph

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width (in pixels),
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



Tab block (top tabs)

X]

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

[ QK l [ Cancel ] Apph

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.1.7 Tab block (accordion)

Tab block objects are used for displaying group of similar descriptions in one tabbed block.

Example of object appearance:



I : Eggplant I

The eggplant, aubergine. begun, or brinjal (So/lanum melongena), is a plant of the family
Solanaceae (also known as the nightshades) and genus Solanum. It bears a fruit of the same
name, commonly used as a vegetable in cookina. As a niahtshade, it is closely related tothe  ~

Object parameters

Accordion tab block

Elements list: $ = 4 & &
Tab Description Sound Caolor
Avocado Avocado is. .. Green
Breadfruit Breadfruit is... Green
Egaplant &nbsp; The... Green
Cucumbers Cucumbers ... Green

Tab height: i
Tab comer arc size: ffrom Oita 1)

Description comer arc size: 0.0075| from Oto 1)

Border width: E oo
Tab inner margin: EI o

Description inner margin: EI o

Intertab spacing: EI ot

None selected text: |3-3 ect one of the tabs |
| ok || cance | = epn Help

On the "Elements" tab you can define list of elements and its descriptions in the displaying
order.



Display this tab selected from the start:

Tab text:

| |
Description texd: | |
|

Sound file: ]
Color scheme: | Green v |

Normal MouseOver Selected
Border color: wmcceece | () |mcceerr | (L] |scceerr [
Fill color main: wmcceeee | [ [scceerr | [L] |gFrrrre | L]
Fill color gradient: wrrrFrF | L] |wFrrere | L] |wcceerF | [L]
Fort color: 999999 | [ ] [wassorF | (] [wasesrr  |[]
Gradient angle (degrees): [0 | o | o |

|Use custom description fill calor

Background calor: E]

[ oK ][ Cancel ]

For each element you can define Tab text - short text for element. Description text - Rich Text
field for full descrioption of the element. Vertical scrolling will be added automatically and
sound file, which will be played on tab selection. You can add sound file for each Tab.

Display this tab selected from the start makes current tab "default" tab. If this checkbox is not
checked at one of the tabs, then None selected text will be displayed in description area at
object display. If checkbox is checked at more than one tab - first checked tab becomes default,
others will be ignored.

Select one of the predefined color schemes or define custom colors for tab/description blocks,
gradient angle for background, and common display parameters: corner arc sizes and spacings.

Other params include:

e tab height (in pixels),

e corner radius - in pixels or relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e border width (in pixels),

e intertab spacing.



Accordion tab block

X]

Sound
Display background
Color scheme: | Blug I
Border width: E P
Gradient angle: EI degrees
Comer arc size: ffrom Ota 1)
Inner mangin: e

[ QK l [ Cancel ] Apph

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width (in pixels),
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



Accordion tab block

X]

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

[ QK l [ Cancel ] Apph

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.1.8 Tab block (timeline)

Tab block objects are used for displaying group of similar descriptions in one tabbed block.

Example of object appearance:



The Invasion of Russia 2

The Treaty of Thsit in 1807 resuited in the Anglo-Russian War (1807-12). Emperor Alexander |
declared war on the United Kingdom after the British attack on Denmark in September 1807. British
men-of-war supported the Swedish fleet during the Finnish War and had victories over the Russians in
the Gulf of Finland In July 1808 and August 1809. However, the success of the Russian army onthe

. amAA L

Elements list: d = @ ¥
Tab Description Sound Colar ™
1803 War betwe... Green
1805 War of the ... Green =
1306 War of the ... Green
1809 War of the ... Green D
1812 The Invasio... Green ¥

Button height: % from full height

Button amow offset: P

Description comer anc size: ffrom O'ta 1)

Border width: 4

Button inner margin: EI o

Description inner margin: EI P

Imterbutton spacing: EI pu

Button-description spacing: EI P

Mone selected texd: |?-3 ect one of the button |

| ok || cance | e Help

On the "Elements" tab you can define list of elements and its descriptions in the displaying
order.



X

[ Display this button selected from the start!

Tab text:

| |
Description texd: | |
Sound file: | | E]

Color scheme: | Green b’ |

Mormal MougeOver Selected

Border color: laccecee | [ [mcceerr |[L] (]
Fill color main: scceeee | (] [scceere | [ (]
Fill color gradient: arrrrre | (L) [aFFrrrE [ [ (]
Gradient angle (degrees): [0 R | ]

Ise custom description fill color

Background color: E]

[ oK ][ Cancel ]

For each element you can define Tab text - short text for element. Description text - Rich Text
field for full descrioption of the element. Vertical scrolling will be added automatically and
sound file, which will be played on tab selection. You can add sound file for each Tab.

Display this tab selected from the start makes current tab "default" tab. If this checkbox is not
checked at one of the tabs, then None selected text will be displayed in description area at
object display. If checkbox is checked at more than one tab - first checked tab becomes default,
others will be ignored.

Select one of the predefined color schemes or define custom colors for tab/description blocks,
gradient angle for background, and common display parameters: corner arc sizes and spacings.

Other params include:

e tab height (in percent),

e corner radius - in pixels or relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e border width (in pixels),

e intertab spacing.



Tab block (timeline)

Sound
Display background
Color scheme: | Blug I
Border width: E P
Gradient angle: EI degrees
Comer arc size: ffrom Ota 1)
Inner mangin: e

[ QK l [ Cancel ] Apph

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width (in pixels),
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



Tab block (timeline)

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

[ QK l [ Cancel ] Apph

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.1.9 Managed tab block vertical

Tab block objects are used for displaying group of similar descriptions in one tabbed block. This
type of Object its own Controls ribbon with Next/Previous buttons.

Example of object appearance:



&
DJs (¥

Controversial radio DJ Howard Stemn is to replace Piers Morganon  ~
the judging panel of America's Got Talent, it has been announced.

Stern, 57, who presents a daily radio show on Sirus XM, will jomn
Howie Mandel and Sharon Osbourne on the team.

The star has vowed to give honest opinions and said &t was lkely that &
“feelings are going to be hurt”,

An original "shock jock”, Stern has often been in trouble for off-colour
remarks and comic transgressions.

In 2004, he was dropped by media giant Clear Channel after it was
fined for indecency.
Despite his sometimes offenstve and often sexual language, the DJ

. says he does not delberately set out to cause controversy. -

\S

Object parameters

Elemerts | Tabs | Controls | Descriptions | Background | Sound |

Elements list: b o= & B @

Tab

Howard Stem
Pierce Margan

Restore object state

0K J[ Cameel || ooty || Hep |

On the "Elements" tab you can define list of elements and its descriptions in the displaying
order.



This Object can restore its state, i.e. when learner returns to the Slide it will see Object in the
same state.

oy

i

Digplay this tab selected from the start:

Tab text: Howard Stem
Description tead: Controversial radio 0 Howard Stem is to rep
Sound file;

LB &

| oK || Cancel

Tab text - short text that will be displayed on the Tab. Description - full text that will be
displayed in Description Area of the Object when corresponding Tab is selected. This is Rich
Text field - it can contain pictures, tables, links etc. Scroll bar will be added automatically when
text size will exceed Description Area size. For each element you can define sound file with
narration.

Display this tab selected from the start checkbox allows displaying this Tab selected from the
start (and also displaying its preview in Edit mode). In case no Tab is selected first Tab will be
selected by default. In case more than one Tab is selected - first selected Tab will be active,
others will be ignored.



[ Managed tab block vertical @
Elernerrtsl Tabs |Currtro|s | Descriptions | Background |Suund|
Color scheme: [Steel Blue v]
Custorn colar: HCCCCFF
Brightress: [ Light = ]
Color scheme selected: [Oli\re v]
Custom colar: HFFFFS5
Fill brightness: [ Light - ]
Border width: 1 i
Tab width (3): 0
Tab font: Tahoma -
Custarn fant:
Fort size: 12 px
Fort style: Eold -
Margin top/bottom: 17 =
Margin left fright : 12 px
Shadow strength: [Nurrnal v]
| oK || cance || ool Help

Select color schemes for idle and selected states - one of predefined or custom. You can also
lighten or darken colors of selected color schemes. Change tab width (in percents of full Object
width) and Tab font settings.



[ Managed tab block vertical
| Blements | Tabs | Cortrols | Descriptions | Background | Seund |
[¥]Display controls ribbon:
Title text: Dis
Color scheme: [ Blue - ]
Custom color: #980007
Fill brightniess: [ Namal - ]
Title font: | Tahoma v
Custom font:
Font style: |Boid -
| oK || cance || ool Help

On the Controls tab you can change display parameters for Controls ribbon and buttons or
switch it off.



Managed tab block vertical @
Blements | Tabs | Controls | Descriptions | Background | Suund|

Color scheme: [Wh'rte - ]
Cusztom color: HEEEEFF

Fill brightress: [ Mormal = ]
Border width: 1 i

Margin top/bottom: 17 =

Margin left fright : 12 px

| oK || Ccancel Aoply Help

On Descriptions tab you can change display parameters for Description Area.



’ Managed tab block vertical @w
| Elemerts |Tabs | Cortraols | Descriptions | Background | Sound
Color scheme: [Gre'_f - ]
HCCCCCC
HEEEEEE
HFFFFFF
Fill brightness: Lightest -
Border width: 2 o
Gradient angle: 0 deq.
Comer radius: 10 p=x
[nner mangin: 17
Shadow strength: Momnal -
0k || Cancel Aoply Help

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

¢ color scheme (one of predefined or custom),

e border width (in pixels),

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,
e corner radius,

e inner margin.



Bnok BepTMKANEHBIA YyNPaENAEMBIA @

AnNeMeHTEI | JaKnagkM | YnpaeneHue |

[MoAcHEHWA | Mognokia | JEYH

McronsSoBats SEYKOBLIE SpEK T

Cofieimin co sByKom: [Haxame ¥ HEEEOEHUE *]
3BYK ANA HEBEAEHWA! [Cmnn.apmbm 1 ']
3BYK ANA HIKATHA: [EmHn,apmblﬂ 1 "]

[ 0K ][ Cimaeta ] MpuMeHTE

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Item Displayed On every tab selection

on First Item Displayed | When first tab is selected

on Last Item Displayed |When las tab is selected

on All Items Displayed |When last unvisited tab is selected. Note that this event fires only once.



Object Methods

The state of the Object can be modified using methods.

Method name Execution Result

NEXT ITEM Selects next tab (if applicable)

PREVIOUS ITEM Selects previous tab (if applicable)

DISPLAY Selects tab that is selected in method parameter, starting from 1 (if applicable).

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

Property Returns Syntax

item Number of current opened tab (starting from 1) SOBJ_ID.item

allVisited Returns "1" if all tabs have been visited, "0" otherwise. | SOBJ_ID.allVisited

5.3.1.10 Managed tab block "Sequence"”

Tab block objects are used for displaying group of similar descriptions in one tabbed block. This
type of Object its own Controls ribbon with Next/Previous buttons.

The main feature of this Object is its ability to group elements.

Example of object appearance:

DJs 80

Controversial radio DJ Howard Stem is to replace Piers Morgan on the judging panel of America’s Got -
Talent, it has been announced

Stern, 57, who presents a daily radio show on Swius XM, will join Howie Mandel and Sharon Osbourne on
the team

m

The star has vowed to give honest opinsons and said it was bkely that "feekngs are gomng to be hurt”
An original "shock jock”, Stem has often been in trouble for off-colowr remarks and comic transgressions
In 2004, he was dropped by media giant Clear Channel after it was fined for indecency

Despite his sometimes offensive and often sexual language, the DJ savs he does not deliberately set out to
cause controversy

d Stemn | =

- s bbbt =
pme—— ¥
Group Group

Object parameters



-

Managed tab block "Sequence” @

Elements |Tabs | Cortrals | Descriptions | Background |Snund|

Group list: + = @ % F
Scheme Title
Steel Blue MNomal Group
Custom Momal Group

[] Restore object state

| oK || Ccancel Aoply Help

On the "Elements" tab you can define list of groups, elements in groups and their descriptions.

This Object can restore its state, i.e. when learner returns to the Slide it will see Object in the
same state.

In the Group Edit dialog you can fill in all elements for this group, its color scheme.



3 ==

Caolor scheme: ISteel Blue *I
Custom colar: HO20007 B
Fill brightness: I Momal - I
(Group name: Group
Group elements list: + = 4 & F

Display this element selecte...  Hement

Mo Howard Stem

0K || Cancel

5 ==

[ |‘Display this element selected from the start:

Blement name: Howard Stem
Description tesd: Cortroversial mdio DJ Howard Stem is to rep
Sound file: Q

[ oK || Cancel |

Tab text - short text that will be displayed on the Tab. Description - full text that will be
displayed in Description Area of the Object when corresponding Tab is selected. This is Rich
Text field - it can contain pictures, tables, links etc. Scroll bar will be added automatically when
text size will exceed Description Area size. For each element you can define sound file with
narration.

Display this tab selected from the start checkbox allows displaying this Tab selected from the
start (and also displaying its preview in Edit mode). In case no Tab is selected first Tab will be
selected by default. In case more than one Tab is selected - first selected Tab will be active,
others will be ignored.



-

[ Managed tab block "Sequence” @
| Controls | Descriptions | Background |Snund|

Border width: 1 o

Shadow strength: [Nurrnal 7]
Group font

Font: [Tahnma v]

Custom font:

Fort size: 11 px

Fonit style: [Bcld v]
Element font

Fort: [Tahuma v]

Custarn fant:

Fort size: 11 px

Fort style: Eold -

| oKk || cance || ool Help

Select color schemes for idle and selected states - one of predefined or custom. You can also
lighten or darken colors of selected color schemes. Change Tab font settings.



[ Managed tab block "Sequence”
| Elements | Tabs |; Cortrols | Descriptions | Background | Sound |
Display controls ribbon
Title ted: Dls
Color scheme: (Blue -
Custam colar: #980007
Fill brightniess: [ Namal - ]
Title fortt: [Tahnma - ]
Custom font:
Font style: | Bold -
| oK || cance || ool Help

On the Controls tab you can change display parameters for Controls ribbon and buttons or
switch it off.



Managed tab block "Sequence”

| Background | Suund|

Color scheme: [E,‘:,,r group scheme V]
Custorn colar: HEEEEFF

Fill brightness: [ Momal - ]
Border width: 1 i

Margin top/bottom: 17 =

Margin left fright : 12

IUse custom fill color
Fill color: HEFFEFF E]

| oK || Ccancel Apply Help

On Descriptions tab you can change display parameters for Description Area.



[ Managed tab block "Sequence” @
| Elements | Tabs | Controls | Descriptions |} Backaround {| Seund |
Dizplay background
Color scheme: [G,-E._,r - ]
HCCCCCC
HEEEEEE
HFFFFFF
Fill brightness: Lightest -
Border width: 7 i
Gradiert angle: 0 deq.
Comer radius: 10 =
[mner mangin: 12 px
Shadow strength: MNomal -
OK || Cancel ||  ophy Help

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

¢ color scheme (one of predefined or custom),

e border width (in pixels),

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius,

e inner margin.



Managed tab block "Sequence”

[] Use sound effects
Mouseover and click

Standard 1

Standard 1

| oK || Ccancel Apph, Help

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Item Displayed On every tab selection

on First Item Displayed | When first tab is selected

on Last Item Displayed |When las tab is selected

on All Items Displayed |When last unvisited tab is selected. Note that this event fires only once.

Object Methods



The state of the Object can be modified using methods.

Method name Execution Result
NEXT ITEM Selects next tab (if applicable)
PREVIOUS ITEM Selects previous tab (if applicable)

DISPLAY Selects tab that is selected in method parameter, starting from 1 (if applicable).
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

Property Returns Syntax
group Current group number (starting from 1) SOBJ_ID.group
item Current tab number inside the group (starting from 1) |SOBJ_ID.item

allVisited Returns "1" if all tabs have been visited, "0" otherwise. | SOBJ_ID.allVisited

5.3.1.11 Managed tab block "Accordion”

Tab block objects are used for displaying group of similar descriptions in one tabbed block. This
type of Object its own Controls ribbon with Next/Previous buttons.

Example of object appearance:

Dls G Q

Howard Stern

Controversal radio DT Howard Stem is to replace Piers Morgan on the judging panel of America’s Got -
Talent, it has been announced.

Stemn, 57, who presents a daly radio show on Somes XM, vall jom Howae Mandel and Sharon Osboune on
the team .

The star has vowed to gre honest opindons and sud it was Bcely that “feelngs are gong to be hurt”.
An onginal "shock jock”, Stern has often been in trouble for off-colour remarks and comic transgressions.
In 2004, he was dropped by media giant Clear Channe] after it was fined for mdecency

Despite his sometmes offensive and often sexual language, the DJ savs he does not deliberately set outto

| — )

Object parameters



-

Managed tab block "Accordion” @

Bements list: = @& f]:'

Tab

Howard Stem
Peirce Morgan

[] Restore object state

OK || Cancel ||  ophy Help

On the "Elements" tab you can define list of elements and its descriptions in the displaying
order.

This Object can restore its state, i.e. when learner returns to the Slide it will see Object in the
same state.

- )

3 ==

[ | Display this tab selected from the start

Tab text: Howard Stem
Description tead: Cortroversial mdio DJ Howard Stem is to rep
Sound file: E]

[ ok || Cancel |

Tab text - short text that will be displayed on the Tab. Description - full text that will be
displayed in Description Area of the Object when corresponding Tab is selected. This is Rich
Text field - it can contain pictures, tables, links etc. Scroll bar will be added automatically when
text size will exceed Description Area size. For each element you can define sound file with
narration.



Display this tab selected from the start checkbox allows displaying this Tab selected from the
start (and also displaying its preview in Edit mode). In case no Tab is selected first Tab will be
selected by default. In case more than one Tab is selected - first selected Tab will be active,
others will be ignored.

[ Managed tab block "Accordion” |
Elements | Tabs | Controls | Desciptions | Background | Sound |

Color scheme: | Steel Blue -
HCCCCFF

Brightriess: [ Light - ]

Color scheme selected: [Glive v
HFFFFS9

Fill brightress: [ Light -

Border width: 1

Tab font: | Tahoma v

Fort size: 12 px

Fort style: Bold E

Margin top/bottom: 12 =

Margin left /right : 12 px

Shadow strength: [NWE" v]

| oKk || cCancel || pply || Hep |

Select color schemes for idle and selected states - one of predefined or custom. You can also
lighten or darken colors of selected color schemes. Change Tab font settings.



[ Managed tab block "Accardion”
| Elements | Tabs |; Cortrols | Descriptions | Background | Sound |
Display controls ribbon
Title ted: Dls
Color scheme: (Blue -
Custam colar: £980007
Fill brightniess: [ Namal - ]
Title fortt: [Tahnma - ]
Custom font:
Font style: | Bold -
ok J[ Cancel || ooy [[ Hep |

On the Controls tab you can change display parameters for Controls ribbon and buttons or
switch it off.



Managed tab block "Accordion”

| Background | Suund|

Color scheme: [E}rtab scheme V]
Custorn colar: HEEEEFF

Fill brightness: [ Momal - ]
Border width: 1 i

Margin top/bottom: 17 =

Margin left fright : 12

IUse custom fill color
Fill color: HEFFEFF E]

ok J[ Cancel || ooy [[ Hep |

On Descriptions tab you can change display parameters for Description Area.



.

Managed tab block "Accordion” @

Display background
Color scheme: ’Gre'_.' - ]
HCCCCCC
HEEEEEE
HFFFFFF
Fill brightness: Lightest -
Baorder width: 2 p
Gradient angle: 0 deq.
Comer radius: 10 px
Inner margin: 12
Shadow strength: Mormal -

| oK || Cancel || epy || Hebp

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

¢ color scheme (one of predefined or custom),

e border width (in pixels),

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,
e corner radius,

e inner margin.



[ Managed tab block "Accordion”
| Elements |Tabs | Cortrols | Diescriptions | Background | S00U
[] Use sound effects
Mouseover and click
Standard 1
Standard 1
| oK || cancel || soply || Hep |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Item Displayed On every tab selection

on First Item Displayed | When first tab is selected

on Last Item Displayed |When las tab is selected

on All Items Displayed |When last unvisited tab is selected. Note that this event fires only once.

Object Methods



The state of the Object can be modified using methods.

Method name Execution Result
NEXT ITEM Selects next tab (if applicable)
PREVIOUS ITEM Selects previous tab (if applicable)

DISPLAY Selects tab that is selected in method parameter, starting from 1 (if applicable).
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

Property Returns Syntax
item Number of current opened tab (starting from 1) SOBJ_ID.item

allVisited Returns "1" if all tabs have been visited, "0" otherwise. | SOBJ_ID.allVisited

5.3.1.12 Managed tab block "Process"

Tab block objects are used for displaying group of similar descriptions in one tabbed block. This
type of Object its own Controls ribbon with Next/Previous buttons.

Example of object appearance:

Dls Q

Controversial radio DJ Howard Stern is to replace Fiers Morgan on the -
judging panel of America's Got Talent, it has been announced.

Stern, 57, who presents a daily radio show on Sirius XM, will join Howie
Mandel and Sharon Osbourne on the team. L

The star has vowed to give honest opinions and said it was likely that
"feelings are going to be hurt".

An original "shock jock”, Stern has often been in trouble for off-colour
remarks and comic transgressions.

In 2004, he was dropped by media giant Clear Channel after it was

fimad Far iIndacameu

2l

Object parameters



o o)

Managed tab block "Process” @

Bements list: = @& f]:'

Title

Howard Stem
Pierce Morgan

[] Restore object state

OK || Cancel ||  ophy Help

On the "Elements" tab you can define list of elements and its descriptions in the displaying
order.

This Object can restore its state, i.e. when learner returns to the Slide it will see Object in the
same state.

o .

3 ==

[ | Display this tab selected from the start

Step title: Howard Stem
Description tead: Cortroversial mdio DJ Howard Stem is to rep
Sound file: E]

[ ok || cCancel |

Tab text - short text that will be displayed on the Tab. Description - full text that will be
displayed in Description Area of the Object when corresponding Tab is selected. This is Rich
Text field - it can contain pictures, tables, links etc. Scroll bar will be added automatically when
text size will exceed Description Area size. For each element you can define sound file with
narration.



Display this tab selected from the start checkbox allows displaying this Tab selected from the
start (and also displaying its preview in Edit mode). In case no Tab is selected first Tab will be
selected by default. In case more than one Tab is selected - first selected Tab will be active,
others will be ignored.

o o)

Managed tab block "Process” [3m]
Elements |: Tabs | Controls | Descriptions | Background | Sound |

Color scheme: [ Steal Blue v]
HCCCCFF

Brightriess: [Ught v]

Color scheme selected: [[;.",,E - ]
HFFFF99

Fill brightress: [ Light - ]

Border width: 1

Tab font: | Tahoma v

Fort size: 12 px

Fort style: |Boid -

Shadow strength: [Nma| v]

| ok || cCancel || oph Help

Select color schemes for idle and selected states - one of predefined or custom. You can also
lighten or darken colors of selected color schemes. Change Tab font settings.



[ Managed tab block "Process”
| Elements | Tabs |; Cortrols | Descriptions | Background | Sound |
Display controls ribbon
Title ted: Dls
Color scheme: [Custom -
Custom color: HO00007 E]
Fill brightniess: [ Namal - ]
Title fortt: [Tahnma - ]
Custom font:
Font style: | Bold -
| oK || cance || ool Help

On the Controls tab you can change display parameters for Controls ribbon and buttons or
switch it off.



Managed tab block "Process” @

| Background | Suund|

Color scheme: [Whi'tE-' - ]
Custorn colar: HEEEEFF

Fill brightriess: [ Marmal - ]
Border width: 1 i

Margin top/bottom: 17 =

Margin left fright : 12 px

IUse custom fill color
Fill color: HEFFEFF E]

| oK || Ccancel Aoply Help

On Descriptions tab you can change display parameters for Description Area.



| Managed tab block "Process” @‘
| Blements | Tabs | Controls | Descriptions |; Backaround }| Sound

Display background

Color scheme: ’Gre'_.' - ]
HCCCCCC
HEEEEEE
HFFFFFF

Fill brightness: Lightest -

Baorder width: 2 p

Gradient angle: 0 deq.

Comer radius: 10 px

Inner margin: 12

Shadow strength: Mormal -

| 0K || Cancel Apply Help

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

¢ color scheme (one of predefined or custom),

e border width (in pixels),

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,
e corner radius,

e inner margin.



o

Managed tab block "Process”

[] Use sound effects
Mouseover and click

Standard 1

Standard 1

| oK || Ccancel Apph, Help

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Item Displayed On every tab selection

on First Item Displayed | When first tab is selected

on Last Item Displayed |When las tab is selected

on All Items Displayed |When last unvisited tab is selected. Note that this event fires only once.

Object Methods



The state of the Object can be modified using methods.

Method name Execution Result

NEXT ITEM Selects next tab (if applicable)

PREVIOUS ITEM Selects previous tab (if applicable)

DISPLAY Selects tab that is selected in method parameter, starting from 1 (if applicable).

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

Property Returns Syntax

item Number of current opened tab (starting from 1) SOBJ_ID.item

allVisited Returns "1" if all tabs have been visited, "0" otherwise. | SOBJ_ID.allVisited

5.3.1.13 Guide Mark

Guide Mark objects are used in conjunction with Guided Image object to mark image key points.
This object is visible in Edit mode only.

Examples of object appearance in Edit mode (note Guide Marks on the Image):

Cat @ Q

Testing indicates that a cat's vision is greater at  »
night in comparison to humans, and inferior in
daylight[citation needed]. Cats, like dogs and
many other animals, have a tapetum lucidum,
which is a reflective layer behind the retina that
sends light that passes through the retina back
into the eye.[1] Whie this improves the abidity to
see In darkness, it appears to reduce net visual
acuity, thus detracting when light is abundant. In
very bright light, the skit-kke iris closes very
narrowly over the eye, reducing the amount of
light on the sensitive retina, and improving depth
of field. Big cats have pupils that contract to a
round point. The tapetum and other mechanisms
give the cat a minimum light detection threshold
up to seven times lower than that of humans,
Variation in color of cats' eyes in flash
photographs Is largely due to the reflection of the
flash by the tapetum.

Object parameters
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Guide Mark =]
Parameters
Color {editor anhy): Orange - ]
| ok || cancel || oph Help

The only Object parameter is color - you can change it in contrast to Image colors.
5.3.1.14 Guided Image

Guided Image object is used to display Image with descriptions to Image's key points. This
Object needs Guide Mark Objects to mark Image's key points. This type of Object its own Controls
ribbon with Next/Previous buttons.

Examples of object appearance in Edit mode (note Guide Marks on the Image):

Cat @ Q

Testing indicates that a cat's vision is greater at  »
night in comparison to humans, and inferior in |
daylight{citation needed]. Cats, like dogs and
many other animals, have a tapetum lucidum,
which is a reflective layer behind the retina that
sends light that passes through the retina back
into the eye.[1] Whie this improves the abidity to
see In darkness, it appears to reduce net visual
acuity, thus detracting when light is abundant. In
very bright light, the skit-kke iris closes very
narrowly over the eye, reducing the amount of
light on the sensitive retina, and improving depth
of field. Big cats have pupils that contract to a
round point. The tapetum and other mechanisms
give the cat a minimum light detection threshold
up to seven times lower than that of humans.
Variation in color of cats' eyes in flash
photographs Is largely due to the reflection of the
flash by the tapetum.

The same Object in real Course looks different - Guide Marks are not visible, but arrow from
Description Area points exactly to the one of the Guide Marks:
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Testing Indicates that a cat's vision Is greater at
night in comparison to humans, and inferior in
daylight[citation needed]. Cats, like dogs and
many other animals, have a tapetum lucidum,
which is a reflective layer behind the retina that
sends light that passes through the retina back
into the eye.[1] While this improves the ability to
see In darkness, it appears to reduce net visual
acuity, thus detracting when light is abundant. In
very bright ight, the slit-like iris closes very
narrowly over the eye, reducing the amount of
light on the sensitive retina, and improving depth
of field. Big cats have pupils that contract to a
round point. The tapetum and other mechanisms
give the cat a3 minimum light detection threshold
up to seven times lower than that of humans.
Variation In color of cats' eyes in flash
photographs Is largely due to the reflection of the
flash by the tapetum.

>

Object parameters

Guided Image ==

Image | Controls | Background | Sound |

Image file: ChCourses'27_TH\Fimages 308, E]
Description location: [ Rightward = ]
Image scaling: {7 By half height i@ By height
() By half width By width
(7 Mo scaling
Painter calor: [ Lightblue v ]
Custom color; HI20007
Guide mark order: = 4 § &
Dizplay this element selecte... 1D
fes QOBJ_37
No 0BJ_38
Mo 0BJ_35

[] Restore object state

| ok || Cancel || ophy Help

On the "Image" tab you can define Image file, place of Description Area and list of Guide Mark
Objects, which will be managed. You can also select arrow color to make it contrast relative to
the Image.



Image in the Object area is scaled according to selected Image scaling type - select appropriate
depending on Image width and height proportions. Note that in some cases image clipping may
occur.

° By height - Image height will be scaled to Object work area height, width will be scaled in the same ratio.

° By half height - Image height will be scaled to the half of Object work area height, width will be scaled in the same
ratio.

L By width - Image width will be scaled to Object work area width, height will be scaled in the same ratio.

L By half width - Image width will be scaled to the half of Object work area width, height will be scaled in the same
ratio.

e No scaling - Image will be displayed in its original size. Note that if Image width or height will exceed work area size
clipping may occur.

This Object can restore its state, i.e. when learner returns to the Slide it will see Object in the
same state.

i

/| :Display this element selected from the start

Guide mark 1D 0BJ 37 EI
Description: Testing indicates that a cat’s vision is greatel @I
Sound file: D

[ oK || Cancel

Guide mark ID - ID of corresponding Guide Mark Object. Description - full text that will be
displayed in Description Area of the Object when corresponding Guide Mark is selected. This is
Rich Text field - it can contain pictures, tables, links etc. Scroll bar will be added automatically
when text size will exceed Description Area size. For each element you can define sound file
with narration.

Display this Mark selected from the start checkbox allows displaying this Description selected
from the start. In case no Mark is selected first element will be selected by default. In case
more than one Mark is selected - first selected element will be active, others will be ignored.



[ Guided Image
Display controls ribbaon
Title text: Cat
Color scheme: [ Elus - ]
Custarn calar: HI80007
Fill brightness: [Nurrnal v]
Title font: [Tahﬂma - ]
Custorn font:
Fort style: [Eold v]
| oK || cance || ooy Help

On the Controls tab you can change display parameters for Controls ribbon and buttons or
switch it off.



[ Guided Image @
Dizplay background
Color scheme: [G,-E._,r -
HCCCCCC
HEEEEEE
HFFFFFF
Fill brightness: Lightest -
Border width: 7 i
Gradiert angle: 0 deq.
Comer radius: 10 =
[mner mangin: 12 px
Shadow strength: MNomal -
| oK || cance || ooy Help

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

¢ color scheme (one of predefined or custom),

e border width (in pixels),

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,
e corner radius,

e inner margin.



Guided Image @
| Image | Cortrols | Eackground | S0U
[] Use sound effects
Mouseover and click
Standard 1
Standard 1
| oK || Ccancel Apph, Help

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Item Displayed On every tab selection

on First Item Displayed | When first tab is selected

on Last Item Displayed |When las tab is selected

on All Items Displayed |When last unvisited tab is selected. Note that this event fires only once.

Object Methods



The state of the Object can be modified using methods.

Method name Execution Result
NEXT ITEM Selects next element (if applicable)
PREVIOUS ITEM Selects previous element (if applicable)

DISPLAY Selects element that is passed in method parameter, starting from 1 (if applicable).
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

Property Returns Syntax
item Number of current selected element (starting from 1) SOBJ_ID.item

allVisited Returns "1" if all elements have been visited, "0" otherwise. | SOBJ_ID.allVisited

5.3.1.15 Managed controls block

Managed controls block is used to manage consecutive display of other Objects. In case target
Objects have its own methods OPEN/CLOSE (for example pointer), these methods will be used to
display them, otherwise usual action DISPLAY will be used automatically.

Example of object appearance:

Cat

Cats feed on small prey, primarily birds and rodents.[124]
Feral cats and house cats that are free-fed tend to
consume many small meals in a single day, although the
frequency and size of meals varies between individuals.
[111] Cats use two hunting strategies, either stalking prey
actively, or waiting in ambush until an animal comes close
enough to be captured. although it is not certain, the type
of strategy used may depend on the prey species in the
area, with for example, cats waiting in ambush outside
burrows, but tending to actively stalk birds.[
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Object parameters

o o)

Managed controls block @

Elemerts | Controls | Background | Sound |

Object activation order: + = 4 & #F
Dizplay this element selecte... 1D

Mo OBJ_41

Mo OBJ_42

Mo OBJ_43

[] Restore object state

| oKk || Cancel || foph Help

On the "Elements" tab you can define namaged Objects list and order, in which they will be
managed.

This Object can restore its state, i.e. when learner returns to the Slide it will see Object in the
same state.

o =

5] [l
[|Display this element selected from the start!
Object: 0BJ_41 E]
Sound file: E]

[ oK || Cancel

Object - ID of the Object to be managed. For each Object you can add sound file with narration.

Display this element selected from the start checkbox allows displaying this Object visible from
the start. In case no Object is selected first element will be selected by default. In case more
than one Object is selected - first selected element will be active, others will be ignored.



o o)

Managed controls block
| Elernerrtsl Controls | Background |Snund|
[¥]:Display controls ibbor;
Color scheme: [ Elue - ]
Cusztom colar; H320007
Fill brightriess: [ Nomal - ]
Title tead: Title
Title font: [Tahﬂma - ]
Custorn font:
Fort style: [Eold v]
| oK || cance || ool Help

On the Controls tab you can change display parameters for Controls ribbon and buttons or
switch it off.



o o)

Managed controls block @
| Bements | Controls ; Backoround ;
Dizplay background
Color scheme: [G,-E._,r -
HCCCCCC
HEEEEEE
HFFFFFF
Fill brightness: Lightest -
Border width: 7 i
Gradiert angle: 0 deq.
Comer radius: 10 =
[mner mangin: 12 px
Shadow strength: MNomal -
OK || cancel || oply || Hep |

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

¢ color scheme (one of predefined or custom),

e border width (in pixels),

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,
e corner radius,

e inner margin.



o o)

Managed controls block @
| Elements |Cu::nntn::ls | Eackgnaundl S00U
[] Use sound effects
Mouseover and click
Standard 1
Standard 1
| oK || cancel || soply || Hep |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Item Displayed On every tab selection

on First Item Displayed | When first tab is selected

on Last Item Displayed |When las tab is selected

on All Items Displayed |When last unvisited tab is selected. Note that this event fires only once.

Object Methods



The state of the Object can be modified using methods.

Method name Execution Result
NEXT ITEM Selects next tab (if applicable)
PREVIOUS ITEM Selects previous tab (if applicable)

DISPLAY Selects tab that is selected in method parameter, starting from 1 (if applicable).
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

Property Returns Syntax

item Number of current opened tab (starting from 1) SOBJ_ID.item

allVisited Returns "1" if all elements have been visited, "0" otherwise. | SOBJ_ID.allVisited



5.3.2 Data Visualization

5.3.2.1 Pie chart

Pie chart (circle diagram) is representing percent distribution of data. Each sector of the
diagram is proportional to quantity it represents.

Example of object appearance:

Apples storage

Object parameters



Pie Chart

Elements list: + = 4 & F
Scheme  Value Fort Sound Prewvi...
Turquoise 42 Apples Maon
Orange 38 Oranges Mon
Wiolet 17 Flums MNaon
| ok || cance || oy || Hep |

Define the list of sectors on the "Elements" tab. For each data element you can assign color
scheme, text of sector, description text and its parameters. Please note that sectors are
displayed exactly in the order they are entered, counterclockwise from "north" direction. Use

"+" button to open sector properties dialog.



Color scheme: | Turquoise b |
Element |D:

Mumeric value:

Element text: |F~.pp|es |
Instruction tedt:

| |
Sound file: |:| E]

[ ] Preview description in editor

Font:

Fart size:

Fonrt weight:

Font style:

Faort color:
Barder width:
Border colar:

Fill color main:

Fill color gradient:

Gradient angle:

Momal Mouselver Selected

| Tahoma v | | Tahoma v | | Tahoma

| | N
ol [ 2w

| Bold v| |Bold v| |Bold

| Momal " | | Momal W | | Momal

99999 |[.] [#oooooo |[.] [wosssss |
El 2 Jex 2 Jex
4999999 | [..] [meeeess |[.] [#999993 |
meeeeee | [.] [scccocc |[L) [wccccec |
e |0 e ) (e
EI deg. EI deq. EI deg.

Lok _J|

Canc

You can use one of predefined color schemes or select custom colors (in this case color values

from the right part of dialog will be used).

Element ID - any unique (for this object) sequence of latin characters and numbers (reserved

for future use, can be blank).

Numeric value defines angle value for this sector. Actual angle will be calculated automatically

(sum of umeric values of all sectors will be treated as 360°).

Element text - short text on the arc inside the sector. Font parameters from right part of the

dialog will be applied to this text.

LIMITATION: length of the text arc is quite small, please keep this text as short as
you can. It cannot be distributed in few lines - one line only. Long texts will be cut.

Please use description for long texts.

WARNING: Choosing font parameters please make sure that you have selected
fonts, which are installed on learners computer. Otherwise browser will use its

default fonts and object appearance will be distorted.

Description - any rich text description, that will be displayed in special description block near

the "pie".

You can also attach sound file to each sector (.swf or .mp3/.wma/.wav). It will be played when

user selects this sector.



Preview description in editor checkbox allows to preview diagram with one of the description
blocks displayed in edit mode (if this checkmark is set on more than one sector - only first
description will be displayed).

Pie Chart x|

Elements |

Display element descriptions

| Background || Sound

Color scheme: | lUse element scheme  »

Border width:

[Frocccec |
[rococe |
[perreee_|
e

EI degrees

Gradient angle:

Comer arc size ((-1): 0.025
Description inner margin: oo

Display description on: |m|:|use click bt

Display poirter line to element
Use transitions on description

Transition: | Wipe down "

Duration: SEC.

| ok || cance || sepy || Hep |

On the "Description" tab you can switch displaying of description blocks on and off and define
its display parameters:

e color scheme (one of predefined or custom),

e border width,

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin,
e event to start display - mouse click or mouse over,
. display pointer line to element enables display of connecting line between sector and description block,

e use transitions on description enables using transitions on displaying description block.



Pie Chart

: Baclkground || Sound

Dizplay element descriptions

Color scheme: | Use element scheme  »

Border width:

Gradient angle:

[pocooce |
[recooce ]
[perreee_|
e

EI deqrees

Comer arc size (F1): 0.025

Description inner margin: p

Display description on: |m|:u_|se click b

Display pointer line to element

Use transitions on description

Transition: | Wipe down 3

Duration: SEC.

| ok || cance || oy || Hep |

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width (in pixels),
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



Pie Chart Ed
Blements | Description | Background |5|:n.|n-:|
lze sound effects
Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 w |
| |
Click sound: | Standard 1 il |
| |
| ok || cance || oy || Hep |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.2.2 Pyramid chart

Pyramid chart is representing hierarchical data. Each level can contain more than one block. It
is similar to Rings chart (represents the same type of hierarchy).

Example of object appearance:
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Red color

Object parameters

Pyramid Chart

Elements | Description || Background || Snund|

Pyramid lewvels: + = 4+ &

Scheme

Red
Orange
ellow
Green
Lightblue
Blue
Wiolet

Interevel spacing: e

| ok || cance | enn Help

Define the list of pyramid levels and level elements (blocks) on the "Elements" tab. For each
level you can assign color scheme, for each block in level - text of element, description text and
its parameters. Please note that if there are no blocks defined in level, then it will not displayed



at all. Top level can have only one block - if more than one block is defined, then only first will
be displayed.

WARNING: If no elements defined on current level - level will be displayed as
empty level. Top level can contain one element only - if more than one is defined,

only first will be displayed.

Use "+" button to open level properties dialog.

Momal MouseCver Selected

Level color scheme: |He.j v| Font: |Tah|:|ma vl |Tah|:|ma v| |Tah|:|ma

| | | ||
Level elements: P+ = i & _'ﬁ?' Fort size: px PI px

] Fort Ep.. Sound Pre. .
Faort ht:
001 FRed Red.. Non ot wes | Bold v| |Bod v| |Bod

Font style: |N|:|rrnal vl |Nu:urrna| v| |Nu:urrna|

Font color: [.] [#000000 |[.] [#o9sses |
Border width: px o P
Border color: (] [#eeeess |[.] [#9999%9 |
Fill color main: (] |#ccccce [[L) [sccocce |
Fill color gradiert: (] [wrrreee [[]) [sFFrrre |
terelement spading: ox Gradient angle: E| deg. E deg. E| deg.

| ok || Canc

You can use one of predefined color schemes or select custom colors (in this case color values
from the right part of dialog will be used). Define font parameters in the right part of the dialog
- they will be applied to short text on the elements.

WARNING: Choosing font parameters please make sure that you have selected
fonts, which are installed on learners computer. Otherwise browser will use its

default fonts and object appearance will be distorted.

Add level elements.



= 3
Blement [D: =00
Element text: Red
Instruction tex:
Sound file: E]

[ ] Preview description in editor

[ oK l[ Cancel ]

Element ID - any unique (for this object) sequence of latin characters and numbers (reserved
for future use, can be blank).

Element text - short text on the arc inside the sector. Font parameters from right part of the
Level dialog will be applied to this text.

LIMITATION: length of the text arc is quite small, please keep this text as short as
you can. It cannot be distributed in few lines - one line only. Long texts will be cut.
Please use description for long texts.

Description - any rich text description, that will be displayed in special description block near
the pyramid.

You can also attach sound file to each element (.swf or .mp3/.wma/.wav). It will be played
when user selects current element.

Preview description in editor checkbox allows to preview diagram with one of the description
blocks displayed in edit mode (if this checkmark is set on more than one sector - only first
description will be displayed).



Pyramid Chart

| Background || Sound

Dizplay element descriptions

Color scheme: | Use element scheme  »

Border width: IE' i
Gradient angle: EI deqrees

Comer arc size (-1} 0.025
Description inner margin: p

Display description on: |m|:u_|se click b

Display pointer line to element

Use transitions on description

Transition: | Wipe down 3

Duration: SEC.

ok ] [coes |

On the "Description" tab you can switch displaying of description blocks on and off and define
its display parameters:

e color scheme (one of predefined or custom),

e border width,

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin,
o event to start display - mouse click or mouse over,
. display pointer line to element enables display of connecting line between sector and description block,

e use transitions on description enables using transitions on displaying description block.



Pyramid Chart

Sound

Blements || Description |

Dizplay background

Color scheme:

L

Border width: E o
Gradient angle: EI degrees
Comer arc size (F1):
Inner margin: i

[ QK l [ Cancel ] Apph

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width (in pixels),
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



Pyramid Chart

Use sound effects

Events with sound: | Mouseaver and click v |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 i |

[ QK l [ Cancel ] Apph

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.2.3 Rings chart

Rings chart is representing hierarchical data. Each level can contain more than one sector. It is
similar to pyramid chart (represents the same type of hierarchy).

Example of object appearance:
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This is description text for
Level 2, part 1

Object parameters

Rings Chart

;| Desciiption | Background || Sound |

Ring levels: + = 4+ ¥ F

Scheme
Turguoise
Green
Yellow
Orange

Imterdevel spacing: EI i

Apply Help

Define the list of pyramid levels and level elements (sectors) on the "Elements" tab. For each
level you can assign color scheme, for each block in level - text of element, description text and
its parameters. Please note that if there are no sector elements defined in level, then it will not



displayed at all. Top level can have only one element - if more than one element is defined,
then only first will be displayed. Use "+" button to open level properties dialog.

_

Ise default color scheme for level MNaomal Maouselver Selected
Level color scheme: |Green v| Fartt: |;_uq.ia| v| |}-‘-.ria| v| |;’-‘-.ria| v|
Level elements: b = @& _@? | | | | | |
D Font Sound Previe... Font size:
2.1 Level2. Non Fort weight: Bold v| [Bod v| |Bold v |
L2 2 Level 2. Maon
Forit style: | Momal W | | MNarmal w | | MNormal b |

| || L] |
Border width:

|
|
|
o]

| ok || cancel |

| |

| |

| |
Irterslement spacing: [ Gradient angle: EI EI

You can use one of predefined color schemes or select custom colors (in this case color values
from the right part of dialog will be used). Use "+" button to open level element dialog.

Element 1D: | LZ 1 |

Blement text: | Level 2, part 1 |

Instruction text: | |
Sound file: | | E]

[ ] Preview description in editor

| ok || cancel |

Element ID - any unique (for this object) sequence of latin characters and numbers (reserved
for future use, can be blank).

Element text - short text on the arc inside the sector. Font parameters from right part of the
Level dialog will be applied to this text.

LIMITATION: length of the text arc is quite small, please keep this text as short as
you can. It cannot be distributed in few lines - one line only. Long texts will be cut.
Please use description for long texts.



Description - any rich text description, that will be displayed in special description block near
the pyramid.

You can also attach sound file to each element (.swf or .mp3/.wma/.wav). It will be played
when user selects current element.

Preview description in editor checkbox allows to preview diagram with one of the description
blocks displayed in edit mode (if this checkmark is set on more than one sector - only first
description will be displayed).

Rings Chart f'5_<|

Digplay background

Color scheme: | Blue w

Border width:

5 Jmx
Gradient angle: IEI degrees
Comer arc size ([-1): 0.025%

Inner margin: o

[ oK H Cancel ]

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width (in pixels),
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (0 corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



X]

Rings Chart

| Background || Sound

Dizplay element descriptions

Color scheme: | Use element scheme  »

Border width: IE' i
Gradient angle: EI deqrees

Comer arc size (-1} 0.025
Description inner margin: p

Display description on: |m|:u_|se click b

Display pointer line to element

Use transitions on description

Transition: | Wipe down 3

Duration: SEC.

ok ] [coes |

On the "Description" tab you can switch displaying of description blocks on and off and define
its display parameters:

e color scheme (one of predefined or custom),

e border width,

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin,
o event to start display - mouse click or mouse over,
. display pointer line to element enables display of connecting line between sector and description block,

e use transitions on description enables using transitions on displaying description block.



Pyramid Chart

Use sound effects

Events with sound: | Mouseaver and click v |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 i |

[ QK l [ Cancel ] Apph

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.2.4 Histogram

Histogram is representing distribution of data. Each column of the histogram is proportional to
quantity it represents.

Example of object appearance:



Discovery has flown 37 flights, completed 5 247 e
orhits, and has spent 322 days in orhit. Discovery
is the orbiter fleet leader, having flown more flights
than any other orbiter in the fleet, including fourin
1985 alone. Discovery flew all three “return to flight”
missions afterthe Challenger and Columbis
disasters: 3T3-26 in 1988, 3T5-114 in 2005, and
ST3-121in 2006, Discovery will fly the last space
: : shuttle misson 3T3-133 set for l[aunch to

"""""" : : : : September 2010.

s STE-41-D: Firstflight.

¢ 3T3-51-0: Carried first sitting United States
Member of Congress into space, Senator
Jake Garn (B-UT).

5TS-26: Return to space after Challencer ¥

Object parameters



Histogram Chart

Elements list: + = 4 & F
Scheme MName Walue

Crange Atlantis H

Turquoise Challenger 10

Lightblue Columbia 28

Red Discoveny 7

Wiolet Endevour 23

Imterzolumn spacing ()

Histogram direction: | Horzontal W |
Dizplay values: | Mame, value w |
Values text direction: |;’-‘-.I-:ung column w |
Walues placement |,’-'-.|_rt|:| semll A" |

Use transition on columns

Transition: |‘-".|'i|:|e up L |

Duration: SEC.

[ ] Display columne with delay

[ QK H Cancel ] Apph

Define the list of columns on the "Elements" tab. For each data element you can assign color
scheme, text of column, description text and its parameters. Please note that columns are

displayed exactly in the order they are entered. Use "+" button to open sector properties
dialog.

LIMITATION: Transitions work only in Internet Explorer.



Momal MouseOver Selected
|Use default color scheme

Font: | Tahoma w | | Tahoma w | | Tahoma

Column color scheme: | Red hd |

Column 1D: | | | | |
Column name: |Disu:u:n.rer§,r | Font size: px e P

Fortt weight: | Bold v| |Bold v| |Bold

MNumeric value: 7

Diescription: | | Fort style: |N|:|rrnal vl |Nu:urrna| v| |Nu:urrna|

Sound file: | | E] I:I | | | |

Border width: ot i 4 i
[osssss ][] | [[-] | |
E=nn [-] | |
e ][] | [.] | |

Gradient angle: EI deg. EI deg. EI deg.

[ OK ] [ Canc

[ ] Preview description in editor

You can use one of predefined color schemes or select custom colors (in this case color values
from the right part of dialog will be used).

Element ID - any unique (for this object) sequence of latin characters and numbers (reserved
for future use, can be blank).

Numeric value defines value for this element. Actual height will be calculated automatically
depending on selected calculation method.

Element text - short text inside (or near) the column. Font parameters from right part of the
dialog will be applied to this text.

LIMITATION: length of the text area is quite small, please keep this text as short
as you can. It cannot be distributed in few lines - one line only. Long texts will be
cut. Please use description for long texts.

WARNING: Choosing font parameters please make sure that you have selected
fonts, which are installed on learners computer. Otherwise browser will use its
default fonts and object appearance will be distorted.

Description - any rich text description, that will be displayed in special description block near
the histogram.

Preview description in editor checkbox allows to preview diagram with one of the description
blocks displayed in edit mode (if this checkmark is set on more than one sector - only first
description will be displayed).



Histogram Chart

Hements |DESCHDTI'I'I'I| fxes || Background | Sound

X]

Dizplay element descriptions

Color scheme: |Cust|:|m colars b

Iz solid fill for description block

Fill color main: ]
Fill color gradient: E]
Gradient angle: E| deg.

Border color: (]
Border width: px

Comer arc size (0-1):
Description inner margin: e

Dizplay description on: |m|:|use click w

Display poirter line to element

|Use transitions on description

Transition:

Wipe down W

Duration: seC.

[ oK H Cancel ]

On the "Description" tab you can switch displaying of description blocks on and off and define
its display parameters:

color scheme (one of predefined or custom),
border width,
fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

inner margin,

event to start display - mouse click or mouse over,

display pointer line to element enables display of connecting line between sector and description block,
use transitions on description enables using transitions on displaying description block.

LIMITATION: Transitions work only in Internet Explorer.



Histogram Chart

Digplay axes

Caolor scheme: | White w |

ez color:
Poes width: i

Display awes poirts: | Poirt with values w |
Walue ads paints gty EI

Display grid: | Both axes v|
Base for 100%: |I:ustnm value bl |

Dizplay axes names

Walues axiz name: |Fligl'rts |

Categories axis name: |Shu1't|es |

Font: | Tahoma hd |

|
Fort size: o

Fort weight: | Eold w |
Fort style: | MNomal w |
Fort color: E]
| ok || cance | momh Help

On the "Axes" tab you can switch displaying of histogram axes on and off and define its
parameters.



Histogram Chart

Blements | Description | Axes Sound

Dizplay background

Color scheme:

L

Border width: E P

Gradient angle: EI degrees
Comer arc size (F1): 0.025
Inner margin: i

[ QK l [ Cancel ] Apph

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width (in pixels),
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



Histogram Chart

Blements | Description | fwes | Background | Sound

Use sound effects

Events with sound: | Mouseaver and click v |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 i |

[ QK l [ Cancel ] Apph

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.2.5 Radar chart
Radar chart is representing distribution of data in multiple series and by multiple axes.

Example of object appearance:



[] West Company
(] eastCompany
[ morth Compamy

South Company

Diata series: b = 4 J @
Sound

West Com... West Co... Turguoise

East Comp... East Com... Green

Morth Com... Morth Co... Red

South Com... South Co... fellow
Series type: | Markers and lines v |
Display values: |On Mouse over v |
Display values: | Percents v |

| ok || cance | enn Help

Define the list of data series on the "Data series" tab. For all series you can define series type
and displaying values methods. For each series you can assign color scheme, name of the series,
description text and its parameters. Please note that series are displayed exactly in the order



their values are entered, counterclockwise from "north" direction. Use "+" button to open
series properties dialog.

Series name: |East Comparry | Ige default color scheme

Values by axes: b = & F ﬁ? Color scheme: |Green w |
Value Values fort: |Tah|:|ma v | | |
&1

20 Font size: o
21

13 Fort style: MNomal

Series description: | | I:I
Sound file: | | E] Border width: Pk

Momal MouseOver Selected

[ ] Preview description in editor

|
| L] L] ] |
Opacity (0-1); 0.2

[ 0K ][ Cancel ]

You can use one of predefined color schemes or select custom colors (in this case color values
from the right part of dialog will be used).

Fill in series values by axes.

Series name - short text in legend. Font parameters from right part of the dialog will be applied
to this text.

LIMITATION: length of the text area is quite small, please keep this text as short
as you can. It cannot be distributed in few lines - one line only. Long texts will be
cut. Please use description for long texts.

Description - any rich text description, that will be displayed in special description block near
the diagram. You can also attach sound file to each series (.swf or . mp3/.wma/.wav). It will be
played when user selects current element.

Preview description in editor checkbox allows to preview diagram with one of the description
blocks displayed in edit mode (if this checkmark is set on more than one sector - only first
description will be displayed).



Radar Chart

| Description and legend || Background | Sound

Pues: -{I-=-{i*43'_'”§'?'

Bananas
Pears

Mumber of points:

Momalize every ais independenthy
[] Use custom value (=) for 100%

Powes color: E]
Poes width: o

Mame font: | Tahoma b |

Fort size: i
ot e

[ QK l [ Cancel ] Apph

On the "Axes" tab you can switch displaying of histogram axes on and off and define its
parameters.

There are options for scaling that defined by two checkmarks (Normalize every axis
independently and Use custom value (**) for 100%):

e default - none of checkmarks are set (maximum value on all axes is treated as 100%, this
scale is applied to all axes)

e Normalize every axis independently (maximum value of each axis is treated as 100%, scale is applied to
corresponding axis only)

e Use custom value (**) for 100% (custom value for each axis is treated as 100%, scale is applied to
corresponding axis only)



Radar Chart rz|

Data seres | Axes | Description and legend | Background | Sound

Digplay legend
Display seres descriptions

Color scheme: | Use element scheme  »

Border width:

Gradient angle:

[pecooce |
[ecooce |
[perreee_|
6 |

EI deqrees

Comer arc size (F1): 0.025

Description inner margin: p

Display description on: |m|:u_|se click b |

Use transition on descriptions

Transition: | Wipe down 3 |

Duration: SEC.

ok ] [coes |

On the "Description and legend" tab you can switch displaying of description blocks on and off
and define its display parameters:

e color scheme (one of predefined or custom),

e border width,

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin,

o event to start display - mouse click or mouse over,

. display pointer line to element enables display of connecting line between sector and description block,
e use transitions on description enables using transitions on displaying description block.

LIMITATION: Transitions work only in Internet Explorer.



Radar Chart

Data seres | Awes | Description and legend

Dizplay background

Color scheme:

L

Border width: E P

Gradient angle: EI degrees
Comer arc size (F1): 0.025
Inner margin: i

[ QK l [ Cancel ] Apph

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

e color scheme (one of predefined or custom),
e border width (in pixels),
o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,

e corner radius - in pixels or in relative units from 0 to 1 (O corresponds to no arc, 1 corresponds to half of width or
height - shorter one),

e inner margin.



Radar Chart

Use sound effects

Events with sound: | Mouseaver and click v |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 i |

[ QK H Cancel ] Apph

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.



5.3.3 External

5.3.3.1 External File Object

External File object enables opening external files such as: documents, pictures, movie, etc., in
a separate Browser window. Example of External File appearance:

External File g'
Parameters
File: \CourseLab2_Guide pdf | [...]
Caption:
Caption location: Right w

Mause click on icon to open file
Mouse click on description to open file
Underline description

[ oK | [ Cancel

What types of files are supported by the Object?

Object is not limited by the file types. At the same time, Browser restricts opening some of the
file types; therefore, in a separate Browser window you may open any file which is NOT
RESTRICTED BY BROWSER. For some conventional file types Object can place the corresponding
Icon into the Frame. In case of undefined file type, Text document Icon will be displayed.

Object parameters

m?;h Some PDF description

After inserting object into Frame, specify path to the file, which you are going to open. Next,
File will be copied into the images folder of learning Module.

Input file Caption and choose location of the Caption with respect to position of the Icon.

Select the activation event to open file: mouse click only on Icon, mouse click only on Caption,
mouse click either on Icon or on Caption.

5.3.3.2 External URL

External URL object is used for opening an external Link in a separate Browser window. The
exceptional feature of the “External URL” object is an ability to fully control browser settings of
the window being opened. The settings are: size of the Browser window and Browser



navigation restrictions (limited availability since Microsoft introduced additional Security
settings in Windows XP SP2). Example of External URL appearance:

External URL

Parameters

Use one of default icons

URL: |http:/Awww courselab.com/

Window size horiz.; 300 vert . [600 | poels

[ ] Enable browser window toclbar

[] Enable browser window address bar
[ ] Enable browser window status bar
[ ] Enable browser window menu bar
[ ] Enable browser window resize

Enable browser window scrollbars

[ oKk | [ Cancel ] [ Apphy ] [ Help

Object parameters

-

After inserting object into the Frame, specify URL which you are going to open.
Remove checkmark, in case you prefer not to use standard icon. After “Display lcon” field
becomes active select desired image, file will be copied into the images folder of learning

Module.

Select size for the browser window to be opened, and other settings as appropriate.

5.3.3.3 IFRAME

IFRAME object is used for opening an external web-content (from file or distant server) into the
area on the Frame.

WARNING! This object must be placed on top of ALL other objects on the Frame -
otherwise errors may arise due to specific nature of this HTML Element.

NOTE! This object is capable to load content from other domains, therefore
browser's security restrictions (i.e. cross-domain security) may apply to this

object. There's no possibility to override browser security settings from content.

Example of IFRAME appearance in Edit area:



External URL: http://vovai.courselab.com/

The same IFRAME in Runtime mode:

CourselNLab —™ = |

CourselLab
Features List
Applications
Rapid Development

Supparted farmats

Testing Capabilities

¢ E-Learning Standards L
£ Il | 2|

Object parameters



IFRAME for external URL

Parameters |

|IFRAME source

{® URL: |I‘rl'tp:ffmw.u:nurselab.mmf |

Scrolling: | Automatic W |

Border style: | No border v|

Border color: E]
Border width: piels

| ok || cance || sy || Hep |

After inserting object into the Frame, specify URL or file which you are going to open. Set
appearance parameters if necessary.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result

REPLACE SOURCE |Replaces URL of IFRAME content.




5.3.4 Questions
The current version of CourselLab supports the following types of questions:

You can insert a separate question of certain type as well as test (using Test Object) which
contains combination of the above listed questions.

5.3.4.1 True-False

True-False Question object enables user to choose one correct item from two predefined
possible answers.

LIMITATION: No more than one question on the Slide is recommended.

Example of object appearance:

Credited guestion
Is the cat mammal?

Choo=e one variant

Yes MNo

Submit answer Attempts: 1

Time iimit: [ © scc.

Object parameters


file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Objects/q_099_test.html

True-False Question

Button | Texts | Sound |
Question | Limitations | Scoing | Feedback | Display |
Question text: | | [TE
Vanart True: | |
Variant False: | |
Variants layout: | Horizontal v
Variants order. | True False v|
Comect answer: |Tn_|e v |

P ]
p ]

| ok || cancel || seply || Hep |

To input question’s text, press “TE” button of the corresponding field. The format of input area

is RichText, therefore all font settings (size, color, and style) will be saved as you type the text
in.

Select variants layout, order and correct variant. Note, that the object allows to use different
weights for each variant (corresponding scoring type must be selected).



True-False Question [E|

Button Texts Sound

m Limitations | Scoring Feedback Diizplay
[+]:Limit time for the answer

Time limit (zec):

[ ] Mlow skip question

Skipped question is:

[ Alow recuming approaches

Dizplay completed question message

Dizplay cortinued question message

| ok || cancel || ooy ][ Hep

Use “Limitations” tab to set the following restrictions:

1.  Number of attempts for this type of question is always 1.

2. Time limit for the answer. Upon time expiration user will be restricted to make further answer selections, and
the question will be validated for correctness even if “Submit Answer” button is not pressed. If the correct answer is
chosen just before time expiration, it will be credited to the user.

3. Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).

4. Possibility to reset stored result and answer the question once again (recurring
approaches).



True-False Question E|

Button Texts Sound
CGuestion Limitations | Scoring | Feedback Diisplay
[]Credt question:

Scoring type: |Guestiu:un weight w |
CGuestion weight ;
CGuestion objectives: + = 4 & F

Ohjective Weight™

total 1

Digplay maximum score pane

* Weight for each objective must be set
= Weight of each varant must be set

[ oK H Cancel ]

Use “Score” tab to specify scoring parameters for the question. The essential CheckBox is
“Credit Question”. In case it is not marked, all other scoring parameters are disabled, therefore
they will be ignored when presenting question to the user. Such questions are referred as not
credited questions. These questions are frequently used to prepare the user for the next Slide
Topic, to keep the user focused, and so forth.

In case of the credited question the following options are available:

1. Scoring type. There are 3 options for this question type:

o Question weight - in case of correct answer, question weight will be placed in all
guestion objectives.

o Weight by objective - in case of correct answer, different weight will be placed to
each objective (according to weight in objective list).

o Variant weight - in case of correct answer, weight of variant will be placed to all
objectives (for question with no correct answer only).

2. Weight of question/attempt - base for calculating score.



3.  Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).

True-False Question

Button Tents Sound
Cluestion Limitations Scoring Feedback Dizplay
[ ] Display comect answer
[v]Display feedback messages: Frewv.
Comect answer: Comect ]
Incomect answer: Incomect O
TimeoLt: Time is out F
Offset horzontal: 100 px
Cffset vertical: Rl P
[ Hide feedback automatically
Baclkgrour Border Button

Cor.: HEOFFED | (] |#239933 | [_] #339933
Incor..|uFFEOED | [ ] |#Fre6se | (L] [#FFee6s
Atmpts: | #FFEOED | () |#FFese6 | [ ] |#FFe6sE
Timeout: |#FFEQED E] HFFEEES E] HFFGEEE

O

| ok || cance || sy || Hep |

Use “Feedback” tab to specify feedback options, which define what shall be displayed upon
another attempt to respond (correct or incorrect) and after completing the question.

You may permit the display of correct answer upon question completion by marking
corresponding check box. If student has used off all the attempts for response, or if the time
has expired then the correct answer will be displayed; user will not be credited for this answer.
This option may be used when the main objective of the question is educating rather than
testing.

You may permit or restrict the feedback messages. You can modify the text of feedback
messages, which is in RichText format. Feedback messages are displayed in the separate small
window during Module play back. You can modify display coordinates for this window (the
coordinates are given relative to the object’s upper left corner - horizontal and vertical offsets).



True-False Question

| Button || Texts ||
| Question | Limitations | Scoring | Feedback

Skin: | Easic o |
Color scheme: | Lightblue: hd |
Buttan =kin:

Whole varant as spot

— ] Use custom spots

Unchecked spot;

Checked zpat;

— ] Use custom timer colors

Border colar:
Background color:
Countdown color:
Attention colar:

Finizh calar:

| ok || cancel || soply || Hep |

On the Display, Button and Texts tabs you can select appearance settings for the object and
edit the information and warning messages.



True-False Question

[ CGuestion " Limitations || Scoring || Feedback || Diisplay |

Button — | Sound |
—[#ise custom buttons:
Button type |HTML button v|
Submit answer text: |Subm'rt answer |
Skip question text: [Skip question |
Button size - width: px height: px
Nomal MouseOver
Border style: | Solid v | [ Solid v|
Border width: px P
Border calor: meeeees | [ ] |#sseecC | [
Background color: lwroror0 | (] [#Foror0 | (]
Fort: | Al v | | Adal v|
Custom font: | || |
Fort size: Pt Pt
Fort weight: | Normal v | | Normal v |
Fort style: Nomal v | | Nomal v|
Fort color: [zooooo0 | (] [#ooooo0 | (]
Test align: | Center v | |Center v |
| ok | camcel |[ oy ][ Heb




True-False Question

| Guestion || Limitations | Scorng | Feedback || Diisplay |
| Button [ Texts | Sound |

Information messages

Credited: |D-ed'rted question |
Uncredited: |L|nu:red'rted guestion |
Attempts: |F¢tempts: |
Time: limit: |T|me lirmit : |
Seconds: |sec. |
Question instruction: |I:hcmse ane varant |
Comect answer: [CORRECT ANSWER |
Last state: LAST QUESTION STATE |
Skipped: [QUESTION IS SKIPPED |
Skipped and failed: |[]L|ESTION IS SKIPPED AMD FAILED |

Waming messages

Continued guestion: |Cc:rrtinued approach |
Finizhed question: |This question is already angwered. Fec |
Recuming approach: |This question is already answered. Pres |
Skip and fail corfim: |Skipped question will be treated failed. |

| ok || cancel || ooy ][ Hep




True-False Question

Guestion Limitations Scoring Feedback Diisplay
Button Texts Sound
Ilze sound effects
Events with sound: | Mouseover and click v |
Maouseover sound: | Standard 1 w |
| |
Click sound: | Standard 1 w |
| |
Failure sound: | Standard 1 i |
| |
Success sound: | Standard 1 w |
| |
| ok || cancel || soply || Hep |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Question Start The question is fully loaded and all elements of the question are displayed
on Change Selection | User changes selected item

on Attempt At the moment of answer acceptance, but before answer evaluation



on Success At the moment of answer evaluation, in case the answer is correct.
on Failure At the moment of answer evaluation, in case the answer is incorrect.
on Time Out At the moment of time expiration for the answer (if defined)

on Question Skipped | After “Skip Question” button is pressed

on Question End After answer is evaluated and no more attempts left (on timeout or on attempts limit)
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax

questionMode Returns current question mode (tokens: "normal", "review"). $SOBJ_ID.questionMode
questionType "truefalse" SOBJ_ID.questionType
questionDuration | Returns allowed question duration in seconds (if defined). SOBJ_ID.questionDuration
questionTimer Returns current question timer value in seconds (if defined). $OBJ_ID.questionTimer

questionValue Returns current question value (string values -" true" or "false"). | SOBJ_ID.questionValue

attemptsLast Returns current number of attempts left. SOBJ_ID.attemptsLast

5.3.4.2 Single choice

Single Choice Question object enables user to choose one correct item from a list of possible
answers.

LIMITATION: No more than one question on the Slide is recommended.
Example of object appearance:

Question iz 2cored

Meow is the cry of...

Select correct variant

Cat
Cow
Dog
Sheep

Attemptz: 3

]
[
1]
Ly ]

Question time limit: | ]

Object parameters



Single Choice Question

Button Texts Sound
Question | Limitations Scoring Feedback Display
Cuestion tesxt: |
Wariants: b = @ § ﬁ?

Variant Comect varant Weight™
Cat yes 1
Cow no 1
Dog no 1
Sheep no 1
] shuffle varants on display
= Variant weight is used anly if comespanding scarng
type is selected
oK || cancel | Mooy || Hep |

To input question’s text, press “TE” button of the corresponding field. The format of input area

is RichText, therefore all font settings (size, color, and style) will be saved as you type the text
in.

Use "+" button to specify possible answers as many as needed. In the opened sub-dialog screen
press “TE” button of the corresponding field and insert text of the possible answer. Select
checkbox for correct answer.

LIMITATION: No more than one answer should be marked as the correct,
otherwise result will be incorrect.

Select “Shuffle variants on display” check box in case you want answers to be displayed in
random order. Otherwise, answers will be displayed in order they were inserted. Use “Up” and
"Down” arrows to change order.



Single Choice Question

Button Texts Sound
: ! Scoring Feedback Diizplay

Set number of attempts automatically

Limit time far the answer

Time limit (sec): 10

[ ] Mlow skip question
Skipped question is:

[ ] Mlow recuming approaches

Display completed question message
Digplay continued question message

OK || cancel || ooy || Heb

Use “Limitations” tab to set the following restrictions:

1. Number of attempts. in case number of attempts is not supposed to be defined automatically (i.e. checkbox
“Define automatically” is not checked), “Number of Attempts” field is available for input. There you can specify the
number with respect to the level of question complexity or testing methodology. The following formula is used for

Automatic attempts calculation: number of attempts equals to number of possible answers minus one (for
example, 3 attempts for question with 4 answers, 4 attempts for questions with 5 answers and so on). In case automatic
attempts calculation is selected, the number specified in the “Number of Attempts” field is ignored.

2. Time limit for the answer. Upon time expiration user will be restricted to make further answer selections, and
the question will be validated for correctness even if "Submit Answer" button is not pressed. If the correct answer is
chosen just before time expiration, it will be credited to the user.

3. Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).

4. Possibility to reset stored result and answer the question once again (recurring
approaches).



Single Choice Question

Button Texts Sound
CGuestion Limitations | Scoring | Feedback Diisplay
Credit question
Scoring type: Weigf‘rts by objectives™ w |

]

CGuestion objectives: + = 4+ & &
Objective Weight™
total 1

Diisplay question masdmum score pane

= Weight for every objective must be set

| ok || cancel || Mooy || Heb

Use “Score” tab to specify scoring parameters for the question. The essential CheckBox is
“Credit Question”. In case it is not marked, all other scoring parameters are disabled, therefore
they will be ignored when presenting question to the user. Such questions are referred as not
credited questions. These questions are frequently used to prepare the user for the next Slide
Topic, to keep the user focused, and SO forth.
In case of the credited question the following options are available:

1. Scoring type. There are 3 options for this question type:

o Question weight - in case of correct answer, question weight will be placed in all
guestion objectives.

o Weight by objective - in case of correct answer, different weight will be placed to
each objective (according to weight in objective list).

o Variant weight - in case of correct answer, weight of variant will be placed to all
objectives (for question with no correct answer only).



2. Weight of question/attempt - base for calculating score.
3. The following crediting methods can be used:

o Fixed (Upon the correct response user gets the same score regardless the number of attempts. This score is
equal to the base weight)

o Regression method (In this case user is getting the highest possible score for providing the correct answer
from the first try; the number of points is decreasing on the second try and so forth, until all tries are used). The

maximum number of points in this case is equal to the base number of points multiplied by the

number of attempts. Regression method enables more accurate performance evaluation but requires
applying additional requirements to question parameters. It is important that number of tries for this method
should not exceed the automatically calculated one (which is number of possible answers minus one), otherwise
regression method will become ineffective.

4. Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as Skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).

Single Choice Question

Button Tents Sound
Cluestion Limitations Scoring Feedback Dizplay

[ ] Display comect answer
[v]Display feedback messages: Frew.

Comect answer: |Cu:urreu:1 | ]
Incomect answer: |Inu:u:urrect | ]
Mo more attempts: |N|:| more attempts l=ft | ]

TimeoLt: |T|me is out | F
Offset horzontal: px

Cffset vertical: P

Feedback box width: px
[ ] Hide feedback automatically
Backgrour Border Button

Cor..  |#E0FFED | (] |#333933 | (] |#33ss3s |[]
Incor:  |urre0E | (] |#Freses | [ ] |#FFeees | [ ]
Atmpts: | uFFE0ED | () |mrFreess | [ ) |mFreess | [ ]
Timeout: |#rre0En | (] [#Freses | (] |#Fresss | [ ]

oK || Cancel || ey || Hep




Use “Feedback” tab to specify feedback options, which define what shall be displayed upon
another attempt to respond (correct or incorrect) and after completing the question.

You may permit the display of correct answer upon question completion by marking
corresponding check box. If student has used off all the attempts for response, or if the time
has expired then the correct answer will be displayed; user will not be credited for this answer.
This option may be used when the main objective of the question is educating rather than
testing.

You may permit or restrict the feedback messages. You can modify the text of feedback
messages, which is in RichText format. Feedback messages are displayed in the separate small
window during Module play back. You can modify display coordinates for this window (the
coordinates are given relative to the object’s upper left corner - horizontal and vertical offsets).

Single Choice Question

Buttan Texts Sound
Question Limitations Scoring Feedback ______ DISD|EI"_|" ______
Skin: Basic b
Caolor scheme: Lightblue b

[] Use custom timer colors

[ ]Use custom spats

| ok || cance || sy || Hep |

On the Display, Button and Texts tabs you can select appearance settings for the object and
edit the information and warning messages.



Single Choice Question

| Question | Limitations | Scoring | Feedback | Display |
Button | — | Sound |
—[#ise custom buttons:
Button type |HTML button v|
Submit answer text: |Subm'rt answer |
Skip question text: [Skip question |
Button size - width: px height: px
Nomal MouseOver

Border style: | Solid v | [ Solid v|
Border width: px P
Border color: meeeees | [ ] |#sseecC | [
Background color: lwroror0 | (] [#Foror0 | (]
Fort: | Al v | | Adal v|
Custom font: | || |
Fort size: Pt Pt
Fort weight: | Normal v | | Normal v |
Fort style: Nomal v | | Nomal v|
Fort color: [zooooo0 | (] [#ooooo0 | (]
Test align: | Center v | |Center v |

| ok || cancel || Mooy || Heb




Single Choice Question

Guestion Limitations Scoring Feedback Diisplay
Button Texts Sound
Ilze sound effects
Events with sound: | Mouseover and click v |
Mouseover sound: | Standard 1 w |
| |
Click sound: | Standard 1 w |
| |
Failure sound: | Standard 1 i |
| |
Success sound: | Standard 1 w |
| |
| ok || cance || sepy || Hep |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Question Start The question is fully loaded and all elements of the question are displayed

on Change Selection | User changes selected item



on Attempt
on Success
on Failure
on Time Out

on Attempts Limit

At the moment of answer acceptance, but before answer evaluation
At the moment of answer evaluation, in case the answer is correct.
At the moment of answer evaluation, in case the answer is incorrect.

At the moment of time expiration for the answer (if defined)

After answer evaluated, in case the number of attempts decreased to zero.

on Question Skipped | After “Skip Question” button is pressed

on Question End

After answer is evaluated and no more attempts left (on timeout or on attempts limit)

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBs_Ib below means current object ID):

Property

questionMode
questionType
questionDuration
questionTimer
itemQuantity

questionValue

attemptsLast

attemptsTotal

Returns

Returns current question mode (tokens: "normal”, "review").
"choice"

Returns allowed question duration in seconds (if defined).
Returns current question timer value in seconds (if defined).
Returns total variants quantity.

Returns current question value (spot values divided by "~": for example,
"0~1~0~0" - 0 corresponds to empty spot, 1 - to checked spot). Note, that the

order of spots is always as it was defined in object - no matter shuffled or not.

Returns current number of attempts left.

Returns allowed number of attempts.

5.3.4.3 Multiple select

Syntax
SOBJ_ID.questionMode
SOBJ_ID.questionType
SOBJ_ID.questionDuration
SOBJ_ID.questionTimer
SOBJ_ID.itemQuantity

SOBJ_ID.questionValue

SOBJ_ID.attemptsLast
SOBJ_ID.attemptsTotal

Multiple Select Question object enables user to choose one or several correct items from a list
of possible answers.

LIMITATION: No more than one Test on the Slide is recommended.

Example of object appearance:



Question i= gcored

Which states are in North America?

Select all correct variantz

<

Arizona

v Alaska
Hawaii

v/ Visconsin

Attemptz: 3

Question time fimit: NG C e

Object parameters



Multiple Select Question

Button Texts Sound
| Limitations Scoring Feedback Diisplay

Cuestion tesxt: |
Wariants: b = @ § ﬁ?

Variant Comect varant Weight™

Alaska yes 1

Arizona yES 1

Hawaii no 1

Visconsin yes 1
] shuffle varants on display
= Variant weight is used anly if comespanding scarng
type is selected

oK || cancel | Mooy || Hep |

To input question’s text, press “TE” button of the corresponding field. The format of input area
is RichText, therefore all font settings (size, color, and style) will be saved as you type the text
in.

Use "+" button to specify possible answers as many as needed. In the opened sub-dialog screen
press “TE” button of the corresponding field and insert text of the possible answer. Select
checkbox for correct answer.

Select “Shuffle variants on display” check box in case you want answers to be displayed in
random order. Otherwise, answers will be displayed in order they were inserted. Use “Up” and
"Down” arrows to change order.



Multiple Select Question

Button Texts Sound
Cluestion Limitations Scoring Feedback Display

[] 5et number of attempts automatically
Mumber of attempts: 1

[]:Limit time for the answer

Time limit (sec): 10

[ ] Mlow skip question
Skipped question is:

[ ] Mlow recuming approaches

Display completed question message
Digplay continued question message

OK || cancel || Mooy || Heb

Use “Limitations” tab to set the following restrictions:

1. Number of attempts. in case number of attempts is not supposed to be defined automatically (i.e. checkbox
“Define automatically” is not checked), “Number of Attempts” field is available for input. There you can specify the
number with respect to the level of question complexity or testing methodology. The following formula is used for

Automatic attempts calculation: number of attempts equals to number of possible answers minus one (for
example, 3 attempts for question with 4 answers, 4 attempts for questions with 5 answers and so on). In case automatic
attempts calculation is selected, the number specified in the “Number of Attempts” field is ignored.

2. Time limit for the answer. Upon time expiration user will be restricted to make further answer selections, and
the question will be validated for correctness even if “Submit Answer” button is not pressed. If the correct answer is
chosen just before time expiration, it will be credited to the user.

3. Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).

4. Possibility to reset stored result and answer the question once again (recurring
approaches).



Multiple Select Question

Button Sound
Question Limitations | | Feedback Display
Credit question
Scoring type: Weight of question (gttempt) |

Weight of question./attempt:

Crediting method: () foed
{:}regressive
CGuestion objectives: + = 4+ & &
Objective Weight™
total 1

Diisplay question masdmum score pane
* Weight of 1 attempt for regressive method

| ok || cancel || Mooy || Heb

Use “Score” tab to specify scoring parameters for the question. The essential CheckBox is
“Credit Question”. In case it is not marked, all other scoring parameters are disabled, therefore
they will be ignored when presenting question to the user. Such questions are referred as not
credited questions. These questions are frequently used to prepare the user for the next Slide
Topic, to keep the user focused, and so forth.

In case of the credited question the following options are available:

1. Scoring type:

o Question weight - in case of correct answer, question weight will be placed in all
guestion objectives.

o Weight by objective - in case of correct answer, different weight will be placed to
each objective (according to weight in objective list).

o Sum of variant weights - sum of all selected variant weights will be placed to all
objectives (for question with no correct answer only).



o Max of variant weights - maximal weight of all selected variant weights will be placed
to all objectives (for question with no correct answer only).

o Min of variant weights - minimum of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

o Avg of variant weights - average of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

o Avg of all variant weights - sum of all selected variant weights regarding full number
of variants will be placed to all objectives (for question with no correct answer only).

2. Base weight of a question/attempt - base number of points for the question (or attempt for regression
method). This number is used to calculate the Total score for the question. If fixed crediting method is used, the base
weight of question equals the total score.

3. The following crediting methods can be used:

o Fixed (Upon the correct response user gets the same score regardless the number of attempts. This score is
equal to the base weight)

o Regression method (In this case user is getting the highest possible score for providing the correct answer
from the first try; the number of points is decreasing on the second try and so forth, until all tries are used). The

maximum number of points in this case is equal to the base number of points multiplied by the

number of attempts. Regression method enables more accurate performance evaluation but requires
applying additional requirements to question parameters. It is important that number of tries for this method
should not exceed the automatically calculated one (which is number of possible answers minus one), otherwise
regression method will become ineffective.

4. Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).



Multiple Select Question

Button Texts Sound
Question Limitations Scoring Feedback Diizplay

[ ] Display comect answer

[w]:Display feedback messages: Prev.
Comect answer: |Cu:urreu:t | ]
Incomect answer: |Inu:u:urreu:1 | ]
Mo more attempts: |N|:u more attempts |eft | FI
Timeout: |T|me is out | FI

(Cffset horzontal : px
Cffset vertical: i

Feedback box width: p
[ ] Hide feedback automatically
Backgrourn Border Button

Cor..  |#EOFFED |[..] 4339933 | [.]|#33ssas | [ ]

Incor: |urrE0E0 | (] [#Freses | (L] [#FFeees | (]
Attmpts: | #rrE0ED | (] [#Freees | (] |#Fresss | [ ]
Timeout: |uFFE0ED | () |#Freees | [ ) |#Freess | [ ]

| ok || cance || sepy || Hep |

Use “Feedback” tab to specify feedback options, which define what shall be displayed upon
another attempt to respond (correct or incorrect) and after completing the question.

You may permit the display of correct answer upon question completion by marking
corresponding check box. If student has used off all the attempts for response, or if the time
has expired then the correct answer will be displayed; user will not be credited for this answer.
This option may be used when the main objective of the question is educating rather than
testing.

You may permit or restrict the feedback messages. You can modify the text of feedback
messages, which is in RichText format. Feedback messages are displayed in the separate small
window during Module play back. You can modify display coordinates for this window (the
coordinates are given relative to the object’s upper left corner) Note, that there is a check box
displayed next to every Edit button for the text feedback; it enables to turn On/Off display of
feedback messages in Courselab Editor. By default, all check boxes are empty to avoid
overloading the question Object with too many details.



Multiple Select Question

| Button || Texts ||

| Question | Limitations | Scoring | Feedback
Skin: |Easi|: v|
Color scheme: | Lightblue w |
Buttan skin: Jariant 1

] Use custom timer colors
Border colar:
Background color:
Countdown color;
Attention colar:

Finizh colar:

—[ ] Uze custom =pots

Unchecked spat:

Checked zpaot:

| ok || cance || sepy || Hep |

On the Display, Button and Texts tabs you can select appearance settings for the object and
edit the information and warning messages.



Multiple Select Question

| Question | Limitations | Scoring | Feedback | Display |
Button | — | Sound |
—[#ise custom buttons:
Button type: |HTML button v |
Submit answer text: |Subm'rt answer |
Skip question text: [Skip question |
Button size - width: px height: px
Nomal MouseOver

Border style: | Solid v | [ Solid v|
Border width: px P
Border color: meeeees | [ ] |#sseecC | [
Background color: lwroror0 | (] [#Foror0 | (]
Fort: | Al v | | Adal v|
Custom font: | || |
Fort size: Pt ¢
Fort weight: | Normal v | | Normal v |
Fort style: Nomal v | | Nomal v|
Fort color: [zooooo0 | (] [#ooooo0 | (]
Test align: | Center v | |Center v |

Lok J[ Cancel J[ ooy J[ Heb




Multiple Select Question

Guestion Limitations Scoring Feedback Diisplay
Button Texts Sound
Ilze sound effects
Events with sound: | Mouseover and click v |
Mouseover sound: | Standard 1 w |
| |
Click sound: | Standard 1 w |
| |
Failure sound: | Standard 1 i |
| |
Success sound: | Standard 1 w |
| |
| ok || cance || sepy || Hep |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon
on Question Start The question is fully loaded and all elements of the question are displayed

on Change Selection | User changes selected item



on Attempt
on Success
on Failure
on Time Out

on Attempts Limit

At the moment of answer acceptance, but before answer evaluation
At the moment of answer evaluation, in case the answer is correct.
At the moment of answer evaluation, in case the answer is incorrect.

At the moment of time expiration for the answer (if defined)

After answer evaluated, in case the number of attempts decreased to zero.

on Question Skipped | After “Skip Question” button is pressed

on Question End

After answer is evaluated and no more attempts left (on timeout or on attempts limit)

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (os_Ib below means current object ID):

Property

questionMode
questionType
questionDuration
questionTimer
itemQuantity

questionValue

Returns

Returns current question mode (tokens: "normal”, "review").
"select"

Returns allowed question duration in seconds (if defined).
Returns current question timer value in seconds (if defined).
Returns total variants quantity.

Returns current question value (spot values divided by "~": for example,
"0~1~1~0" - 0 corresponds to empty spot, 1 - to checked spot). Note, that the

order of spots is always as it was defined in object - no matter shuffled or not.

attemptsLast Returns current number of attempts left.
attemptsTotal Returns allowed number of attempts.
5.3.4.4 Ordered items

Syntax
SOBJ_ID.questionMode
SOBJ_ID.questionType
SOBJ_ID.questionDuration
SOBJ_ID.questionTimer
SOBJ_ID.itemQuantity

SOBJ_ID.questionValue

SOBJ_ID.attemptsLast
SOBJ_ID.attemptsTotal

Ordered Items types of questions require from the user to specify the right order of presented

items.

LIMITATION: No more than one question on the Slide is recommended.

Example of object appearance:



Question i= gcored

How to make coffee espresso?

Place variantz in correct order

Enjaoy the taste of fresh espresso

izrind coffee beans

Turn espresso machine on

Flace ground coffee in espresso machine

Attemptz: 3

Question time fimit: GGG 15 cec

Object parameters



Ordering Question

Button Texts Sound
| Limitations Scoring Feedback Dizplay
Question text: |
Wariants: + = 4 & F
Variant Weight™

Grind coffee beans

Flace ground coffes in espresso machine
Tum espresso machine an

Enjoy the taste of fresh espresso

= Variant weight is used anly f comespaonding scaorng
hype is selected

o J oo

To input question’s text, press “TE” button of the corresponding field. The format of input area
is RichText, therefore all font settings (size, color, and style) will be saved as you type the text
in.

Use "+" button to specify possible answers as many as needed. In the opened sub-dialog screen
press “TE” button of the corresponding field and insert text of the variant.

Note, that for this type of question the correct Order of Items will be the order specified by
author. Question items are ALWAYS presented randomly to the user. Use “Up” and "Down”
arrows to change items order.



Ordering Question

Button Texts Sound
Cluestion Limitations Scoring Feedback Display

[ ]iSet number of attempts automatically:

Mumber of attempts: 1

Limit time far the answer

Time limit (sec): 10

[ ] Mlow skip question
Skipped question is:

[ ] Mlow recuming approaches

Display completed question message
Digplay continued question message

QK l [ Cancel

Use “Limitations” tab to set the following restrictions:

1. Number of attempts. in case number of attempts is not supposed to be defined automatically (i.e. checkbox
“Define automatically” is not checked), “Number of Attempts” field is available for input. There you can specify the
number with respect to the level of question complexity or testing methodology. The following formula is used for

Automatic attempts calculation: number of attempts equals to number of possible answers minus one (for
example, 3 attempts for question with 4 answers, 4 attempts for questions with 5 answers and so on). In case automatic
attempts calculation is selected, the number specified in the “Number of Attempts” field is ignored.

2. Time limit for the answer. Upon time expiration user will be restricted to make further answer selections, and
the question will be validated for correctness even if “Submit Answer” button is not pressed. If the correct answer is
chosen just before time expiration, it will be credited to the user.

3. Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).

4. Possibility to reset stored result and answer the question once again (recurring
approaches).



Ordering Question

Button Sound
Question Limitations | | Feedback Display
Credit question
Scoring type: Weight of question (gttempt) |

Weight of question./attempt:

Crediting method: () foed
{:}regressive
CGuestion objectives: + = 4+ & &
Objective Weight™
total 1

Diisplay question masdmum score pane
* Weight of 1 attempt for regressive method

o J oo

Use “Score” tab to specify scoring parameters for the question. The essential CheckBox is
“Credit Question”. In case it is not marked, all other scoring parameters are disabled, therefore
they will be ignored when presenting question to the user. Such questions are referred as not
credited questions. These questions are frequently used to prepare the user for the next Slide
Topic, to keep the user focused, and so forth.

In case of the credited question the following options are available:

1. Scoring type:

o Question weight - in case of correct answer, question weight will be placed in all
guestion objectives.

o Weight by objective - in case of correct answer, different weight will be placed to
each objective (according to weight in objective list).

o Sum of variant weights - sum of all selected variant weights will be placed to all
objectives (for question with no correct answer only).



o Max of variant weights - maximal weight of all selected variant weights will be placed
to all objectives (for question with no correct answer only).

o Min of variant weights - minimum of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

o Avg of variant weights - average of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

o Avg of all variant weights - sum of all selected variant weights regarding full number
of variants will be placed to all objectives (for question with no correct answer only).

2. Base weight of a question/attempt - base number of points for the question (or attempt for regression
method). This number is used to calculate the Total score for the question. If fixed crediting method is used, the base
weight of question equals the total score.

3. The following crediting methods can be used:

o Fixed (Upon the correct response user gets the same score regardless the number of attempts. This score is
equal to the base weight)

o Regression method (In this case user is getting the highest possible score for providing the correct answer
from the first try; the number of points is decreasing on the second try and so forth, until all tries are used). The

maximum number of points in this case is equal to the base number of points multiplied by the

number of attempts. Regression method enables more accurate performance evaluation but requires
applying additional requirements to question parameters. It is important that number of tries for this method
should not exceed the automatically calculated one (which is number of possible answers minus one), otherwise
regression method will become ineffective.

4. Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).



Ordering Question

Button Texts
CGuestion Limitations Scoring
[ ] Display comect answer
Display feedback messages Prewv.
Comect answer: |Cu:urreu:t | ]
Incomect answer: |Inu:u:urreu:1 | ]
Mo mare attempts: |N|:| more attempts left | FI
Timeout: |T|me is out | FI

(Cffset horzontal : px
Cffset vertical: i

Feedback box width: p
[ ] Hide feedback automatically
Backgrourn Border Button

Cor..  |#EOFFED |[..] 4339933 | [.]|#33ssas | [ ]

Incor: |urrE0E0 | (] [#Freses | (L] [#FFeees | (]
Attmpts: | #rrE0ED | (] [#Freees | (] |#Fresss | [ ]
Timeout: |uFFE0ED | () |#Freees | [ ) |#Freess | [ ]

o J oo

Use “Feedback” tab to specify feedback options, which define what shall be displayed upon
another attempt to respond (correct or incorrect) and after completing the question.

You may permit the display of correct answer upon question completion by marking
corresponding check box. If student has used off all the attempts for response, or if the time
has expired then the correct answer will be displayed; user will not be credited for this answer.
This option may be used when the main objective of the question is educating rather than
testing.

You may permit or restrict the feedback messages. You can modify the text of feedback
messages, which is in RichText format. Feedback messages are displayed in the separate small
window during Module play back. You can modify display coordinates for this window (the
coordinates are given relative to the object’s upper left corner) Note, that there is a check box
displayed next to every Edit button for the text feedback; it enables to turn On/Off display of
feedback messages in Courselab Editor. By default, all check boxes are empty to avoid
overloading the question Object with too many details.



Ordering Question

| Button || Texts

| Question | Limitations | Scoring |
Skin: |Easi|: v|
Color scheme: | Lightblue w |

] Use custom timer colors
Border colar:

Background color:
Countdown color;
Attention colar:

Finizh colar:

— ] Use custom spots

g normal;

Ilp dizabled:

Crawr normal:

Do digabled:

| ok || cance | oo Help

On the Display, Button and Texts tabs you can select appearance settings for the object and
edit the information and warning messages.



Ordering Question

| Question | Limitations | Scoring | Feedback | Display |
: Button Texts | Sound |
Use custom buttons
Button type: |HTML button v |
Submit answer text: |Subm'rt answer |
Skip question text: [Skip question |
Button size - width: px height: px
Nomal MouseOver

Border style: | Solid v | [ Solid v|
Border width: px P
Border calor: meeeees | [ ] |#sseecC | [
Background color: lwroror0 | (] [#Foror0 | (]
Fort: | Al v | | Adal v|
Custom font: | || |
Fort size: Pt Pt
Fort weight: | Normal v | | Normal v |
Fort style: Nomal v | | Nomal v|
Fort color: [zooooo0 | (] [#ooooo0 | (]
Test align: | Center v | |Center v |

| ok || cancel Apply Help




Ordering Question

Guestion Limitations Scoring Feedback Diisplay
Button Texts Sound

Use sound effects

Events with sound: | Mouseover and click w |
Mouseover sound: | Standard 1 b |
Click sound: | Standard 1 w |
Failure sound: | Standard 1 i |
Success sound: | Standard 1 w |

o J oo

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon
on Question Start The question is fully loaded and all elements of the question are displayed

on Item Moved User moves any item



on Attempt
on Success
on Failure
on Time Out

on Attempts Limit

At the moment of answer acceptance, but before answer evaluation
At the moment of answer evaluation, in case the answer is correct.
At the moment of answer evaluation, in case the answer is incorrect.

At the moment of time expiration for the answer (if defined)

After answer evaluated, in case the number of attempts decreased to zero.

on Question Skipped | After “Skip Question” button is pressed

on Question End

After answer is evaluated and no more attempts left (on timeout or on attempts limit)

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBs_Ib below means current object ID):

Property

questionMode
questionType
questionDuration
questionTimer
itemQuantity

questionValue

attemptsLast

attemptsTotal

Returns

Returns current question mode (tokens: "normal”, "review").
"range"

Returns allowed question duration in seconds (if defined).
Returns current question timer value in seconds (if defined).
Returns total variants quantity.

Returns current question item order (spot numbers starting from 0 divided by
"~ for example, "3~1~0~2" - "0~1~2~3" in this case corresponds to correct
order).

Returns current number of attempts left.

Returns allowed number of attempts.

5.3.4.5 Numerical fill-in-blank

Syntax

SOBJ_ID.questionMode
SOBJ_ID.questionType
SOBJ_ID.questionDuration
SOBJ_ID.questionTimer
SOBJ_ID.itemQuantity

SOBJ_ID.questionValue

SOBJ_ID.attemptsLast
SOBJ_ID.attemptsTotal

Numerical fill-in-Blank Questions require from the user to enter the correct number into the
answer field using keyboard.

LIMITATION: No more than one question on the Slide is recommended.

Example of object appearance:

Question iz scored

How many stars are on the flag of USA?

Enter numeric value

Hint: how many states you know? 5l:l|

Question time fimit: [N

Atternptz: 1

[=r]

2EC

Object parameters



Numeric Fill-In-Blank Question

Button Texts Sound
Question Limitations Scoring Feedback Display
Question text:
Variants: + = 4+ & &

Explanation Mz size
10

oK) [caa ]

To input question’s text, press “TE” button of the corresponding field. The format of input area
is RichText, therefore all font settings (size, color, and style) will be saved as you type the text
in.

Specify the approximate length of the entry field in symbols. We recommend allowing some
extra space for that purpose. For example, if desired answer is 3.224 then the field size is 5
symbols (including decimal point). We recommend using double size of the desired length (4
symbols in this example) so that user does not get a hint about the correct answer.

If necessary, enter description message for the answer field. Description message appears to
the left of the answer field and may contain for example, units of measure for the answer.

Specify conditions for the correct answer. Use "+" menu button to add conditions to the list of
conditions menu as many as needed. In the opened sub-dialog screen fill in the list of
conditions for validating an answer. In the simple case only single condition is used (for
example, when entered answer must exactly match some number).



In case you need to specify the interval of numbers (for example when the answer should be
the number in the range of 7 to 8) you should specify two conditions: a) greater than 7 b) less
than 8. Therefore any number in the range of 7 to 8 (excluding 7 and 8 otherwise different
conditions should be used: greater or equal to 7 AND less or equal to 8) will be treated as
correct answer.

IMPORTANT! When user’s response is checked, there is no difference whether
comma or dot symbols are used as a decimal separator. However, for specifying
the correct answer in Courselab editor, it is recommended to use decimal POINT.

Numeric Fill-In-Blank Question

Button Texts Sound

Cluestion Limitations | Scoring Feedback Display

Mumber of attempts:
[+]:Limit time for the answer

Time limit (zec):

[ ] Mlow skip question

Skipped question is:

[ Alow recuming approaches

Digplay completed question message
Digplay continued question message

| ok || cancel || ooy ][ Hep

Use “Limitations” tab to set the following restrictions:

1. Number of attempts. “Number of Attempts” field is always available for input (there is no automatic attempts
calculation rule). There you can specify the number of answer attempts with respect to the level of question complexity
or testing methodology.



2. Time limit for the answer. Upon time expiration user will be restricted to make further answer selections, and
the question will be validated for correctness even if “Submit Answer” button is not pressed. If the correct answer is
chosen just before time expiration, it will be credited to the user.

3. Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).

4. Possibility to reset stored result and answer the question once again (recurring
approaches).

Numeric Fill-In-Blank Question

Button Texts Sound
Cluestion Limitations | Scoring | Feedback Dizplay
[Credi question:
Scoring type: Weight of question (attempt) |

Weight of question,/attempt:

Crediting method: {*) fieed
{:}regressiue
Cluestion objectives: + = 4+ &
Ohjective Weight™
total 1

Dizplay question madmum score pane
* Weight of 1 attempt for regressive method

| ok || cance || oy || Hep |

Use “Score” tab to specify scoring parameters for the question. The essential CheckBox is
“Credit Question”. In case it is not marked, all other scoring parameters are disabled, therefore
they will be ignored when presenting question to the user. Such questions are referred as not
credited questions. These questions are frequently used to prepare the user for the next Slide
Topic, to keep the user focused, and SO forth.
In case of the credited question the following options are available:



Scoring type:

(o]

Question weight - in case of correct answer, question weight will be placed in all
question objectives.

Weight by objective - in case of correct answer, different weight will be placed to
each objective (according to weight in objective list).

Base weight of a question/attempt - base number of points for the question (or attempt for regression
method). This number is used to calculate the Total score for the question. If fixed crediting method is used, the base
weight of question equals the total score.

The following crediting methods can be used:

(o]

Fixed (Upon the correct response user gets the same score regardless the number of attempts. This score is
equal to the base weight)

Regression method (In this case user is getting the highest possible score for providing the correct answer
from the first try; the number of points is decreasing on the second try and so forth, until all tries are used). The

maximum number of points in this case is equal to the base number of points multiplied by the

number of attempts. Regression method enables more accurate performance evaluation but requires
applying additional requirements to question parameters. It is important that number of tries for this method
should not exceed the automatically calculated one (which is number of possible answers minus one), otherwise
regression method will become ineffective.

Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip

Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).



Numeric Fill-In-Blank Question

Button Texts Sound
Question Limitations Scoring Feedback Diizplay
[ ] Display comect answer
[¥]:Display feedback messages: Prew.
Comect answer: Comect ]
Incomect answer: Incomect ]
Mo mare attempts: Mo more attempts left FI
Timeout: Time is out FI
(Cffset horzontal : 100 px
Cffset vertical: 50 i
Feedback box width: 250 p
[ ] Hide feedback automatically
Baclgrour Border Button

Corr.: HEOFFED E] #339923 E] #139932
Incom.:  |#FFEDED E] HFFEE66 E] HFFEEEG
Attmpts: | #FFEOED | (] [#FFe666 | (] [#FFe6EE
Timeout: |#FFEDED [:] HFFGEGSE [:] HFFGEEE

OO
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Use “Feedback” tab to specify feedback options, which define what shall be displayed upon
another attempt to respond (correct or incorrect) and after completing the question.

You may permit the display of correct answer upon question completion by marking
corresponding check box. If student has used off all the attempts for response, or if the time
has expired then the correct answer will be displayed; user will not be credited for this answer.
This option may be used when the main objective of the question is educating rather than
testing.

You may permit or restrict the feedback messages. You can modify the text of feedback
messages, which is in RichText format. Feedback messages are displayed in the separate small
window during Module play back. You can modify display coordinates for this window (the
coordinates are given relative to the object’s upper left corner) Note, that there is a check box
displayed next to every Edit button for the text feedback; it enables to turn On/Off display of
feedback messages in Courselab Editor. By default, all check boxes are empty to avoid
overloading the question Object with too many details.



Numeric Fill-In-Blank Question

[ Bmn | Tess |

| Question | Limitations | Scoring | Feedback
St Bssi v
Color scheme: | Lightblue v |
Border styls: | Solid v |
Border width: px
Background color: (]
Fort: |,an,| Y|
Fort size: e
om0 ] (3

Border color:
Background calar;
Countdown color:
Attention colar:

Finizh calar:
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On the Display, Button and Texts tabs you can select appearance settings for the object and
edit the information and warning messages.



Numeric Fill-In-Blank Question

| Question | Limitations | Scoring | Feedback | Display |
Button | — | Sound |
—[ise custom buttons:
Button type: |HTML button v |
Submit answer text: |Subm'rt answer |
Skip question text: [Skip question |
Button size - width: px height: px
Nomal MouseOver

Border style: | Solid v | [ Solid v|
Border width: px P
Border color: meeeees | [ ] |#sseecC | [
Background color: lwroror0 | (] [#Foror0 | (]
Fort: | Al v | | Adal v|
Custom font: | || |
Fort size: Pt ¢
Fort weight: | Normal v | | Normal v |
Fort style: Nomal v | | Nomal v|
Fort color: [zooooo0 | (] [#ooooo0 | (]
Test align: | Center v | |Center v |
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Numeric Fill-In-Blank Question

| Guestion || Limitations | Scorng | Feedback || Diisplay |
| Button [ Texts | Sound |

Information messages

Credited: |D-ed'rted question |
Uncredited: |L|nu:red'rted guestion |
Attempts: |F¢tempts: |
Time: limit: |T|me lirmit : |
Seconds: |sec. |
Question instruction: |Errter numeric value |
Comect answer: [CORRECT ANSWER |
Last state: LAST QUESTION STATE |
Skipped: [QUESTION IS SKIPPED |
Skipped and failed: |[]L|ESTION IS SKIPPED AMD FAILED |

Waming messages

Continued guestion: |Cc:rrtinued approach. Mumber of Elttempt|
Finizhed question: |This question is already angwered. Fec |
Recuming approach: |This question is already answered. Pres |
Skip and fail corfim: |Skipped question will be treated failed. |
Mumbers only: |F‘Iease erter anby numbers and signs |

| ok || cancel || Mooy || Heb




Numeric Fill-In-Blank Question

Guestion Limitations Scoring Feedback Diisplay
Button Texts Sound
Ilze sound effects
Events with sound: | Mouseover and click v |
Mouseover sound: | Standard 1 w |
| |
Click sound: | Standard 1 w |
| |
Failure sound: | Standard 1 i |
| |
Success sound: | Standard 1 w |
| |
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On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon
on Question Start The question is fully loaded and all elements of the question are displayed

on Attempt At the moment of answer acceptance, but before answer evaluation



on Success At the moment of answer evaluation, in case the answer is correct.

on Failure At the moment of answer evaluation, in case the answer is incorrect.

on Time Out At the moment of time expiration for the answer (if defined)

on Attempts Limit After answer evaluated, in case the number of attempts decreased to zero.

on Question Skipped | After “Skip Question” button is pressed

on Question End After answer is evaluated and no more attempts left (on timeout or on attempts limit)

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

Property Returns

questionMode Returns current question mode (tokens: "normal”, "review").
questionType "numeric"

questionDuration | Returns allowed question duration in seconds (if defined).
questionTimer Returns current question timer value in seconds (if defined).
itemQuantity Returns total variants quantity.

questionValue Returns current question field value (if there is more than one input field, then
returns string: values delimited by "~").

attemptsLast Returns current number of attempts left.

attemptsTotal Returns allowed number of attempts.

5.3.4.6 Text fill-in-blank

Syntax

SOBJ_ID.questionMode
SOBJ_ID.questionType
SOBJ_ID.questionDuration
SOBJ_ID.questionTimer
SOBJ_ID.itemQuantity

SOBJ_ID.questionValue

SOBJ_ID.attemptsLast

SOBJ_ID.attemptsTotal

Text Fill-in-Blank types of questions require from the user to fill in the correct answer into the
blank spaces using the keyboard. In general, entered text can contain numbers, but when user’s
response is evaluated numbers are interpreted as text characters rather than numbers.

LIMITATION: No more than one question on the Slide is recommended.

Example of object appearance:

Question iz scored

"Alice in Wonderland" was written by ...

Enter text =tring

Enter name and surname  Lewis Carroll|

Attemptz: 1

[*=]
(1))
1]
o

Question time limit: |

Object parameters



Text Fill-In-Blank Question

Button Teats Sound
Question Limitations Scoring Feedback Display
Question tesd:
Varants: + = 4+ & &

Explanation Mz size
10
oK || cancel | Mooy || Hep |

To input question’s text, press “TE” button of the corresponding field. The format of input area
is RichText, therefore all font settings (size, color, and style) will be saved as you type the text
in.

Specify the approximate length of the entry field in symbols. We recommend allowing some
extra space for that purpose.

If necessary, enter description message for the answer field. Description message appears to
the left of the answer field and may contain answer format instructions, for example, “Use
capital letter to answer”.

Specify conditions for the correct answer. Use "+" menu button to add conditions to the list of
conditions menu as many as needed. In the opened sub-dialog screen fill in the list of
conditions for validating an answer. In the simple case only single condition is used (for
example, when entered answer must exactly match some word). You can also set condition
“Contain”. In this case entered answer will be validated on whether or not it contains the



n u

character string specified by author. For example, if “Contain” “point” conditions is set, either
one of the following words will be considered as correct answers: Pointing, pointless, and
pinpoint.

Lastly, you can set the “Match Case” condition to match case when validating the answer. In
this case, for above mentioned example the word “Pointing” which starts from the capital letter
will not be considered as correct answer.

Text Fill-In-Blank Question

Button Texts Sound

Cluestion Limitations | Scoring Feedback Display

Mumber of attempts:
[+]:Limit time for the answer

Time limit (zec):

[ ] Mlow skip question

Skipped question is:

[ Alow recuming approaches

Digplay completed question message
Digplay continued question message

| ok || cancel || ooy ][ Hep

Use “Limitations” tab to set the following restrictions:

1. Number of attempts. “Number of Attempts” field is always available for input (there is no automatic attempts
calculation rule). There you can specify the number of answer attempts with respect to the level of question complexity
or testing methodology.

2. Time limit for the answer. Upon time expiration user will be restricted to make further answer selections, and
the question will be validated for correctness even if “Submit Answer” button is not pressed. If the correct answer is
chosen just before time expiration, it will be credited to the user.



3.  Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).

4. Possibility to reset stored result and answer the question once again (recurring
approaches).

Text Fill-In-Blank Question

Button Texts Sound
Question Limitations | Scorin | Feedback Display
Credit question
Scoring type: Weight of question (attempt)

Weight of question/attempt:

Crediting methaod: (*) fieed
() regressive
Guestion objectives: + = 4+ § &
Chjective Weight™
total 1

Dizplay question madmum score pane
* Weight of 1 attempt for regressive method

| ok || cance || oy || Hep |

Use “Score” tab to specify scoring parameters for the question. The essential CheckBox is
“Credit Question”. In case it is not marked, all other scoring parameters are disabled, therefore
they will be ignored when presenting question to the user. Such questions are referred as not
credited questions. These questions are frequently used to prepare the user for the next Slide
Topic, to keep the user focused, and SO forth.
In case of the credited question the following options are available:

1. Scoring type:

o Question weight - in case of correct answer, question weight will be placed in all
guestion objectives.



o Weight by objective - in case of correct answer, different weight will be placed to
each objective (according to weight in objective list).

Base weight of a question/attempt — base number of points for the question (or attempt for regression
method). This number is used to calculate the Total score for the question. If fixed crediting method is used, the base
weight of question equals the total score.

The following crediting methods can be used:

o Fixed (Upon the correct response user gets the same score regardless the number of attempts. This score is
equal to the base weight)

o Regression method (In this case user is getting the highest possible score for providing the correct answer
from the first try; the number of points is decreasing on the second try and so forth, until all tries are used). The

maximum number of points in this case is equal to the base number of points multiplied by the

number of attempts. Regression method enables more accurate performance evaluation but requires
applying additional requirements to question parameters. It is important that number of tries for this method
should not exceed the automatically calculated one (which is number of possible answers minus one), otherwise
regression method will become ineffective.

Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as Skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).



Text Fill-In-Blank Question

Button Texts Sound
Question Limitations Scoring Feedback Diizplay

[ | Display comect answer

Display feedback messages Prew.
Comect answer: |Cu:urreu:t | ]
Incomect answer: |Inu:u:urreu:1 | ]
Mo more attempts: |N|:u more attempts |eft | FI
Timeout: |T|me is out | FI
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Cffset vertical: i

Feedback box width: p
[ ] Hide feedback automatically
Backgrourn Border Button
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Attmpts: | #rrE0ED | (] [#Freees | (] |#Fresss | [ ]
Timeout: |uFFE0ED | () |#Freees | [ ) |#Freess | [ ]
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Use “Feedback” tab to specify feedback options, which define what shall be displayed upon
another attempt to respond (correct or incorrect) and after completing the question.

You may permit the display of correct answer upon question completion by marking
corresponding check box. If student has used off all the attempts for response, or if the time
has expired then the correct answer will be displayed; user will not be credited for this answer.
This option may be used when the main objective of the question is educating rather than
testing.

You may permit or restrict the feedback messages. You can modify the text of feedback
messages, which is in RichText format. Feedback messages are displayed in the separate small
window during Module play back. You can modify display coordinates for this window (the
coordinates are given relative to the object’s upper left corner) Note, that there is a check box
displayed next to every Edit button for the text feedback; it enables to turn On/Off display of
feedback messages in Courselab Editor. By default, all check boxes are empty to avoid
overloading the question Object with too many details.



Text Fill-In-Blank Question

o mwon [ Tem |
| Question | Limitations | Scoring | Feedback
Sk [Basic v
Color scheme: [ Lightblue v
Border styls: | Solid v |
Border width: px
Background color: (]
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Fort size: e
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Border color:
Background color:
Countdown color:
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Finish color:
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On the Display, Button and Texts tabs you can select appearance settings for the object and
edit the information and warning messages.



Text Fill-In-Blank Question

| Question | Limitations | Scoring | Feedback | Display |
Button | — | Sound |
—[#ise custom buttons:
Button type: |HTML button v |
Submit answer text: |Subm'rt answer |
Skip question text: [Skip question |
Button size - width: px height: px
Nomal MouseOver

Border style: | Solid v | [ Solid v|
Border width: px P
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Custom font: | || |
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Fort weight: | Normal v | | Normal v |
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Text Fill-In-Blank Question

| Guestion || Limitations | Scorng |

Feedback || Diisplay |

Button [ Tends | Sound

Information messages

Credited: |D-ed'rted question |
Uncredited: |L|nu:red'rted guestion |
Attempts: |F¢tempts: |
Time: limit: |T|me lirmit : |
Seconds: |sec. |
Question instruction: |Errtertead value |
Comect answer: [CORRECT ANSWER |
Last state: LAST QUESTION STATE |
Skipped: [QUESTION IS SKIPPED |
Skipped and failed: |[]L|ESTION IS SKIPPED AMD FAILED |

Waming messages

Cortinued guestion: |Ec:ntinued approach. Mumber of aﬂempt|
Finizhed question: |This question is already angwered. Fec |
Recuming approach: |This question is already answered. Pres |
Skip and fail corfim: |Skipped question will be treated failed. |
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Text Fill-In-Blank Question

Guestion Limitations Scoring Feedback Diisplay
Button Texts Sound
Ilze sound effects
Events with sound: | Mouseover and click v |
Mouseover sound: | Standard 1 w |
| |
Click sound: | Standard 1 w |
| |
Failure sound: | Standard 1 i |
| |
Success sound: | Standard 1 w |
| |
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On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Question Start The question is fully loaded and all elements of the question are displayed

on Attempt At the moment of answer acceptance, but before answer evaluation



on Success At the moment of answer evaluation, in case the answer is correct.

on Failure At the moment of answer evaluation, in case the answer is incorrect.

on Time Out At the moment of time expiration for the answer (if defined)

on Attempts Limit After answer evaluated, in case the number of attempts decreased to zero.

on Question Skipped | After “Skip Question” button is pressed

on Question End After answer is evaluated and no more attempts left (on timeout or on attempts limit)

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

Property Returns

questionMode Returns current question mode (tokens: "normal”, "review").
questionType "text"

questionDuration | Returns allowed question duration in seconds (if defined).
questionTimer Returns current question timer value in seconds (if defined).
itemQuantity Returns total variants quantity.

questionValue Returns current question field value (if there is more than one input field, then
returns string: values delimited by "~").

attemptsLast Returns current number of attempts left.

attemptsTotal Returns allowed number of attempts.

5.3.4.7 Matching pairs (one-to-one)

Syntax

SOBJ_ID.questionMode
SOBJ_ID.questionType
SOBJ_ID.questionDuration
SOBJ_ID.questionTimer
SOBJ_ID.itemQuantity

SOBJ_ID.questionValue

SOBJ_ID.attemptsLast

SOBJ_ID.attemptsTotal

Matching Pairs type of questions require from the user to match the provided question items

on one-to-one basis.

LIMITATION: No more than one question on the Slide is recommended.

Example of object appearance:

IMPORTANT! Matching pairs type of question is space consuming when placed
into the Frame, therefore we do not recommend setting the width of the object

to less than 700 pixels.



Question iz gcored

Connect events with corresponding dates

Connect pairs to match correctly

1482 Discovery of America

1903 EFirst airplane

1945 gFirst rman on the Moon

1969 éThe end of World Warll
Attempts: 3

Question time iimit: [N  =cc

Object parameters



Matching Pairs Question

Button Teats Sound
Question Limitations Scoring Feedback Display

Digplay question block

Cuestion teat: Connect events with comespo
Varants: + = 4 &

Base Match Weight™

1452 Discovenyof Am... 1

1503 First airplane 1

1545 The end of Wod... 1

1565 First man onthe ... 1

= Match weight is used only if comesponding scoring
type is selected
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To input question’s text, press “TE” button of the corresponding field. The format of input area
is RichText, therefore all font settings (size, color, and style) will be saved as you type the text
in. Considering specifics of matching pairs questions, it is not always necessary to display the
text of the question. Remove corresponding checkmark, in case you want the question text not
to be displayed.

Specify variants of matching question items. In the list of answers menu add as many variants
of matching question items as needed using "+" menu button. In the opened sub-dialog pairs
editor screen press “TE” button of the corresponding field and insert text of base item and it’s
corresponding match, which is in RichText format. Please remember, that there are size
limitations for entering both the base items and matches, therefore try using short texts and
small fonts. Inserted question items appear in in the List of items. If desired, you can edit
entered items by pressing “Edit” button under the “List” menu.



Note, that in matching pairs types of questions the correct matching pairs will be the ones
specified by author. Unlike the question base items, which will be displayed in order they were
inserted, the matches will ALWAYS be displayed in random order.

Matching Pairs Question

Button Tents Sound
Question Limitations Scorng Feedback Display

[] 5et number of attempts automatically
Mumber of attempts: 1

[+]iLimit time for the answer

Time limit (zec): 10

[ ] Allow skip question

Skipped question is:

[] Allow recuming approaches

Dizplay completed question message
Dizplay continued question message
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Use “Limitations” tab to set the following restrictions:

1. Number of attempts. In case number of attempts is not supposed to be defined automatically (i.e. checkbox
“Define automatically” is not checked), “Number of Attempts” field is available for input. There you can specify the
number with respect to the level of question complexity or testing methodology. The following formula is used for
Automatic attempts calculation: number of attempts equals to number of possible answers minus one (for
example, 3 attempts for question with 4 answers, 4 attempts for questions with 5 answers and so on). In case automatic
attempts calculation is selected, the number specified in the “Number of Attempts” field is ignored.

2. Time limit for the answer. Upon time expiration user will be restricted to make further answer selections, and
the question will be validated for correctness even if “Submit Answer” button is not pressed. If the correct answer is
chosen just before time expiration, it will be credited to the user.



3.  Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).

4. Possibility to reset stored result and answer the question once again (recurring
approaches).

Matching Pairs Question

Button Texts Sound
Question Limitations | Scoring | Feedback Diisplay

Weight of question (attempt) |+

Scoring type:

Weight of question/attempt:

Crediting methaod: (*) fieed
() regressive
Guestion objectives: + = 4+ § &
Chjective Weight™
total 1

Dizplay question madmum score pane
* Weight of 1 attempt for regressive method
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Use “Score” tab to specify scoring parameters for the question. The essential CheckBox is
“Credit Question”. In case it is not marked, all other scoring parameters are disabled, therefore
they will be ignored when presenting question to the user. Such questions are referred as not
credited questions. These questions are frequently used to prepare the user for the next Slide
Topic, to keep the user focused, and so forth.

In case of the credited question the following options are available:

1. Scoring type. There are 3 options for this question type:



o Question weight - in case of correct answer, question weight will be placed in all
question objectives.

o Weight by objective - in case of correct answer, different weight will be placed to
each objective (according to weight in objective list).

o Sum of variant weights - sum of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

o Max of variant weights - maximal weight of all selected variant weights will be placed
to all objectives (for question with no correct answer only).

o Min of variant weights - minimum of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

o Avg of variant weights - average of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

o Avg of all variant weights - sum of all selected variant weights regarding full number
of variants will be placed to all objectives (for question with no correct answer only).

2. Base weight of a question/attempt - base number of points for the question (or attempt for regression
method). This number is used to calculate the Total score for the question. If fixed crediting method is used, the base
weight of question equals the total score.

3. The following crediting methods can be used:

o Fixed (Upon the correct response user gets the same score regardless the number of attempts. This score is
equal to the base weight)

o Regression method (In this case user is getting the highest possible score for providing the correct answer
from the first try; the number of points is decreasing on the second try and so forth, until all tries are used). The

maximum number of points in this case is equal to the base number of points multiplied by the

number of attempts. Regression method enables more accurate performance evaluation but requires
applying additional requirements to question parameters. It is important that number of tries for this method
should not exceed the automatically calculated one (which is number of possible answers minus one), otherwise
regression method will become ineffective.

4. Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).
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Use “Feedback” tab to specify feedback options, which define what shall be displayed upon
another attempt to respond (correct or incorrect) and after completing the question.

You may permit the display of correct answer upon question completion by marking
corresponding check box. If student has used off all the attempts for response, or if the time
has expired then the correct answer will be displayed; user will not be credited for this answer.
This option may be used when the main objective of the question is educating rather than
testing.

You may permit or restrict the feedback messages. You can modify the text of feedback
messages, which is in RichText format. Feedback messages are displayed in the separate small
window during Module play back. You can modify display coordinates for this window (the
coordinates are given relative to the object’s upper left corner) Note, that there is a check box
displayed next to every Edit button for the text feedback; it enables to turn On/Off display of
feedback messages in Courselab Editor. By default, all check boxes are empty to avoid
overloading the question Object with too many details.
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On the Display, Button and Texts tabs you can select appearance settings for the object and
edit the information and warning messages.
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Button Texts Sound
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On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon
on Question Start The question is fully loaded and all elements of the question are displayed

on Item Moved User moves any item



on Attempt
on Success
on Failure
on Time Out

on Attempts Limit

At the moment of answer acceptance, but before answer evaluation
At the moment of answer evaluation, in case the answer is correct.
At the moment of answer evaluation, in case the answer is incorrect.

At the moment of time expiration for the answer (if defined)

After answer evaluated, in case the number of attempts decreased to zero.

on Question Skipped | After “Skip Question” button is pressed

on Question End

After answer is evaluated and no more attempts left (on timeout or on attempts limit)

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oB/_ID below means current object ID):

Property

questionMode
questionType
questionDuration
questionTimer
itemQuantity

questionValue

attemptsLast

attemptsTotal

Returns

Returns current question mode (tokens: "normal”, "review").

oto
Returns allowed question duration in seconds (if defined).
Returns current question timer value in seconds (if defined).
Returns total variants quantity.

Returns current match item order (match numbers starting from 0 divided by
"~ for example, "3~1~0~2" - "0~1~2~3" in this case corresponds to correct
order).

Returns current number of attempts left.

Returns allowed number of attempts.

5.3.4.8 Matching groups (one-to-many)

Syntax
SOBJ_ID.questionMode
SOBJ_ID.questionType
SOBJ_ID.questionDuration
SOBJ_ID.questionTimer
SOBJ_ID.itemQuantity

SOBJ_ID.questionValue

SOBJ_ID.attemptsLast
SOBJ_ID.attemptsTotal

Matching Groups Question require from the user to match the provided question items on
one-to-many basis.

LIMITATION: No more than one Test on the Slide is recommended.

Example of object appearance:

IMPORTANT! Matching pairs type of question is space consuming when placed
into the Frame, therefore we do not recommend setting the width of the object
to less than 700 pixels.



Credited question

Distribute animals into corresponding groups

Oirag slemants 10 Somes grous

Mammals Whale
Birds
Insects
Fishes
Atiempbs: 1
Object parameters

Matching Groups Question
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Question | Limitations | Scoring | Feedback | Display |

Display question block

Cuestion tesdt: |Di5trierte animals into comesp |

Variants: + = 4 & F

Vararts
Mammals
Birds
Insects
iFishes

Display slots on group base
Mumber of displayed slots: | Max. number of matches w

Custom number of slots: EI

= Match weight is used only if comesponding scoring
hype is selected

| ok || cancel || ey || Hel




To input question’s text, press “TE” button of the corresponding field. The format of input area
is RichText, therefore all font settings (size, color, and style) will be saved as you type the text
in.

Specify variants of groups and corresponding matching items. In the list of variants add as
many groups as needed using "+" menu button.

Group base:
Matches: e = @& # ﬁ‘-.

Matches Weight™

Cat

Dog
Porcupine
Rat
Whale

—_ k=l —d

[ oK ][ Cancel ]

Please remember, that there are size limitations, therefore try using short texts and small fonts.
If suitable, you can define weight of each "base-match" pair to use it in complex scoring types.

Unlike the group items, which will be displayed in order they were inserted, the matches will
ALWAYS be displayed in random order.

Number of displayes slots on the base restricts maximal number of matches that can be
attached to base. It can be 0 (no restriction, there will be no match slots on the bases), exact
number of matches for this group (in fact, this is the hint for user), maximal number of matches
(i.e. from group with maximal number of matches) and custom. Note, that if the number of
displayed slots is not 0, then user will see the warning No more slots message when trying to
attach more matches than defined by this value.
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Use “Limitations” tab to set the following restrictions:

1. Number of attempts. In case number of attempts is not supposed to be defined automatically (i.e. checkbox
“Define automatically” is not checked), “Number of Attempts” field is available for input. There you can specify the
number with respect to the level of question complexity or testing methodology. The following formula is used for

Automatic attempts calculation: number of attempts equals to number of possible answers minus one (for
example, 3 attempts for question with 4 answers, 4 attempts for questions with 5 answers and so on). In case automatic
attempts calculation is selected, the number specified in the “Number of Attempts” field is ignored.

2. Time limit for the answer. Upon time expiration user will be restricted to make further answer selections, and
the question will be validated for correctness even if “Submit Answer” button is not pressed. If the correct answer is
chosen just before time expiration, it will be credited to the user.

3. Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).

4. Possibility to reset stored result and answer the question once again (recurring
approaches).
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Use “Score” tab to specify scoring parameters for the question. The essential CheckBox is
“Credit Question”. In case it is not marked, all other scoring parameters are disabled, therefore
they will be ignored when presenting question to the user. Such questions are referred as not
credited questions. These questions are frequently used to prepare the user for the next Slide
Topic, to keep the user focused, and o) forth.
In case of the credited question the following options are available:

1. Scoring type. There are 3 options for this question type:

o Question weight - in case of correct answer, question weight will be placed in all
guestion objectives.

o Weight by objective - in case of correct answer, different weight will be placed to
each objective (according to weight in objective list).

o Sum of variant weights - sum of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

o Max of variant weights - maximal weight of all selected variant weights will be placed
to all objectives (for question with no correct answer only).



3.

Min of variant weights - minimum of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

Avg of variant weights - average of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

Avg of all variant weights - sum of all selected variant weights regarding full number
of variants will be placed to all objectives (for question with no correct answer only).

Weight of question/attempt — base for calculating score.

The following crediting methods can be used:

o

Fixed (Upon the correct response user gets the same score regardless the number of attempts. This score is
equal to the base weight)

Regression method (In this case user is getting the highest possible score for providing the correct answer
from the first try; the number of points is decreasing on the second try and so forth, until all tries are used). The

maximum number of points in this case is equal to the base number of points multiplied by the

number of attempts. Regression method enables more accurate performance evaluation but requires
applying additional requirements to question parameters. It is important that number of tries for this method
should not exceed the automatically calculated one (which is number of possible answers minus one), otherwise
regression method will become ineffective.

Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip

Question” button. The author of the course can specify whether or not skipped question will be classified as Skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).
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Use “Feedback” tab to specify feedback options, which define what shall be displayed upon
another attempt to respond (correct or incorrect) and after completing the question.

You may permit the display of correct answer upon question completion by marking
corresponding check box. If student has used off all the attempts for response, or if the time
has expired then the correct answer will be displayed; user will not be credited for this answer.
This option may be used when the main objective of the question is educating rather than
testing.

You may permit or restrict the feedback messages. You can modify the text of feedback
messages, which is in RichText format. Feedback messages are displayed in the separate small
window during Module play back. You can modify display coordinates for this window (the
coordinates are given relative to the object’s upper left corner) Note, that there is a check box
displayed next to every Edit button for the text feedback; it enables to turn On/Off display of
feedback messages in Courselab Editor. By default, all check boxes are empty to avoid
overloading the question Object with too many details.
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On the Display, Button and Texts tabs you can select appearance settings for the object and
edit the information and warning messages.



Matching Groups Question

| Question | Limitations || Scoring || Feedback || Diisplay |

Border style:
Border width:
Border color:
Background color:
Fart:

Custarn fant:

Fant zize:

Font weight:

Font ztyle:

Font colar:

Tewt aligr:

Button Texts | Sound |
—[] Use custom buttons
Button type: HTML bu
Subrmit anseer text |’_-‘ answer |
Skip question text: Skip questio |
Buttan zize - width: p height [t
tarmal b ouzelver




Matching Groups Question

| Guestion || Limitations | Scorng | Feedback || Diisplay |
| Button [ Texts | Sound |

Information messages

Credited: |D-ed'rted question |
Uncredited: |L|nu:red'rted guestion |
Attempts: |F¢tempts: |
Time limit: |T|me lirrit : |
Seconds: |sec. |
Question instruction: |D|E|g elements to comect group |
Comect answer: [CORRECT ANSWER |
Last state: LAST QUESTION STATE |
Skipped: [QUESTION IS SKIPPED |
Skipped and failed: |QUESTION IS SKIPPED AND FAILED |

|

Tooltip on Detach match: |E1i|:k on the slot to detach

Waming messages

Continued question: |Cc:rrtinued approach. Mumber of aﬁempt|
Finished gquestion: |This question is already answered. Rec |
Recuming approach: |This question is already answered. Pres |
Skip and fail corfim: |Skipped question will be treated failed. |
Mo mare slots in group: |Nu:: more empty slots in this group |

| ok || cancel || soply || Hep |




Matching Groups Question

Guestion Limitations Scoring Feedback Diisplay
Button Texts Sound
Ilze sound effects
Events with sound: | Mouseover and click v |
Maouseover sound: | Standard 1 w |
| |
Click sound: | Standard 1 w |
| |
Failure sound: | Standard 1 i |
| |
Success sound: | Standard 1 w |
| |
| ok || cancel || soply || Hep |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon
on Question Start The question is fully loaded and all elements of the question are displayed
on Item Moved User moves any item

on Attempt At the moment of answer acceptance, but before answer evaluation



on Success At the moment of answer evaluation, in case the answer is correct.

on Failure At the moment of answer evaluation, in case the answer is incorrect.

on Time Out At the moment of time expiration for the answer (if defined)

on Attempts Limit After answer evaluated, in case the number of attempts decreased to zero.
on Question Skipped | After “Skip Question” button is pressed

on Question End After answer is evaluated and no more attempts left (on timeout or on attempts limit)
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

Property Returns Syntax

questionMode Returns current question mode (tokens: "normal", "review"). | SOBJ_ID.questionMode
questionType "otm" SOBJ_ID.questionType
questionDuration | Returns allowed question duration in seconds (if defined). $OBJ_ID.questionDuration

questionTimer Returns current question timer value in seconds (if defined). | SOBJ_ID.questionTimer

itemQuantity Returns total variants quantity. SOBJ_ID.itemQuantity
attemptsLast Returns current number of attempts left. SOBJ_ID.attemptsLast
attemptsTotal Returns allowed number of attempts. SOBJ_ID.attemptsTotal

5.3.4.9 Multiple matching groups (many-to-many)

Multiple Matching Groups Question require from the user to match the provided question
items on many-to-many basis.

LIMITATION: No more than one question on the Slide is recommended.
Example of object appearance:
IMPORTANT! This type of question is space consuming when placed into the

Frame, therefore we do not recommend setting the width of the object to less
than 700 pixels.
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To input question’s text, press “TE” button of the corresponding field. The format of input area
is RichText, therefore all font settings (size, color, and style) will be saved as you type the text
in.

Specify list of groups and corresponding matching items for each group by number in the list of
matches.



= %]

Group tesd | |
Matches: + = 4 & &
Match number Weight™
1 1
2 1
3 1
4 1
5 1
[ 0K ][ Cancel ]

If suitable, you can define weight of each "base-match" pair to use it in complex scoring types.

Unlike the group items, which will be displayed in order they were inserted, the matches will
ALWAYS be displayed in random order.

Number of displayes slots on the base restricts maximal number of matches that can be
attached to base. It can be 0 (no restriction, there will be no match slots on the bases), exact
number of matches for this group (in fact, this is the hint for user), maximal number of matches
(i.e. from group with maximal number of matches) and custom. Note, that if the number of
displayed slots is not 0, then user will see the warning No more slots message when trying to
attach more matches than defined by this value.
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[]:Limit time for the answer
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Use “Limitations” tab to set the following restrictions:

1. Number of attempts. in case number of attempts is not supposed to be defined automatically (i.e. checkbox
“Define automatically” is not checked), “Number of Attempts” field is available for input. There you can specify the
number with respect to the level of question complexity or testing methodology. The following formula is used for

Automatic attempts calculation: number of attempts equals to number of possible answers minus one (for
example, 3 attempts for question with 4 answers, 4 attempts for questions with 5 answers and so on). In case automatic
attempts calculation is selected, the number specified in the “Number of Attempts” field is ignored.

2. Time limit for the answer. Upon time expiration user will be restricted to make further answer selections, and
the question will be validated for correctness even if “Submit Answer” button is not pressed. If the correct answer is
chosen just before time expiration, it will be credited to the user.

3. Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip
Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).

4. Possibility to reset stored result and answer the question once again (recurring
approaches).
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Use “Score” tab to specify scoring parameters for the question. The essential CheckBox is
“Credit Question”. In case it is not marked, all other scoring parameters are disabled, therefore
they will be ignored when presenting question to the user. Such questions are referred as not
credited questions. These questions are frequently used to prepare the user for the next Slide
Topic, to keep the user focused, and so forth.

In case of the credited question the following options are available:

1. Scoring type. There are 3 options for this question type:

o Question weight - in case of correct answer, question weight will be placed in all
guestion objectives.

o Weight by objective - in case of correct answer, different weight will be placed to
each objective (according to weight in objective list).



Sum of variant weights - sum of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

Max of variant weights - maximal weight of all selected variant weights will be placed
to all objectives (for question with no correct answer only).

Min of variant weights - minimum of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

Avg of variant weights - average of all selected variant weights will be placed to all
objectives (for question with no correct answer only).

Avg of all variant weights - sum of all selected variant weights regarding full number
of variants will be placed to all objectives (for question with no correct answer only).

2. Weight of question/attempt - base for calculating score.

3. The following crediting methods can be used:

(o]

Fixed (Upon the correct response user gets the same score regardless the number of attempts. This score is
equal to the base weight)

Regression method (In this case user is getting the highest possible score for providing the correct answer
from the first try; the number of points is decreasing on the second try and so forth, until all tries are used). The

maximum number of points in this case is equal to the base number of points multiplied by the

number of attempts. Regression method enables more accurate performance evaluation but requires
applying additional requirements to question parameters. It is important that number of tries for this method
should not exceed the automatically calculated one (which is number of possible answers minus one), otherwise
regression method will become ineffective.

4. Possibility to Skip the question. In case this option is selected user is able to ignore the question by pressing “Skip

Question” button. The author of the course can specify whether or not skipped question will be classified as skipped

(with opportunity to provide the answer later) or counted as failed (without a chance for another attempt).
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Use “Feedback” tab to specify feedback options, which define what shall be displayed upon
another attempt to respond (correct or incorrect) and after completing the question.

You may permit the display of correct answer upon question completion by marking
corresponding check box. If student has used off all the attempts for response, or if the time
has expired then the correct answer will be displayed; user will not be credited for this answer.
This option may be used when the main objective of the question is educating rather than
testing.

You may permit or restrict the feedback messages. You can modify the text of feedback
messages, which is in RichText format. Feedback messages are displayed in the separate small
window during Module play back. You can modify display coordinates for this window (the
coordinates are given relative to the object’s upper left corner) Note, that there is a check box
displayed next to every Edit button for the text feedback; it enables to turn On/Off display of
feedback messages in Courselab Editor. By default, all check boxes are empty to avoid
overloading the question Object with too many details.
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On the Display, Button and Texts tabs you can select appearance settings for the object and
edit the information and warning messages.
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Background color: lwroror0 | (] [#Foror0 | (]
Fort: | Al v | | Adal v|
Custom font: | || |
Fort size: pix ¢
Fort weight: | Normal v | | Normal v |
Fort style: Nomal v | | Nomal v|
Fort color: [zooooo0 | (] [#ooooo0 | (]
Test align: | Center v | |Center v |

[ ok | camcel |[ oy ][ Heb




Multiple Group Matching

| Guestion || Limitations | Scorng | Feedback || Diisplay |
| Button [ Texts | Sound |

Information messages

Credited: |D-ed'rted question |
Uncredited: |L|nu:red'rted guestion |
Attempts: |F¢tempts: |
Time limit: |T|me lirrit : |
Seconds: |sec. |
Question instruction: |Cc:nneu:t matches to comect graups |
Comect answer: [CORRECT ANSWER |
Last state: LAST QUESTION STATE |
Skipped: [QUESTION IS SKIPPED |
Skipped and failed: |QUESTION IS SKIPPED AND FAILED |

|

Tooltip on Detach match: |E1i|:k on the slot to detach

Waming messages

Continued question: |Cc:rrtinued approach. Mumber of aﬁempt|
Finished gquestion: |This question is already answered. Rec |
Recuming approach: |This question is already answered. Pres |
Skip and fail corfim: |Skipped question will be treated failed. |
Mo mare slots in group: |Nu:: more empty slots in this group |
Already attached: |This match is aready attached to this gr |

| ok || cance || sepy || Hep |




Multiple Group Matching

Guestion Limitations Scoring Feedback Diisplay
Button Texts Sound
Ilze sound effects
Events with sound: | Mouseover and click v |
Mouseover sound: | Standard 1 w |
| |
Click sound: | Standard 1 w |
| |
Failure sound: | Standard 1 i |
| |
Success sound: | Standard 1 w |
| |
| ok || cance || sepy || Hep |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon

on Question Start The question is fully loaded and all elements of the question are displayed



on Item Moved User moves any item

on Attempt At the moment of answer acceptance, but before answer evaluation
on Success At the moment of answer evaluation, in case the answer is correct.
on Failure At the moment of answer evaluation, in case the answer is incorrect.
on Time Out At the moment of time expiration for the answer (if defined)

on Attempts Limit After answer evaluated, in case the number of attempts decreased to zero.
on Question Skipped | After “Skip Question” button is pressed

on Question End After answer is evaluated and no more attempts left (on timeout or on attempts limit)
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax

questionMode Returns current question mode (tokens: "normal", "review"). | SOBJ_ID.questionMode

questionType mtm SOBJ_ID.questionType
questionDuration | Returns allowed question duration in seconds (if defined). SOBJ_ID.questionDuration
questionTimer Returns current question timer value in seconds (if defined). |$SOBJ_ID.questionTimer
itemQuantity Returns total variants quantity. SOBJ_ID.itemQuantity
attemptsLast Returns current number of attempts left. SOBJ_ID.attemptsLast

attemptsTotal Returns allowed number of attempts. $OBJ_ID.attemptsTotal



5.3.5 Popup

Such objects as Pop-up windows are used for displaying various explanations to the text on the
Slide. Basically, text size for explanations is considerably bigger than the one used for the
similar Balloon type of objects. Therefore, Pop-up window can be activated by clicking on the
link or button. It does not close automatically, it remains open. Compared to Balloon type of
object, Pop-up window type has it’s own windows closing mechanism.

5.3.5.1 Standard Popup Window

Such objects as Pop-up windows are used for displaying various explanations to the text on the
Slide. Basically, text size for explanations is considerably bigger than the one used for the
similar Balloon type of objects. Therefore, Pop-up window can be activated by clicking on the
link or button. It does not close automatically, it remains open. Compared to Balloon type of
object, Pop-up window type has it’s own windows closing mechanism.

Note, that this object is capable to make text substitution in Rich Text. Text substitutions
can be variable values and object properties. Because Rich Text format is quite complex,
additional markers for substitution area are used - double curle brackets. Text
substitutions will be applied only for double curle brackets areas. For example {{S0BJ_19.x}}
will be substituted by value of X coordinate of OBJ_19 object's top-left corner, and
{{ratt_lefthwill be substituted by value of Courselab variable named att_left. If no
substitution is found, all double curle brackets area will remain intact.

Example of object appearance:

il A

Header text [X]

Lorem ipsum dolar sit amet, consectetuer adipiscing elit, sed diam
nonummy nibh euismod tincidunt ut laoreet dolore magna aliqguam erat
volutpat. Ut wisi enim ad minim veniam, quis nostrud exerci tation
ullamcorper suscipit lobartis nisl ut aliquip ex ea commodo consequat. Duis
autern vel eumn iriure dolor in hendrerit in vulputate velit esse molestie
consequat, vel illum dolore eu feugiat nulla facilisis atvero eros et
accumsan etiusto odio dignissim qui blandit praesent luptatum zzril delenit
augue duis dolore te feugait nulla facilisi.

Object parameters



Standard popup window @

Colar scheme: Lightblue L

Header teat:

El

Window test:

(=]

Imner margin: 5 mx

Display popup close button

[] Close windew on mouse click

[ oK l[ Cancel ]

Select color scheme for the object. The “Base color” refers to the color of the window title and
border. The background color for the part of the window containing the main text is usually
white. Input text for the header and the main part of the window. By default, title text is
centered and has a font corresponding to the default font of selected learning Module. You can
change these settings while in editing mode.

Specify value for text margin. Text margin defines the space between border of the window
and text block.

Define window closing rule: it can be closed by clicking on pop-up window “Close” button
(which looks similar to conventional Windows “Close” button) or by clicking anywhere within a
pop-up window. Note, you can omit selecting closing rule, but in this case, it will be your
responsibility to define closing procedure. Depending on the purpose of inserted pop-up
window, it might be necessary to disable display of pop-up right after Frame loading and define
actions enabling display of pop-up window.

If necessary, select display effect for the object. This object can utilize additional efects: zoom in
and fly in.

This object can be displayed as modal, i.e. it will be displayed as only active object (all other
objects will be dimmed).



X

Standard popup window

Use sound effects
Click sound: Standard 1 w

[ oK l[ Cancel ]

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Since object has its own closing mechanism, it is capable of generating the closing Event. While
building Frame, we can use closing event for initiating various actions. Events are available
using Courselab built-in events manipulation mechanism.

Event Triggered Upon

on Text After text is refreshed
Refreshed

on Text Added |After text is added

on Close Right after the moment when user clicks on Popup Close Button (or on the
Object window if "Hide window on mouse click" is checked

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
CLOSE TAB Closes the object.
REFRESH TEXT Refreshes the text in the object, Can be useful if the text contains dynamically changed substitutes.

ADD TEXT Adds the text to the current text. Note, that the style of closest paragraph will be used for new text.



5.3.5.2 Relief Popup Window

Such objects as Pop-up windows are used for displaying various explanations to the text on the
Slide. Basically, text size for explanations is considerably bigger than the one used for the
similar Balloon type of objects. Therefore, Pop-up window can be activated by clicking on the
link or button. It does not close automatically, it remains open. Compared to Balloon type of
object, Pop-up window type has it’s own windows closing mechanism.

Note, that this object is capable to make text substitution in Rich Text. Text substitutions
can be variable values and object properties. Because Rich Text format is quite complex,
additional markers for substitution area are used - double curle brackets. Text
substitutions will be applied only for double curle brackets areas. For example {{S0BJ_19.x}}
will be substituted by value of X coordinate of OBJ_19 object's top-left corner, and
{{ratt_lefthwill be substituted by value of Courselab variable named att_left. If no
substitution is found, all double curle brackets area will remain intact.

Example of object appearance:

Header text

Here goes window text Here goes window text Here goes
window text

Object parameters

Relief Popup Window

Color scheme:; Lightblue L
Header text:
Window test:

[mner mangin: |

Display popup close button

] Close window on mouse click

QK l [ Cancel




Select color scheme for the object. The “Base color” refers to the color of the window title and
border. The background color for the part of the window containing the main text is usually
white. Input text for the header and the main part of the window. By default, title text is
centered and has a font corresponding to the default font of selected learning Module. You can
change these settings while in editing mode.

Specify value for text margin. Text margin defines the space between border of the window
and text block.

Define window closing rule: it can be closed by clicking on pop-up window “Close” button
(which looks similar to conventional Windows “Close” button) or by clicking anywhere within a
pop-up window. Note, you can omit selecting closing rule, but in this case, it will be your
responsibility to define closing procedure. Depending on the purpose of inserted pop-up
window, it might be necessary to disable display of pop-up right after Frame loading and define
actions enabling display of pop-up window.

If necessary, select display effect for the object. This object can utilize additional efects: zoom in
and fly in.

This object can be displayed as modal, i.e. it will be displayed as only active object (all other
objects will be dimmed).

Relief Popup Window E|

Ise sound effects
Click sound: Standard 1 w

ok ) [coes |

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.



Object Events

Since object has its own closing mechanism, it is capable of generating the closing Event. While
building Frame, we can use closing event for initiating various actions. Events are available
using Courselab built-in events manipulation mechanism.

Event Triggered Upon

on Text After text is refreshed
Refreshed

on Text Added |After text is added

on Close Right after the moment when user clicks on Popup Close Button (or on the
Object window if "Hide window on mouse click" is checked

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result

CLOSE TAB Closes the object.

REFRESH TEXT Refreshes the text in the object, Can be useful if the text contains dynamically changed substitutes.
ADD TEXT Adds the text to the current text. Note, that the style of closest paragraph will be used for new text.

5.3.5.3 Text Popup Window

Such objects as Pop-up windows are used for displaying various explanations to the text on the
Slide. Basically, text size for explanations is considerably bigger than the one used for the
similar Balloon type of objects. Therefore, Pop-up window can be activated by clicking on the
link or button. It does not close automatically, it remains open. Compared to Balloon type of
object, Pop-up window type has it’s own windows closing mechanism.

Note, that this object is capable to make text substitution in Rich Text. Text substitutions
can be variable values and object properties. Because Rich Text format is quite complex,
additional markers for substitution area are used - double curle brackets. Text
substitutions will be applied only for double curle brackets areas. For example {{soBJ_19.x}}
will be substituted by value of X coordinate of OBJ_19 object's top-left corner, and
{tratt_lefthwill be substituted by value of Courselab variable named att left. If no
substitution is found, all double curle brackets area will remain intact.

Example of object appearance:



Header text

Controversial radio DJ Howard Stern is to replace
Piers Morgan an the judging panel of America’s Got
Talent, it has been announced.

Stern, 57, who presents a daily radio show on Sirius
XM, will join Howie Mandel and Sharon Csbourne an
the team.

The star has vowed to give honest opinions and
said it was likely that “feelings are going to be hurt™.

Object parameters
Text window @

Header text: Header tesd

Teat: Controversial radio DJ Howard *

[mner mangin: F

Color scheme: [ Blue = ]
HE02000

Gradient type: [Simple - ]

Gradiert angle: 0 dea.

Border width: 1 i

Transition: [ Fly in - ]

Duration: 1 SEC.

Direction: [LE_.ﬂ v]

Shadow strength: [Nurrnal v]

[] Display modal

| ok || Cancel || 2oply Help

Select color scheme of the Object. Gradient fill will be created automatically according to
selected scheme. Enter header text and window text. By default, header is centered and has
text parameters defined as default for the Module.

If necessary, select display effect for the object. This object can utilize additional efects: zoom in
and fly in.



This object can be displayed as modal, i.e. it will be displayed as only active object (all other
objects will be dimmed).

Text window @
Sound
[Cilse sound effects!
Standard 1
| oK || cCancel || foph Help

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Since object has its own closing mechanism, it is capable of generating the closing Event. While
building Frame, we can use closing event for initiating various actions. Events are available
using Courselab built-in events manipulation mechanism.

Event Triggered Upon

on Text After text is refreshed
Refreshed

on Text Added |After text is added

on Close Right after the moment when user clicks on Popup Close Button (or on the
Object window if "Hide window on mouse click" is checked

Object Methods



The state of the Object can be modified using methods.

Method name Execution Result
CLOSE TAB Closes the object.
REFRESH TEXT Refreshes the text in the object, Can be useful if the text contains dynamically changed substitutes.

ADD TEXT Adds the text to the current text. Note, that the style of closest paragraph will be used for new text.



5.3.6 Balloons

5.3.6.1 Simple Balloon

Balloon objects are used for opening various instructions for a text on the Slide. In general,
amount of text in Balloon instruction is relatively small (smaller than the instructions used for
the similar Pop-up window types of objects). Balloon object is intended to open up when the
user’s mouse moves over affected area versa the mouse click and closes when the user’s mouse
moves away from the active area. Therefore, Balloon types of objects do not have their own
closing mechanism. Compared to Pop-up window type of object, Balloon objects can have
pointer arrow.

Example of object appearance:

‘ Some explanation on TRIGGER TEXT

This is the TRIGGER TEXT for balloon.

Object parameters

Simple Balloon

Parameters

Border color: Steel Blue w
Ao bottomdeft v
Balloon text:

Balloon inner margin: 5 |poels

.

Select border color with respect to the overall design of the Slide. Press “Apply” button to
observe changes. Select direction of arrow pointer and input Balloon text. If necessary, specify
value for inner margin. Inner margin defines the space between balloon border and the text.

After you done with parameters settings, place Balloon the way that arrow points right into the
link or active area. Usually Balloon should open up when the user’s mouse moves over that link
or active area.



Depending on the purpose of inserted Balloon, it might be necessary to disable display of
Balloon right after Frame loading and define onMouseOver and onMouseOut actions enabling
display of Balloon.

5.3.6.2 Standard Balloon

Balloon objects are used for opening various instructions for a text on the Slide. In general,
amount of text in Balloon instruction is relatively small (smaller than the instructions used for
the similar Pop-up window types of objects). Balloon object is intended to open up when the
user’s mouse moves over affected area versa the mouse click and closes when the user’s mouse
moves away from the active area. Therefore, Balloon types of objects do not have their own
closing mechanism. Compared to Pop-up window type of object, Balloon objects can have
pointer arrow.

Some explanation an
TRIGGER TEXT

This is the TRIGGER TEXT for balloon.

Object parameters

X

Standard Balloon

Parameters
Background-Baorder color: yellow-orange hd
Arow: bottom-eft v
Balloon text:
Balloon inner margin: | piels

o] [owes ]

Select color scheme (background-border color) with respect to the overall design of the Slide.
Press “Apply” button to observe changes. Select direction of arrow pointer and input Balloon
text. If necessary, specify value for inner margin. Inner margin defines the space between
balloon border and the text.

After you done with parameters settings, place Balloon the way that arrow points right into the
link or active area. Usually Balloon should open up when the user’s mouse moves over that link
or active area.



Depending on the purpose of inserted Balloon, it might be necessary to disable display of
Balloon right after Frame loading and define onMouseOver and onMouseOut actions enabling
display of Balloon.

5.3.6.3 Convex Balloon

Balloon objects are used for opening various instructions for a text on the Slide. In general,
amount of text in Balloon instruction is relatively small (smaller than the instructions used for
the similar Pop-up window types of objects). Balloon object is intended to open up when the
user’s mouse moves over affected area versa the mouse click and closes when the user’s mouse
moves away from the active area. Therefore, Balloon types of objects do not have their own
closing mechanism. Compared to Pop-up window type of object, Balloon objects can have
pointer arrow.

Some explanation on TRIGGER
TEXT

This is the TRIGGER TEXT for balloon.

Object parameters

X

Convex Balloon

Parameters

Balloon color: Violet b
Amow: bottom-eft “
Balloon tesd:

Balloon inner margin: 2 | pels

] (o

Select balloon color with respect to the overall design of the Slide. Press “Apply” button to
observe changes. Select direction of arrow pointer and input Balloon text. If necessary, specify
value for inner margin. Inner margin defines the space between balloon border and the text.

After you done with parameters settings, place Balloon the way that arrow points right into the
link or active area. Usually Balloon should open up when the user’s mouse moves over that link
or active area.



Depending on the purpose of inserted Balloon, it might be necessary to disable display of
Balloon right after Frame loading and define onMouseOver and onMouseQut actions enabling
display of Balloon.

5.3.6.4 Gradient Balloon

Balloon objects are used for opening various instructions for a text on the Slide. In general,
amount of text in Balloon instruction is relatively small (smaller than the instructions used for
the similar Pop-up window types of objects). Balloon object is intended to open up when the
user’s mouse moves over affected area versa the mouse click and closes when the user’s mouse
moves away from the active area. Therefore, Balloon types of objects do not have their own
closing mechanism. Compared to Pop-up window type of object, Balloon objects can have
pointer arrow.

Some explanation an
TRIGGER TEXT

This is the TRIGGER TEXT for balloon.

Object parameters

Gradient Balloon

Parameters
Balloon color: Yellow b
Amow: bottom-eft “
Balloon tesd:
Balloon inner margin: 5 |piels

| ] d [ Cancel ] [ Lpphy ] [ Help ]

Select balloon color with respect to the overall design of the Slide. Press “Apply” button to
observe changes. Select direction of arrow pointer and input Balloon text. If necessary, specify
value for inner margin. Inner margin defines the space between balloon border and the text.

After you done with parameters settings, place Balloon the way that arrow points right into the
link or active area. Usually Balloon should open up when the user’s mouse moves over that link
or active area.



Depending on the purpose of inserted Balloon, it might be necessary to disable display of
Balloon right after Frame loading and define onMouseOver and onMouseQut actions enabling
display of Balloon.

5.3.6.5 Idea Balloon

Balloon objects are used for opening various instructions for a text on the Slide. In general,
amount of text in Balloon instruction is relatively small (smaller than the instructions used for
the similar Pop-up window types of objects). Balloon object is intended to open up when the
user’s mouse moves over affected area versa the mouse click and closes when the user’s mouse
moves away from the active area. Therefore, Balloon types of objects do not have their own
closing mechanism. Compared to Pop-up window type of object, Balloon objects can have
pointer arrow.

Some explanatiaon on
TRIGGER TEXT

O

o©

This is the TRIGGER TEXT for balloon.

Object parameters

Idea Balloon X
Parameters
Background-Baorder color: lightblue-blue W
Amow: bottom-eft w
Balloon text:
Balloon inner margin: R |piels

&) Co

Select color scheme (background-border color) with respect to the overall design of the Slide.
Press “Apply” button to observe changes. Select direction of arrow pointer and input Balloon
text. If necessary, specify value for inner margin. Inner margin defines the space between
balloon border and the text.

After you done with parameters settings, place Balloon the way that arrow points right into the
link or active area. Usually Balloon should open up when the user’s mouse moves over that link
or active area.



Depending on the purpose of inserted Balloon, it might be necessary to disable display of
Balloon right after Frame loading and define onMouseOver and onMouseQut actions enabling
display of Balloon.



5.3.7 Design

5.3.7.1 Gradient Area
The Gradient Area type of objects is generally used for decoration purposes.

Example of object appearance:

Object parameters

Gradient Area

Parameters |

Caolar 1: E]
Color 2: E]

Direction: (%) horizontal
() vertical

[ QK l [ Cancel ] Apph

Select color for the start (color 1) and the end (color 2) of the Gradient areas with respect to
the selected design of the Slide. Click “Apply” to view changes.

Select direction of the gradient — vertical or horizontal.

5.3.7.2 Click Area
The Click Area type of objects is used for defining transparent click area anywhere on the
Frame. Transparent by default, click area can be made visible (and blinking) using object

methods. This may be useful , for example, to highlight click area in case of incorrect click.

The object is invisible by default, therefore object's placeholder is displayed in Edit mode:



After inserting object into the Frame, adjust object's size and position in relation to the Frame
structure. Open “Properties” dialog screen.

Click Area X
Highlighting
[ Bink arez
Opacity level: A0 percents
Background colar: HFFS900 E]
Border style: Mo border "

[ Preview highlighted

[ OK H Cancel ]

On the Highlighting tab you can select blinking timer, background color, border parameters and
opacity of the object in the Highlight mode. Check the Preview highlighted checkmark to
preview object's Highlight mode. Be aware that there's no possibility to display transparency
for this object in CourseLab Edit mode, therefore only background and border can be
previewed.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
HIGHLIGHT ON Turns the object in the Highlight mode
HIGHLIGHT OFF Turns the object back to Invisible mode

5.3.7.3 Active Zone

The Active Zone type of Object is used to control mouse click on any part of the Frame and to
launch different actions on correct and incorrect clicks. Transparent by default, a click area can
be made visible using Object Methods. This may be useful, for example, to highlight the click
area if of an incorrect click.

The object is invisible by default, therefore object's placeholder is displayed in Edit mode:



WARNING! This Object captures ALL mouse clicks in selected control areaq,
therefore all clickable objects (links, buttons, Objects with actions etc.) located
under control area will not accept clicks while this Object is active.

This Object evaluates mouse clicks on all Frame. Therefore no more than one
Object of such type can be used in active mode simultaneously. To
activate/deactivate this Object use Object’s special methods ACTIVATE
AREA/DEACTIVATE AREA.

Once involved, this object cannot be hidden as easy as any other Object due to its
special abilities. To switch off this Object completely use Object’s special method
DESTROY AREA.

After inserting this Object into a Frame, adjust the Object's size and position in relation to the
Frame structure. Open the “Properties” dialog screen. The mouse click on the defined Active
zone is always considered as correct. There are 3 modes of incorrect mouse click control:
Whole Frame, Selected Object or Selected Area, depending on area to control incorrect click.

5

Click cortrol zone |‘."'.|'h-:||e frame w | Click control zone | Selected object 4

| | Object to contral: |DB._I_1 1 | [

I I |
et E E - B

[ ok ][ Cancel [ ok | cancel [ Ml |[ Hek

1.  Whole Frame mode — mouse click anywhere on the Frame (except for Active zone) will be considered as incorrect.

2. Selected Object mode - mouse click anywhere on the Object (except for Active zone) will be considered as
incorrect. Mouse clicks outside the Object are not evaluated at all.

3. Selected Area mode - mouse click anywhere on the area on the Frame that is defined by coordinates (except for
Active zone) will be considered as incorrect. Mouse clicks outside this area are not evaluated at all.



Active fone

Zone | Incomect || Comect | Highiight

Attempts allowed:

On attempt: + = & ¥ F

COn last attempt: |;’-‘-.|:’ti|:|ns anly ¥

e

| ok || cance || pply || Hep |

The number of attempts allowed can be defined on the Incorrect tab. Each attempt can have

its own lists of Objects to display and to hide. Besides, highlighting of Active zone could be used
after last incorrect attempt.

- %]
Attemnpt number:

Dizplay objects: # = 4 & ﬁ'
D
Hide objects: + = 4+ F &
D

| ok || Cancel |

The lists of Objects to display and to hide in case of correct attempt can be defined on Correct
tab.



Active fone

Display objects: + = 4 F &
]
Hide objects: + = 4 & F
]

| ok || cance || pply || Hep |

Parameters of highlighting can be defined on Highlight tab.

Opacity: %
Background colar: E]
Border style: | Mo border hd

<l

[ ] Preview highlighting in editar

| ok || cancel || ey || Heb

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon




on Control Started When object switches into Active mode (start listening clicks).

on Click Accepted When mouse click is captured anywhere on the Frame. Click is not evaluated yet.

on Click Out Of First stage of click evaluation is complete — click is outside the control area. Further evaluation is

Control Area stopped.

on Click Within First stage of click evaluation is complete — click is inside the control area. Click will be evaluated further
Control Area on stage 2.

on Click Within Second stage of click evaluation is complete — click is inside the Active zone (i.e. correct). This event is
Correct Zone fired BEFORE any actions in Object’s list are processed.

on Click Out Of Second stage of click evaluation is complete — click is outside the Active zone (i.e. incorrect). This event is
Correct Zone fired BEFORE any actions on Object’s list are processed.

on Control Stopped | When Object is deactivated

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result

ACTIVATE AREA Turns the Object into Active mode.
DEACTIVATE AREA | Turns the Object into Inactive mode.
DESTROY AREA DESTROY AREA

5.3.7.4 Notifier
The Notifier type of objects is used to attract learner's attention to the part of the Frame. There
are three different shapes, which can be used as (optionally blinking) notifier: arrow,

transparent rectangle with visible corners and colored transparent rectangular area.

Examples of Notifier appearance:

r A
L |

After inserting object into the Frame, open “Properties” dialog screen. Depending on selected
object appearance, you can change various parameters:



Notifier

Parameters |
Motifier appearance: |;’-‘-.rrc-w w |
Blink notifier
Blink timer: SEC
Amow direction: |T|:||:u-rigl'rt v |
Amow colar: | Red w |

[ QK l[ Cancel ] Apph

For arrow you can select arrow direction and color.

Notifier

Parameters |

Muotifier appearance:

Blink notifier

Blink timer: SEC

Comer am length: EI pinels
Comer am width: picels
Comer am color; HFFODODOD E]

[ QK l[ Cancel ] Apph

For Corners you can select corners size and color.




X

Notifier

Parameters |

Muotifier appearance: |T|E||-|gpa|'e|-|t area " |

Blink notifier

Blink timer: SEC

Opacity level: percerts

Background color: (]

Border styls: | Double v
Border color: ]

Border width: pixels

WARMING! Motifier area cannot be transparent in
Courselab workarea, but has real colors and shape

[ oK l[ Cancel ]

For Transparent area you can select blinking timer, background color, border parameters and
opacity of the object. Be aware that there's no possibility to display transparency for this object
in Courselab Edit mode, therefore only background and border can be viewed.

5.3.7.5 Gradient Backing with rounded corners
Gradient Backing with rounded corners is used for design purpose.

Example of object appearance:

Object parameters



Gradient Backing with rounded corners @
Farameters
Color scheme: Slate blue *]
Border colar: HCCCCCC
Fill calar: HCCCCCC
Gradient color: HFFFFFF
Comer radius: [ o
Border width: 1 i
Shadow strength: Marmal -
| oK || cance || ool Help

Select color scheme for the Object - one of predefined or custom, according to your design
requirements. Change border width and corner radius, if needed.

5.3.7.6 Image thumbnail with magnification feature

Image thumbnail with magnification feature is used to display magnified image on user click.
Picture will be sized to maximal size that is allowed by Course Template.

Example of object appearance in Thumbnail mode:




Example of object appearance in Magnified mode:

Object parameters

Image thumbnail with magnification feature E

Parameters
Image file: E]

Button colar: [Goldaﬂ v]
Fill color: [Blu& ']
Shadow strength: [Nurmal "]
Magnify buttan tooltip: Click here to magrify the image

Close button tooktip: Click here to close magnified image

Close on mouse click anywhere on image

| oK || Cancel || ool Help

Select image file. Define color schemes for button and background. Change tooltips if needed.



5.3.7.7 Button for Next/Previous

Button can be used to launch Actions. It has predefined symbols for Next/Previous.

Example of object appearance:

2
Object parameters
Button @
Parameters
Button color: [G,-E._,r 7]
Gradient type: [ Button - ]
Button symbal: [Nead v]
Symbaol color: [Blue v]
Shadaow strength: [Nurrnal v]
| ok || Cancel Bpply Help

Select color schemes for Button.



5.3.8 Title-Slide
Title Slide group of objects is used strictly on the Title Slide.
5.3.8.1 Start Module Button

Start Module button appears in inactive state on the Splash Screen Slide while the main block
of Module is loading and becomes active only when Module is fully loaded.

Example of object appearance:

START MODULE p

Object parameters

Start Module Button le

IUse default button set

[ QK l [ Cancel ] Apph

By default, the standard Start Module button is used. If you wish to use different button, then
create 2 images using any graphical editor:

e First picture will be displayed while the main block of Module is loading (specify path in
the “Picture before loading” field).

e The second picture will be displayed after the main block of Module is loaded (specify path
in the “Picture after loading” field).

5.3.8.2 Title-Slide Popup

Title-Slide Popup button and window appears on the Title-Slide and may be useful for
providing descriptions or help instructions.

Example of object appearance:



Object parameters

Title-Slide popup

Popup window | Buttons |

Use default barder colar

Border calar: | |

Popup header: | adule description |
Popup text: | |

Popup size horz.: |5||]-|} | vert . |53ﬂ |pb¢els

Popup position horiz.: |{|. | vert.: |ﬂ |pixels

On open close other popups

| ok || cance | onh Help

On the Popup window tab you can define popup window size and border, window header and
text (these are RichText fields).

If On open close other popups checkmark is set, then only one (last opened) popup window
will be displayed.

Title-Slide popup

Popup window | Buttons

Use default buttons

Dpen popup button: | |

Cloze popup button: | |

Open popup button tooltip: |I'u1c:du|e description |
Close popup button tooltip: |Dnse description |
| ok || cancel | = eoh Help

By default, the standard button is used. If you wish to use different button, then create 2
corresponding images using any graphical editor.



5.3.9 Media

5.3.9.1 Flash

Flash-movie object is used for playing Adobe Flash Movies. Adobe Flash movie files have .swf
extension.

IMPORTANT! The Adobe Flash Player software should be installed on the
computer for playing Flash-movie. You can get the latest free version of Adobe
Flash Player at http://www.adobe.com). To insure correct functionality of the learning
Course remember to turn on the feature, which checks whether or not Flash
Player has been installed on the target machine before loading the learning
Module (“Module menu — Runtime Settings — Checks”).

Flash-movie cannot be played in edit mode, only placeholder of the movie is visible.

Object parameters
Flash-movie E'
Parameters |
Flash source
(%) File: |C:"-—.Cu:uurses"-2.4 sandbox 000002 14image | E]
O URL: | |
OCDde:l |
Display mode: | Transparent layer v|
Background colar: E]
Custom parameters: + = 4+ & &
Farameter Value
custom_1 prd
start_msg Hella!
| ok || cancel || Mooy || Heb

Specify Flash-movie source. There are three options:

1. Local file ( file will be automatically copied into the “Images” folder of learning Module);
2. URL - full URL of Flash-movie;

3. Code - this option allows you to insert code from YouTube and similar services. Object will try to determine Flash-
movie URL from this code. However, use this option with great care, because it is potentially erroneous.


http://www.adobe.com/

Be aware, that URL and code options refer to external content, therefore this Flash-
movie becomes the subject for Flash Player security settings (cross-domain
security).

Select the playing mode. Adobe Flash Player supports the following window modes for playing
the movie:

Window Mode - Always on top of all layers. Flash movie plays in its own virtual window in the Frame
above the core browser display window, therefore no other objects in the Frame can cover/screen Flash-movie object.
Background color for the Flash-movie precisely corresponds to the one selected by the user.

Transparent Mode. Flash movie plays in the separate layer of the Frame and overlaps other objects placed
underneath. However, the objects placed on top can overlap Flash movie. In case the background color for the Frame is
not defined by user and Flash movie has transparent areas, then the objects layered underneath will be
showing through the transparent portions of the movie. Since transparent mode is resource consuming, animation
performance might be slower, therefore we do not recommend using transparent mode, unless it is absolutely
necessary.

Opaque Mode. Flash-movie plays in the separate layer of the Frame and overlaps other objects placed underneath.
However, the objects placed on top can overlap Flash-movie. Compared to transparent mode Flash-movie in opaque
mode will always have the background color defined, even if you do not explicitly specify Background color (White is
default color).

If necessary, you can specify background color for the Flash-movie object.

Custom parameters can be added to Flash-movie (if Flash-movie is designed to handle these
parameters). Be aware that parameter name must not contain whitespaces and special
symbols, and parameter value must not contain quotes, left and right angle brackets.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result

PLAY Start playing Flash-movie.

STOP Stops playing Flash-movie.

REWIND Rewind the movie to the start position
PAUSE Pauses playing

CONTINUE Continues playing from paused state
5.3.9.2 Shockwave

Shockwave-movie object is used for playing Adobe Shockwave-movies created using Adobe

Shoc

kwave technology. Adobe Shockwave-movie files have .dcr extension. Adobe Shockwave

technology is far more versatile than Adobe Flash. The wider range of the features has a
drawback in terms of size of the Adobe Shockwave-movie, complexity of creation, and

requ

irement to have a Adobe Shockwave player installed. Although, Adobe Shockwave player is

distributed free of charge, it has a bigger size and it is less universal compared to Flash Player.
Nevertheless, if you have a Adobe Shockwave-movie you can insert it into the Frame just as

easy

as Adobe Flash-movie.



IMPORTANT! The Adobe Shockwave Player software should be installed on the
computer for playing Shockwave-movies. You can get the latest free of charge
version of Adobe Shockwave Player at http://www.adobe.com). To insure correct
functionality of the learning Course remember to turn on the feature, which
checks whether or not Shockwave Player has been installed on the target
machine before loading the learning Module (“Module menu — Runtime Settings

— Checks”).
Object parameters
Shockwave-movie g|
Parameters
File: T'Timages' Tblank dor | [...]
ok | cancel || ey [ Heb

Specify path to the Shockwave-movie file, which you are going to insert. Next, file will be
automatically copied into the images folder of learning Module.

LIMITATION: During insertion of the Shockwave-movie object, the content for this

object is unknown to the CourselLab editor; therefore movie placeholder will be
displayed in the editing mode instead.

5.3.9.3 Video

Video clip object is used for playing Video clips in the different formats.

Windows Media Player is used by default for playing MPEG, AVI, and WMV formats. For FireFox
browser family it is recommended to install latest version of Microsoft Windows Media Player
plugin from Port 25 Team (http://port25.technet.com/pages/windows-media-player-firefox-plugin-download.aspx).

QuickTime Player is used by default for playing QuickTime MOV and 3gp formats. Note, that
QuickTime Player must be installed on learner's computer (free download at
http://www.apple.com/quicktime/).

Real Player is used by default for playing clips in Real Media RM, RAM and RPM files. Note that
RealMedia Player must be installed on learner's computer (free download at http://www.real.com/).

IMPORTANT! Additional software should be installed on the computer for playing
video clips. To insure correct functionality of the learning Course remember to


http://port25.technet.com/pages/windows-media-player-firefox-plugin-download.aspx
http://www.apple.com/quicktime/
http://www.real.com/

turn on the feature, which checks whether or not required software has been
installed on the target machine before loading the learning Module (“Module
menu — Runtime Settings — Checks”).

LIMITATION: During insertion of the Video clip object, the content for this object
is unknown to the CourselLab editor; therefore Video clip placeholder will be
displayed in the editing mode instead.

Object parameters
Video X
Parameters |
Video source
(®) File: |F:"-.‘."'.n'inu:lu:u'n'sMediaSampIe.wmv |
QURL: | |
Player selection: | Atomatic w |
Player cortrols: | Hide b |
Mavie autostart
[ ] Windowless mode (WMP IE, FF, N5T)
[ Invisible mode
| ok || cancel || mesly ][ Heb

Specify Video source. There are two options:

1. Local file ( file will be automatically copied into the “Images” folder of learning Module);
2. URL - full URL of movie;
Be aware, that URL option refers to external content, therefore this Video clip

becomes the subject for browser security settings (cross-domain security).

Player selection option allows you to define desired player software explicitly. Note, that
depending on this option and selected video source object placeholder may change the
appearance. For example, this is Windows Media Player placeholder on the picture.



i'}r_'Wlndows
Mediz Player

mages/WindovsMeadiaSample.wmwv

Display of the player controls can be further adjusted.

In case Movie Autostart check box is selected, Video clip is launched as soon as it is loaded,
otherwise user should manually select “Play” button using video controls, or object methods.

Windowless mode enables to launch Windows Media Player as inline element (i.e. in this case
it can be overlapped by other objects), otherwise it will be launched in window mode (and by
default it cannot be overlapped by other objects). Note, that not all players and browsers
support windowless mode, however.

Invisible mode enables to launch player software as a hidden element. This mode may be
useful for playing audiofiles.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism. Yellow cells
contain events used only for streaming media.

Event Triggered Upon

on Playing Tick Fires every second while the player is playing media. Use it with currentPosition property to create
time-binded actions.

on Change Play State Fires at the moment when playing state of the media is changed (state itself doesn't matter - just
changed).

on Play Stopped At the moment when playing of media stops (no matter was it learner's click or the end of media).

on Play Paused At the moment when playing of media becomes paused.

on Play Started At the moment when playing of media starts (position doesn't matter).

on Play Begin At the moment when playing of media starts from the beginning.

on Play Resumed At the moment when playing of media starts from the paused state.

on End Of Media At the moment when playing of media stops on the end of media.

on Position Changed Fires when current position is changed by slider control or method.

on Media Changed At the moment when player media is changed.



on Media Error

At the moment when player generates media error.

on Waiting Server At the moment when player starts for waiting server responce.

Response

on Reconnect To Server | At the moment when player starts reconnecting to server.

on Start Buffering Media | At the moment when player starts buffering.

on Preparing Media At the moment when media is loaded and player starts preparing.
on Media Is Ready At the moment when media is loaded and player is ready to start.
Object Methods

The state of the Object can be modified using methods.

Method name Execution Result

PLAY

STOP

PAUSE

SET PROPERTY
REPLACE MEDIA

Start playing clip.

Stops playing clip.

Pauses playing. Use PLAY method to continue from paused.
Sets one of the player properties.

Replaces video source of player.

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Note, that these properties are available only for Windows Media Player and
QuickTime Player (not for Real Player).

Property
autoStart
mute

volume
currentMedia
duration

currentPosition

Returns

Returns 1 if AutoStart is set to true, 0 otherwise.

Returns 1 if mute sound is set to true, 0 otherwise.

Returns current sound volume (range 0-100).

Returns current media name (if exists), empty string otherwise.
Returns full media duration in seconds.

Returns current position in media in seconds.

currentState Returns current object state (tokens: "undefined", "stopped", "paused", "playing"
,"forward", "backward", "buffering”, "waiting", "ended", "preparing", "ready",
"reconnect").

url Returns current media URL if available.

isOnline (WMP only) Returns 1 if player object has access to the network, 0 otherwise.

5.3.9.4 Java

Java Applet object is used for inserting Java Applets into the learning Course.

Syntax
SOBJ_ID.autoStart
SOBJ_ID.mute
SOBJ_ID.volume
SOBJ_ID.currentMedia
SOBJ_ID.duration
SOBJ_ID.currentPosition

SOBJ_ID.currentState

SOBJ_ID.url
SOBJ_ID.isOnline

IMPORTANT! Java Virtual Machine should be installed on the computer for
running Java Applets (free download at http://www.sun.com/). To insure correct



http://www.sun.com/

functionality of the learning Course, remember to turn on the feature, which
checks whether or not Java has been installed on the target machine before
loading the learning Module (Module menu — Runtime Settings — Checks).

Java-applet cannot be played in edit mode, only placeholder of the applet is visible.

Object parameters

Java applet [z|

Files | Parameters | Java |

JAR-archive: |D:"-.Cu:uurses"—stamars_jar | E]
Start file: |start.|:lass |

File

| ok [ cancel J[ ooy || Heb |

Select path to files. Files will be copied into images folder.

Java applet E'
Fileg | Parameters | Java |
Haorzontal margin: EI pivels
Wertical margin: EI pivels
Alt text: |Java applet |
Applet parameters: + = 4 &
MName Value
| ok [ cancel J[ ooy || Heb |

Define margins if necessary. Alt text will be displayed to user if there is no Java installed on the
computer.



Applet parameters will be transferred to applet on launch.

Java applet §|

Files

Java machine: Sun Java Machine b

Parmameterz | Java

oK | [ cancel |[ sy || Heb

Java Machine selection has practical meaning in very rare cases.

5.3.9.5 Flash Video

Flash Video clip object is used for playing Video clips in Flash Video format (FLV).

IMPORTANT! The Adobe Flash Player 9 or higher should be installed on the
computer for playing Flash Video. You can get the latest free version of Adobe
Flash Player at http://www.adobe.com). To insure correct functionality of the learning
Course remember to turn on the feature, which checks whether or not Flash
Player has been installed on the target machine before loading the learning
Module (“Module menu — Runtime Settings — Checks”).

LIMITATION: Flash Video file must contain metadata to allow full functionality of
the object (i.e. file must be converted in FLV 1.1 format). If your FLV-file is
converted with FLV 1.0 converter, then only basic object methods and properties
can be used (though FLV-file still can be played).

Flash-movie cannot be played in edit mode, only placeholder of the movie is
visible.

Object parameters


http://www.adobe.com/

Flash-video

Parameters

X

Flash video source

@ Fie: |C:\Courses\2 4 sandbox"\20071227\1\ma | [...]

) URL:
Display mode: Transparent layer w
Backaround color: HFFFFFF E]
Player contrals: Show 3

| ok || cancel || Mooy || Heb

Specify Flash video source.

There are two options:

1.

2.

Local file ( file will be automatically copied into the “Images” folder of learning Module);
URL - full URL of movie;

Be aware, that URL option refers to external content, therefore this Video clip
may become the subject for browser and Flash Player security settings (cross-
domain security).

Select the playing mode. Adobe Flash Player supports the following window modes for playing
the movie:

Window Mode - AIways on top of all Iayers. Flash movie plays in its own virtual window in the Frame
above the core browser display window, therefore no other objects in the Frame can cover/screen Flash-movie object.
Background color for the Flash-movie precisely corresponds to the one selected by the user.

Transparent Mode. Flash movie plays in the separate layer of the Frame and overlaps other objects placed
underneath. However, the objects placed on top can overlap Flash movie. In case the background color for the Frame is
not defined by user and Flash movie has transparent areas, then the objects Iayered underneath will be
showing through the transparent portions of the movie. Since transparent mode is resource consuming, animation
performance might be slower, therefore we do not recommend using transparent mode, unless it is absolutely
necessary.

Opaque Mode. Flash-movie plays in the separate layer of the Frame and overlaps other objects placed underneath.
However, the objects placed on top can overlap Flash-movie. Compared to transparent mode Flash-movie in opaque
mode will always have the background color defined, even if you do not explicitly specify Background color (White is
default color).

If necessary, you can specify background color for the Flash-movie object.

Display of the player controls can be further adjusted.

In case Movie Autostart check box is selected, Video clip is launched as soon as it is loaded,
otherwise user should manually select “Play” button using video controls, or object methods.



Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

IMPORTANT! Most of properties and events of this object are not native to Flash
Video or Flash, they are simulated by software. Due to this fact and due to delays
in Flash-JavaScript communication, some delay (up to 1 sec) may occur a)
between calling the object's method and method's execution b) between
changing Flash Video playing state and corresponding object's event c) in
changing property values. Please be aware of this fact.

Event Triggered Upon

on Playing Tick Fires every second while the player is playing media. Use it with currentPosition property to create time-
binded actions.

on Change Play Fires at the moment when playing state of the media is changed (state itself doesn't matter - just
State changed).

on Play Stopped At the moment when playing of media stops (no matter was it learner's click or the end of media).
on Play Started At the moment when playing of media starts (position doesn't matter).
on End Of Media At the moment when playing of media stops on the end of media.

on Position Fires when current position is changed by slider control or method.
Changed

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result

PLAY Start playing clip.

STOP Stops playing clip.

REWIND Rewinds clip to the beginning (does not change playing state).

PAUSE Pauses playing. Use PLAY method to continue from paused.

CONTINUE Start playing clip from current position.

SET VOLUME Sets sound volume (integer 0-100).

MUTE Mutes sound.

UNMUTE Unmutes sound.

SET POSITION Sets playing position in seconds (does not change playing state). May not work with FLV 1.0 files

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

IMPORTANT! Most of properties and events of this object are not native to Flash
Video or Flash, they are simulated by software. Due to this fact and due to delays



in Flash-JavaScript communication, some delay (up to 1 sec) may occur a)
between calling the object's method and method's execution b) between
changing Flash Video playing state and corresponding object's event c) in
changing property values. Please be aware of this fact.

Property | Returns Syntax

mute Returns 1 if mute sound is set to true, O otherwise. SOBJ_ID.mute

volume Returns current sound volume (range 0-100). SOBJ_ID.volume
duration Returns full media duration in seconds. SOBJ_ID.duration
currentPosition | Returns current position in media in seconds. SOBJ_ID.currentPosition

currentState Returns current object state (tokens: "0" - means "stopped", 1 - means "playing" | SOBJ_ID.currentState



5.3.10 Navigation

Navigation Objects enable transition among Slides and Frames. The majority of Navigation
objects have certain usage limitations, therefore be cautious when implementing.

5.3.10.1 Universal Button

Universal button is configurable Button Template that allows to use it to display selected
Objects.

Example of object appearance:

Some images
not defined

Object parameters

Universal Button @
Parameters | Sound

Enabled button:

MauseOver button:

B

Disabled button:
Enabled button tooltip:

Disabled button tooltip:

Treat as navigation object
Strict Mavigation mode

Ilse Open/Close methods of target object
Target ohject: E]

| oK || cance || ook Help

This Object has no predefined images. Use any graphic editor to create following 3 pictures:

e The first picture displays the button in enabled state (specify path to the image under
“Enabled Button”);



e The second picture will replace the first one in case user moves mouse over the enabled
button (specify path to the image under “OnMouseOver Button”);

e The third picture displays the disabled button (specify path to the image under “Disabled
Button”).

You can specify mouse over tooltip messages for both enabled and disabled buttons.
Define if this button should accept Navigation Events.

Actions on Button click can be defined in Actions dialog. However, if the Object that you want
to manage has its own OPEN and CLOSE methods, then you can select this Object as target.

Universal Button @
Sound
Mouseover and click
Standard 1
Standard 1
| oKk || cance || ook Help

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result



DISABLE ACCESS Restrict access to Button.
ENABLE ACCESS Permit access to Button.

5.3.10.2 Navigation Menu

Navigation Menu enables tracing of the current Slide name and an instant transition to another
Slide upon selecting its name (if there are no restrictions for such transition by other
conditions). In case there exists Alternative path in the Module, object will use alternative Module
structure from Alternative path.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

| First Slide -

Object parameters

%)

Navigation Menu

Eackground color; E]

Fort: |Tah-:uma L |
Fort size: e

Fort weight: | Marmal hd |
Font style: | Mamal L |

Fort calar: HOOO000 E]
Digplay slides hieranchy

Strict Mavigation mode

Strict slide order message: |Yn:|u cannot jump to this slid

* i atemative module structure iz defined
in Madule Structure object this object will
use this structure automatically

[ oK l[ Cancel ]

You can modify different Navigation menu display settings.

The marker “Show Slide hierarchy” enables to modify display mode of the Slide’s structure in
the Module.

Strict Navigation Mode — automatic blocking of the navigation object from the moment the
Slide was opened until all objects on this Slide displayed in the Timeline panel of the frame
were played back.


file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Objects/nav_025_structure.html

Strict slide order message will be displayed if the learner will try to jump more than one slide
further and strict slide order mode is enabled in Module run-time settings.

Navigation Menu §|

lUse sound effects

Change selection sound: | Standard 1 w

[ OK H Cancel ]

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE ACCESS Restrict access to Navigation menu.

ENABLE ACCESS Permit access to Navigation menu.
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

selectedID Returns ID of current Slide SOBJ_ID.selectedID



selectedName Returns slide name of current Slide SOBJ_ID.selectedName
selectedNumber | Returns number of current Slide SOBJ_ID.selectedNumber

totalEntries Return total number of selector options SOBJ_ID.totalEntries

5.3.10.3 Current Position
Current Position object enables tracing of the Slide number against the total number of Slides.
LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

Object parameters

X)

Current position

Parameters |
Tet: POSITION: |
Divider: | / |
Fort: |Tahn:nma w |
Fort size: pivels
Font weight: | Eald v |
Font style: | Marmal L |
Fort color: E]
E oK [ Cancel ]

By default, object displays the following label: “POSITION: N/M” (where N is a Slide number,
and M is a total number of Slides). You can modify text, divider, and some other display
parameters with respect to the overall design of the learning Module.

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property | Returns Syntax

currentPosition | Returns number of current Slide | SOBJ_ID.currentPosition

5.3.10.4 Contents Tab



Contents tab enables displaying the list of the Slides within Module and transition to other
Slides by selecting their names (unless transition to selected Slide is in agreements with other
conditions). In case there exists Alternative path in the Module, object will use alternative Module
structure from Alternative path.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

B First Slide

Test Course

Contents

First Slide pestic
L Second Slide

Second Slide - Explanation

Select o

Object parameters


file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Objects/nav_025_structure.html

x]

Contents Tab

Display | Parameters | Sound |

Default tab color: |Omnge b |
Tab verical offset: EI i

Enabled tab tooltip: |C|:|r|tents |
Disabled tab tooltip: |C|:|r|tents disabled |

[ QK H Cancel ] Apph

In case the default tab is used, you can select color, change vertical margin with relation to the
top border of the object, and specify mouse over tooltip messages for both enabled and
disabled tabs.

If default tab marker is unchecked you can use custom images for displaying tabs, change
object’s border size, and color.



Contents Tab [z

Display | Parameters | Sound

Header text: | |
|Use default slide icon set

Diigplay slide hierarchy
Lze default node icon st

Strict Mavigation mode

Strict slide order message: |Y|:|u cannot jump to this slide until you |

ok [ Coma

Use default Slides icon set marker enables you to replace Slide’s icons, if desired.

The marker “Show Slide hierarchy” enables to modify display mode of the Slide’s structure in
the Module. Besides, you can replace images, which represents hierarchy nodes, if desired.

Strict Navigation Mode — automatic blocking of the navigation object from the moment the
Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.

Strict slide order message will be displayed if the learner will try to jump more than one slide
further and strict slide order mode is enabled in Module run-time settings.



Contents Tab

x]

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

ok [coes

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name |Execution Result

DISABLE ACCESS Restrict access to Tab.

ENABLE ACCESS Permit access to Tab.

OPEN TAB Opens Tab (if access is not disabled)
CLOSE TAB Closes Tab

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax



disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

open Returns 1 if object is currently open, 0 otherwise. SOBJ_ID.open

5.3.10.5 Help Tab
Help Tab object enables displaying the Help text block for the Module.
LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

B First Slide

Test Course

Help
elLearning Module Structure . Ques
Learning Module is a fundamental building block of the Course hierarchy
reprezenting the set of author-structured Slides. During the learning of...
process the learner is led from one Slide to ancther sequentially, which i=s
default behawior. =t

Slide (Interactive page) is the main building block of Learning Module.
Slides are used by the author to place learning material, tests, and
exercises. The order of Slide correlation is predefined by the author.

Mavigation

eLearning Module navigation controls (the list may vary depending an
author's design):

® "Prev" and "Next" buttons enable to jump on previous and next

zlide correspondingly;
# "Replay” button enable to start current slide once again from the

beginning (it may be useful, for example, to repeat animation on

zlide etc.); A
& "Contents” tab or button with popup window displays the list of all —

clides and enables transition to any slide in the Module (i

Object parameters



Help Tab E|
. Display ;| Parameters || Sound |
Ilze default tab st
| |
| |
| |
| |
| |
Default tab color: |Omnge b |
Tab vertical offzet: P
Enabled tab tooltip: | Help |
Disabled tab tooltip: | Help disabled |
Cok J( o] o

In case the default tab is used, you can select color, change vertical margin with relation to the
top border of the object, and specify mouse over tooltip messages for both enabled and
disabled tabs.

If default tab marker is unchecked you can use custom images for displaying tabs, change
object’s border size, and color.



Help Tab

x]

Header text: | |
Area text: | |

[ ] Strict Mavigation mode

| ok || cance |

You can modify header of the Help tab and insert Help text into the Rich Text fields.

Strict Navigation Mode — automatic blocking of the navigation object from the moment the
Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.



x]

Help Tab

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

ok [coes

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name |Execution Result

DISABLE ACCESS Restrict access to Tab.

ENABLE ACCESS Permit access to Tab.

OPEN TAB Opens Tab (if access is not disabled)
CLOSE TAB Closes Tab

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax



disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

open Returns 1 if object is currently open, 0 otherwise. SOBJ_ID.open

5.3.10.6 Calculator Tab

Calculator tab enables displaying the Calculator, which can be used for calculations inside the
Module.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

B First Slide

Test Course

Calculator

Clu

of...

Sele

CALCULATOR

Object parameters



Calculator Tab &

Display | Parameters | Sound |

Default tab color: |Omnge b |
Tab vertical offset: o

Enabled tab tooltip: |Ca||:u|atl:lr |
Disabled tab tooltip: |Calu:ulat|:|r disabled |

[ QK H Cancel ] Apph

In case the default tab is used, you can select color, change vertical margin with relation to the
top border of the object, and specify mouse over tooltip messages for both enabled and
disabled tabs.

If default tab marker is unchecked you can use custom images for displaying tabs, change
object’s border size, and color.



Calculator Tab

x]

Header text: | |
Diescription: | |

[ ] Strict Mavigation mode

[ QK ] [ Cancel ] Apph

You can modify header of the Calculator tab and insert short description text into the Rich Text
fields.

Strict Navigation Mode — automatic blocking of the navigation object from the moment the
Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.



Calculator Tab

x]

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

ok [ Coma

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name |Execution Result

DISABLE ACCESS Restrict access to Tab.

ENABLE ACCESS Permit access to Tab.

OPEN TAB Opens Tab (if access is not disabled)
CLOSE TAB Closes Tab

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax



disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

open Returns 1 if object is currently open, 0 otherwise. $SOBJ_ID.open
value Returns current value from calculator display $OBJ_ID.value
5.3.10.7 Settings Tab

Settings Tab object enables displaying current Settings or Statistics for the Module.
LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

Settings

This is optional description of objectives.

Module state

b1} Total score 5(10)

Module objectives state

Objective name Score
nl s
v Second obj 0(10)

Object parameters



Settings Tab &

Display | Parameters || Ohbjectives || Teuts || Sound |

Default tab color: |Omnge b |
Tab vertical offset: o

Enabled tab toottip: Module parameters |
Disabled tab tooltip: |I".'1|:u:|ule parameters disabled |

[ QK H Cancel ] Apph

In case the default tab is used, you can select color, change vertical margin with relation to the
top border of the object, and specify mouse over tooltip messages for both enabled and
disabled tabs.

If default tab marker is unchecked you can use custom images for displaying tabs, change
object’s border size, and color.



Settings Tab

x]

Header text: | |

[ ] Display description

[] Strict Navigation mode:

[ QK ] [ Cancel ] Apph

You can modify header of the Settings tab and insert description texts into the Rich Text fields.

Strict Navigation Mode — automatic blocking of the navigation object from the moment the
Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.



Settings Tab

Dizplay main objective status

Main objective header: [ Main module objective |

—|_] Display state of cther module objectives

Other objectives header: | \odule objectives | TE

|Use default status icon set

Compl. - nat attermpred

Compl. - incomplete

Succesz - unkno;

Success - pazsed:

| |
| |
Compl. - completed | |
| |
| |
Success - faled: | |

Score display type: | Percentage (%) hd |

| ok || cance | eow Help

On the Objectives tab you can select which Module parameters will be displayed.



Settings Tab

Objectives column header: |Objeu:ti1.re |
Score column header: |Su:nre |
Completion status tooltip: |Cn|‘|‘|p|eti|]n status: |
Success status tooltip: |Suu:u:ess status: |

Status values tooltips

Inlcnown: Inknown
Mot attempted: Mot attempted
Incomplete: Incomplete

Completed: Completed

Passed: Passed

Failed: Failed

T

| ok || cance | ooh Help

On the Texts tab you can define messages and tooltips that will be presented to learner.



x]

Settings Tab

Use sound effects

Everts with sound | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

ok [coes

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name |Execution Result

DISABLE ACCESS Restrict access to Tab.

ENABLE ACCESS Permit access to Tab.

OPEN TAB Opens Tab (if access is not disabled)
CLOSE TAB Closes Tab

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax



disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

open Returns 1 if object is currently open, 0 otherwise. SOBJ_ID.open

5.3.10.8 Search Tab
Search Tab object enables search functionality within the current Module.
LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

| | Sear::h| j
Case: |ingensitive =
Search indusion: |,.5,,-,1J,. word -

Object parameters

Search Tab
IUse default tab set

| |

| |

| |

| |

| |
Default tab colar: |Turqu::nise b |
Tab vertical offset: EI o
Enabled tab tooltip: | Search |
Disabled tab tooltip: |Sean::h disabled |
[] Strict Navigation mode

QK l [ Cancel Apph




In case the default tab is used, you can select color, change vertical margin with relation to the
top border of the object, and specify mouse over tooltip messages for both enabled and
disabled tabs.

If default tab marker is unchecked you can use custom images for displaying tabs, change
object’s border size, and color.

Strict Navigation Mode — automatic blocking of the navigation object from the moment the
Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.

Search Tab [‘$_<|

Digplay SEEII'CthE::-is Stles | Sound

|Use default slide icon set

Search options

Enable case sensitivity selection
Enable search logic selection

By default:

Case sensitive: | Ma w |
Search logic: | Any word " |
Search logic scope: | Slide w |
Search results: | Link: onby L |

[ oK H Cancel ]

The Search tab contains options for search processing. You can disable user controls for
selecting case sensitivity and search logic selection - in this case user cannot change these
settings in the search form and default search settings will be applied in every search.

e (Case sensitive option sets default case sensitivity for search process.

e Search logic defines search inclusion in case user enters more than one word in query. Any word means that all
Slides or Objects containing any of eneterd words will be found (i.e. OR operation). All words means that only Slides or
Objects containing all of enetersd words will be found (i.e. AND operation).

e Search Iogic SCOPeEe means the scope, to which Search logic will be applied - Slide or Object.

e Search results can be presented as simple links or links with short text fragment.



Search Tab

Display || Search TE:"i5|St'_.fles | Sound |

Header:
Instruction tes:
Button text:
Search logic:
Ay word:

All words:

Case sensitivity:
Sensttive:
Insensitive:
Found:

Mo results:

Empty querny:

|Sean::h

|Sean::h inclusion:

|ﬂu.|'r'_.r ward

|Fu.|| words

|Case:

|insens'rti1.re

|sens'rti'u'e

|Slides found:

| Mo results found

| Empty queny - nothing to search

| ok

J[ Cancel ]

Help

On the Texts tab you can define messages and tooltips that will be presented to learner.




Search Tab

Farit:

Font size:
Fort weight:
Font style:
Faort color:
Border style:
Border width:
Barder colar:

Background calar:

Highlighted:

Field and options

Tahoma

=
£

MNomal

Maormal

II

T Hm
T (=]
s
H 2

B ]

Background

0 8

"
&

3

L
] BOE

oK || cancel

]

Apph H

o

T

p

Styles tab contains style parameters for presenting search form and results.




Search Tab

x]

Display || Search || Texts

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

ok [coes

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name |Execution Result

DISABLE ACCESS Restrict access to Tab.

ENABLE ACCESS Permit access to Tab.

OPEN TAB Opens Tab (if access is not disabled)
CLOSE TAB Closes Tab

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax



disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

open Returns 1 if object is currently open, 0 otherwise. SOBJ_ID.open

5.3.10.9 About Tab
About Tab object enables displaying the information text block for the Module.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

B First Slide

Test Course

About

This eLearning Module was developed using Courselab® elearning a

Zontent Editor. Depending on purpose this Module can be used in any .

AICC- or SCORM-compatible Learning Management System, on CD etc. f
oT.

Hardware/Software requirements

LN
[11]
i

This eLearning Module can be played an any PC that meets requirements
below:

® Operating System - Microsoft® Windows 98, Me, NT, 2000, XFP
(limited support of Windows 95) or Linux;

# Internet Browser - Microsoft® Internet Explorer 5.0 (Internet
Explorer 5.5 or higher recommended), Mozilla FireFox 1.0 or
higher, Netscape® 7.2 or higher;

# JavaScript enabled;

« XML support enabled (Microsoft® XML Parser 3.0 or higher

recommended for Internet Explorer).

Additional requirements may be applied depending on media types used
by Module authar.

Object parameters



x]

About Tab

Display | Parameters | Sound |

Default tab colar; |Tun:|uu:|ise b |
Tab vertical offset: o

Enabled tab tooltip: |f-"~.|:n:|l.rt |
Disabled tab tooltip: |}-‘u:u:ess iz not allowed |

[ QK H Cancel ] Apph

In case the default tab is used, you can select color, change vertical margin with relation to the
top border of the object, and specify mouse over tooltip messages for both enabled and
disabled tabs.

If default tab marker is unchecked you can use custom images for displaying tabs, change
object’s border size, and color.



About Tab

x]

Display | Parameters | Sound |

Header text: | |
Area text: | |

[] 5trict Navigation mode:

| ok || cance |

You can modify header of the tab and insert short description text into the Rich Text fields.

Strict Navigation Mode — automatic blocking of the navigation object from the moment the
Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.



About Tab

x]

Display Palametersl Sound |

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

ok [coes

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name |Execution Result

DISABLE ACCESS Restrict access to Tab.

ENABLE ACCESS Permit access to Tab.

OPEN TAB Opens Tab (if access is not disabled)
CLOSE TAB Closes Tab

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax



disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

open Returns 1 if object is currently open, 0 otherwise.

5.3.10.10 Next Slide Button

Next Slide Button Object is a special object which enables transition to the next Slide from the
current Slide. In case there exists Alternative path in the Module, object will use alternative Module

structure from Alternative path.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

{ NEXT p )

Object parameters

Next Slide Button

| Sound

SOBJ_ID.open

X]

IUse default button set

Enabled button tooltip:

Disabled button tooltip:

Strict Navigation mode

|He:-i Slide

|;’-‘u:|:ess iz not allowed

| ok

H Cancel ]

By default, standard button set is used. In case you prefer to use different button, remove the
check mark “Use default button set”. Fields for specifying path to the pictures become active.

Use any graphic editor to create following four pictures:



file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Objects/nav_025_structure.html

e The first picture displays the button in enabled state (specify path to the image under
“Enabled Button”);

e The second picture will replace the first one in case user moves mouse over the enabled
button (specify path to the image under “OnMouseOver Button”);

e The third picture displays the disabled button (specify path to the image under “Disabled
Button”);

e The fourth picture displays the button being pressed (specify path to the image under
“OnClick Button”).

You can specify mouse over tooltip messages for both enabled and disabled buttons.
Strict Navigation Mode — automatic blocking of the navigation object from the moment the

Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.

Next Slide Button X

IUse sound effects

Events with sound: | Mouseover and click w |

Maouseover sound: | Standard 1 bl |

Click sound: | Standard 1 il |

ok [coes

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods



The state of the Object can be modified using methods.

Method name Execution Result
DISABLE ACCESS Restrict access to Button.
ENABLE ACCESS Permit access to Button.

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax

disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

5.3.10.11 Previous Slide Button

Previous Slide Button Object is a special object which enables transition to the previous Slide
from the current Slide. In case there exists Alternative path in the Module, object will use
alternative Module structure from Alternative path.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

Object parameters


file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Objects/nav_025_structure.html

Previous Slide Button

x]

Use defautt button set

| |

| |

| |

| |
Enabled button toolip: Next Siide |
Disabled button tooktip: |Access is not allowed |

Strict Navigation mode

ok [coes

By default, standard button set is used. In case you prefer to use different button, remove the
check mark “Use default button set”. Fields for specifying path to the pictures become active.
Use any graphic editor to create following four pictures:

e The first picture displays the button in enabled state (specify path to the image under
“Enabled Button”);

e The second picture will replace the first one in case user moves mouse over the enabled
button (specify path to the image under “OnMouseOver Button”);

e The third picture displays the disabled button (specify path to the image under “Disabled
Button”);

e The fourth picture displays the button being pressed (specify path to the image under
“OnClick Button”).

You can specify mouse over tooltip messages for both enabled and disabled buttons.
Strict Navigation Mode — automatic blocking of the navigation object from the moment the

Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.



Previous Slide Button

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

ok [coes

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE ACCESS Restrict access to Button.

ENABLE ACCESS Permit access to Button.
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax

disabled Returns 1 if object is currently disabled, O otherwise. | SOBJ_ID.disabled



5.3.10.12 Slide Name

Slide Name object enables to automatically display the current Slide name defined in the
Editor.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

M Second Slide

Test Course

Second Slide

Object parameters

X

Slide Name

Background colar: E]

Fort: |;‘1'-.ria| &

Fort color: E]
Fort size: piels

Fort weight: | Bold - |
Fart style: | MNommal . |
Text align: |Center w |

o J o

You can modify background color and font settings for the Slide Name with respect to the
overall design of the learning Module.

LIMITATION: The Slide Name will be displayed completely only while playing the
actual Course. Name substitute will be displayed in the editing mode instead.

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax

slideName | Returns slide name of current Slide | SOBJ_ID.slideName



5.3.10.13 Window title

Window title object is used to configure format of title of the module window.

LIMITATION. If the module is viewed in the frame or IFRAME (some LMS use this
displaying method by default) window title will NOT be changed.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

B Module name : Slide name

Note, that this object is "virtual", hidden, therefore you can see such placeholder in editor.

Object parameters
Window Title E3
Display window title
Title cortains:  Module + chapter « slide* v |
Madule name: ||'-.-1|:u:||_||e name |
Divider: I:I
* Altemative path object required

| ok || cancel || sepy || Hep |

Select title contents. Module name (which usually is in Course structure pane) can be redefined
for title, because window title is usually limited in length, so it is better to use shorter variant
here. Note that chapter name is available only if Alternative Path object is defined for this module.

5.3.10.14 Sound On/Off Button

Sound On/Off Button object is a special object, which enables turning on and off the audio
feature of the Module.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.


file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/q_025_structure.html

Example of object appearance:

®

Object parameters

X)

Sound Button

| Sound

Use default button set

Default button colar: |T|_|rq|_||:|ise hd |

On button tooltip: |Sn:-unu:| iz on. Tum sound off. |

Off button tooltip: |Su:-unu:| is off. Tum sound on. |

o J oo

By default, standard button set is used. In case you prefer to use different button, remove the
check mark “Use default button set”. Fields for specifying path to the pictures become active.
Use any graphic editor to create following four pictures:

e The first picture displays the “Sound” button in On state and the button can be pressed to
turn the Sound Off (specify path to the image under “Enabled Off Button”)

e The second picture will replace the first one in case user moves mouse over the enabled
button (specify path to the image under “OnMouseOver Off Button”).

e The third picture displays the “Sound” button in “Off” state and the button can be pressed
to turn the Sound On (specify path to the image under “Enabled On Button”)

e The fourth picture will replace the third one, in case user moves mouse over the enabled
turn On button (specify path to the image under “OnMouseOver On Button”).

You can specify mouse over tooltip messages for both enabled and disabled buttons.



X]

Sound Button

Use sound effects

Events with sound: | Mouseover and click “ |

Maouseover sound: | Standard 1 bl |

Click sound: | Standard 1 il |

ok [coea |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result

TOGGLE SOUND Toggles sound on and off
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax

soundOn Returns 1 if object is sound is currently on, 0 otherwise. | SOBJ_ID.soundOn

5.3.10.15 Close Module Button



Close Module Button object is a special object, which enables correct closing of the learning
Module.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

Object parameters

Close Module Button

x]

Ise default button set

Enabled button tooltip: |Cl|:nse module |

Display confimation dialog before close

Confimation test: |I"-'1|:u:|ule window will be closed. Are yo |

[ oK l[ Cancel ]

By default, standard button set is used. In case you prefer to use different button, remove the
check mark “Use default button set”. Fields for specifying path to the pictures become active.
Use any graphic editor to create following three pictures:

e The first picture displays the button in enabled state (specify path to the image under
“Enabled Button”);

e The second picture will replace the first one in case user moves mouse over the enabled
button (specify path to the image under “OnMouseOver Button”);

e The third picture will replace the second one when button is pressed. (specify path to the
image under “OnClick button”).



You can specify mouse over tooltip messages for both enabled and disabled buttons.

Close Module Button [‘5—<|

Ise sound effects

Events with sound | Mouseover and click w |

Mouseover sound: | Standard 1 b |

Click sound: | Standard 1 h |

[ oK H Cancel ]

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.10.16 Replay Slide Button

Replay Slide Button object is a special object, which enables current Slide reloading (for
example, to repeat animation used in the Slide).

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

(©)

Object parameters



x]

Replay Slide Button

Use defautt button set

| |

| |

| |

| |
Default button color: |TL,qu,.3iSE v |
Enabled button toottip: 'Replay curert slide |
Disabled button toottip: |Access is not allowed |

Strict Navigation mode

ok [coes

By default, standard button set is used. In case you prefer to use different button, remove the
check mark “Use default button set”. Fields for specifying path to the pictures become active.
Use any graphic editor to create following four pictures:

e The first picture displays the button in enabled state (specify path to the image under
“Enabled Button”);

e The second picture will replace the first one in case user moves mouse over the enabled
button (specify path to the image under “OnMouseOver Button”);

e The third picture displays the disabled button (specify path to the image under “Disabled
Button”);

e The fourth picture displays the button being pressed (specify path to the image under
“OnClick Button”).

You can specify mouse over tooltip messages for both enabled and disabled buttons.
Strict Navigation Mode — automatic blocking of the navigation object from the moment the

Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.



Replay Slide Button

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

ok [coes

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE ACCESS Restrict access to Button.

ENABLE ACCESS Permit access to Button.
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax

disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled



5.3.10.17 Simple Progress Bar

Simple Progress Bar is a special object, which indicates amount of the visited Slides relative to
the overall amount of the Slides. In case there exists Alternative path in the Module, object will use
alternative Module structure from Alternative path.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

Object parameters

Simple Progress Bar

|Use default icon set

lcon spacing: 1 px
Baclkground color: HCCCCCC E]
Border width: 1 e
Border color: HOOOO0O E]
[mner mangin: 1 i

[ oK l[ Cancel ]

By default, the standard Slide’s icons are used. If you wish to use different icons — uncheck the
marker. Fields for inserting pictures become available. Create 3 images using any graphical
editor:

e The firstimage will be displayed indicating already visited Slide.
e The second image will be displayed indicating the current Slide.
e The third image will be displayed indicating the Slides which are yet to be displayed.

You can also, modify appearance parameters of the Progress Bar.

5.3.10.18 Extended Progress Bar

Extended Progress Bar is a special object, which indicates amount of the visited Slides relative
to the overall amount of the Slides. Unlike Simple Progress Bar, Extended Progress Bar displays
the name of the current Slide; it also enables exploring the names of other Slides and enables
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transition to them. In case there exists Alternative path in the Module, object will use alternative
Module structure from Alternative path.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:
Second Slide - Explanation

213 Second Slide

Object parameters

Simple Progress Bar

| Digplay || Sound
|Use default rectangular icons leon size hor.: P
Visited slide icon
| | Backaround color: |#DD55DD
| | Border color: |#333333
| | Border width: e
Enable jump to slide on icon click Current slide icon
lcon spacing: px Backaround color: |#FFCC33
Baclground color: |#ErErErErErEr | E] Border color: |#333333
Border width: Pt Border width: P
Border color: |:,t|}[:-|}[:-|}[:- | E] N ml-ll::iS“Ed glide i-:u::;: —
Inner margin: P . |
Border color: |#333333
Border width: e

| ok || cance |

By default, the standard Slide’s icons are used. If you wish to use different icons — uncheck the
marker. Fields for inserting pictures become available. Create 3 images using any graphical
editor:

e The first image will be displayed indicating already visited Slide.

e The second image will be displayed indicating the current Slide.

e The third image will be displayed indicating the Slides which are yet to be displayed.

Otherwise you can modify appearance parameters of the default Slide's icons.
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Simple Progress Bar

[ Parameters [{ Display i Sound

Digplay cumert slide name

Fort: | Arial v|
Fort size: px

Font weight: | Normal v|
Font style: | Normal v|

Fort color: E]

Digplay slide names on MouseOver

Fort: Arial

Fort size: EI o
Fort weight: IE
Fort color: [:

Text spacing: o Text spacing: o
Digplay slide numbers
Strict slide order message: |Ynu cannot jump to this slide until you |
— In case Atemative module path is set
Dizplay mode: |".|'I.|'h|::u|e module w |
| ok ][ cancel Apph,

You can also modify appearance parameters for slide name captions.



Simple Progress Bar

Use sound effects

Events with sound: | Mouseaver and click v |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 i |

| ok || cancel

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.10.19 Help Popup Window

Help Popup Window object enables display of the help content for the learning Module. Object
consists of two parts: button to call the object and pop up window with help content. Only
“Help” button is visible in editing mode.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:



Help

elearning Module Structure

Learning Module i= a fundamental building block of the Course hierarchy
represzenting the set of author-structured Slides. During the learning process
the learner is led from one Slide to ancther sequentially, which is default
behavior.

Slide (Interactive page) is the main building block of Learning Module. Slides
are used by the author to place learning matenal, tests, and exercises. The
order of Slide correlation is predefined by the authaor.

Navigation

eLearning Module navigation controls (the list may vary depending on
author's design):

* "Prev" and "Next" buttons enable to jump on previous and next slide
correspondingly;

* "Replay” button enable to start current =lide ance again from the
beginning (it may be useful, for example, to repeat animation on slide
etc.);

* "Contents" tab or button with popup window displays the list of all
zlides and enables transition to any slide in the Madule {if
no restrictions were applied by author);

# Navigation drop-down menu displays the list of all =lides and enables
transition to any =slide in the Module (if no restrictions were applied by
author);

¢ "Sound On/Off" button toggles narration (if narration exists in the
Modulel:

Object parameters

[




X]

Help Popup Window

IUse default border color
Default border color: |Turql.||:|ise v |

Header text: | |
Window text: | |

Window size  hor.: |45I}| wert |5I}? i

Window position  haor.: |D | vert.: |D ||:t:~;

Strict Mavigation mode

ok [coea |

In the opened dialog you can select the border color for the object with respect to the overall
design of the learning Module. Also, you can modify title text and style.

You may input the Help content into the “Window text” field, which is in Rich Text Format
mode that enables insertion of the formatted text, tables, pictures, and so on. Please be
advised that width of the text area is limited; therefore avoid using tables and pictures that
exceed 450 pixels in width.

You can modify size and location of pop up Help window with respect to the design of the
learning Module, however, there are technical limitations for significant width and height
changes.

Strict Navigation Mode — automatic blocking of the navigation object from the moment the
Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.



X]

Help Popup Window

[ ] Use default button sst

Enabled button: |C:"-.Cu:uurses"-lE_F‘G"'-.| E]

CnMouseCOver button: |C:"-_Cu:uurses"-lE_F'G"-.| E]

COnClick button: |C:"-.Cu:uurses"-E.E_F'G"'-.| E]

Dizabled button: |C:"-.Cu:uurses"-E.E_P'G"'-.| E]

Window close button: |C:"-.Cu:uurses"-E.E_P'G"'-.| E]
Enabled button tooltip: | Help |
Disabled button tooltip: |}-‘v:u:ess is not allowed |
Close button tooltip: |Cl|:|se help window |

ok [coea |

By default, standard button set is used. In case you prefer to use different button, remove the
check mark “Use default button set”. Fields for specifying path to the pictures become active.
Use any graphic editor to create following five pictures:

e The first picture displays the button in enabled state (specify path to the image under
“Enabled Button”);

e The second picture will replace the first one in case user moves mouse over the enabled
button (specify path to the image under “OnMouseOver Button”);

e The third picture displays the button being pressed (specify path to the image under
“OnClick Button”);

e The fourth picture displays the disabled button (specify path to the image under “Disabled
Button”);

e The fifth picture displays Help Popup Window Close button.

You can specify mouse over tooltip messages for buttons.



X]

Help Popup Window

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

ok [coea |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE ACCESS Restrict access to Button.

ENABLE ACCESS Permit access to Button.
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

Property Returns Syntax
disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

open Returns 1 if object is currently open, 0 otherwise. SOBJ_ID.open



5.3.10.20 Contents Popup Window

Contents Popup Window enables displaying current Module contents, indicates visited Slides,
and allows navigation within a Module. Object consists of two parts: button to call the object
and Contents Popup Window. Only “Contents” button is visible in editing mode. In case there
exists Alternative path in the Module, object will use alternative Module structure from Alternative
path.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

Contents E

« Eirst Slide
I » second slide
Second Slide's Child

Object parameters
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Contents Popup Window

IUse default border color
Default border color: |T|.|rql.||:|ise hd |
| |
Header text: | |
Window size  hor.: |45I} | vert |5I}? i
Window position  haor.: |[:- | vert |[:- | P

[ QK l [ Cancel ] Apph

In the opened dialog you can select the border color for the results window with respect to the
overall design of the learning Module. Also, you can modify title text and style. You can modify
size and location of popup window with respect to the design of the learning Module, however,
there are technical limitations for significant width and height changes.



x]

Contents Popup Window

[ ] Use default button sst

Enabled button: |C:"-.Cu:uurses"-E.E_F‘G"'-.| E]

CnMouseCOver button: |C:"-_Cu:uurses"-E.E_F'G"-.| E]

COnClick button: |C:"-.Cu:uurses"-E.E_F'G"'-.| E]

Dizabled button: |C:"-.Cu:uurses"-E.E_F‘G"'-.| E]

Window close button: |C;'-._c.;.urseg'-.z_E_PG"-._| E]
Enabled button tooltip: |Cu:ur|ter|ts |
Disabled button tooltip: |f-‘u:n:ess is not allowed |
Close button tooltip: |Cl|:use Contents window |

ok [coes

By default, standard button set is used. In case you prefer to use different button, remove the
check mark “Use default button set”. Fields for specifying path to the pictures become active.
Use any graphic editor to create following five pictures:

e The first picture displays the button in enabled state (specify path to the image under
“Enabled Button”);

e The second picture will replace the first one in case user moves mouse over the enabled
button (specify path to the image under “OnMouseOver Button”);

e The third picture displays the button being pressed (specify path to the image under
“OnClick Button”);

e The fourth picture displays the disabled button (specify path to the image under “Disabled
Button”);

e The fifth picture displays Help Popup Window Close button.

You can specify mouse over tooltip messages for buttons.



x]

Contents Popup Window
Window | Button DISF"a“'.-'l Sound

lUse default slide icon set

[ ] Display slide hierarchy

Strict Mavigation mode

Strict slide order message: |Y|:|u cannot jump to this slide until you |

ok [coes

Use default Slides icon set marker enables you to replace Slide’s icons, if desired.

The marker “Show Slide hierarchy” enables to modify display mode of the Slide’s structure in
the Module. Besides, you can replace images, which represents hierarchy nodes, if desired.

Strict Navigation Mode — automatic blocking of the navigation object from the moment the
Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.

Strict slide order message will be displayed if the learner will try to jump more than one slide
further and strict slide order mode is enabled in Module run-time settings.



x]

Contents Popup Window

Window | Button || Display |

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

ok [coes

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE ACCESS Restrict access to Button.

ENABLE ACCESS Permit access to Button.
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oB/_ID below means current object ID):

Property Returns Syntax
disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

open Returns 1 if object is currently open, 0 otherwise. SOBJ_ID.open



5.3.10.21 Search Popup Window

Search Popup Window enables search functionality within the current Module. Only “Search”
button is visible in editing mode.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

Search m
[ ] sewm]| ¢

Case: [ nsensave = |
Saanch inchuson: |i...|--__;,-;| -]

Object parameters



Search Popup Window

IUse default border color
Default border colar: | Erown w |
| |
Window size  hor.: |5I}|} | vert |4‘| E | i
Window position  haor.: |3[;. | vert |3|} | P

[ QK l [ Cancel ] Apph

Window tab contains controls for popup window displaying parameters. You can select the
border color for the object with respect to the overall design of the learning Module. Also, you
can modify title text and style. You can modify size and location of popup window with respect
to the design of the learning Module, however, there are technical limitations for significant
width and height changes.



Search Popup Window

§|Sean::h Texts || Styles | Sound

Use defautt button set

| |

| |

| |

| |

| |
Enabled button tooltip: |Search |
Disabled button tookip: |Search disabled |
Close button toottip: |Close search window |

Strict Mavigation mode

ok [coes

By default, standard button set is used. In case you prefer to use different button, remove the
check mark “Use default button set”. Fields for specifying path to the pictures become active.
Use any graphic editor to create following five pictures:

The first picture displays the button in enabled state (specify path to the image under
“Enabled Button”);

The second picture will replace the first one in case user moves mouse over the enabled
button (specify path to the image under “OnMouseOver Button”);

The third picture displays the button being pressed (specify path to the image under
“OnClick Button”);

The fourth picture displays the disabled button (specify path to the image under “Disabled
Button”);

The fifth picture displays Help Popup Window Close button.

You can specify mouse over tooltip messages for buttons.

Strict Navigation Mode — automatic blocking of the navigation object from the moment the
Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.



Search Popup Window

Window | Button | SEE"'Ch ..... |Ta:ds Styles || Sound

lUse default slide icon set

Search options

Enable case sensitivity selection
Enable search logic selection

By default:

Case sensitivity: | Mo L |
Search logic: | Ay word v|
Search scope: | Siide v|
Results format: | Link only v |

[ QK l [ Cancel ] Apph

The Search tab contains options for search processing. You can disable user controls for
selecting case sensitivity and search logic selection - in this case user cannot change these
settings in the search form and default search settings will be applied in every search.

e Case sensitive option sets default case sensitivity for search process.

e Search logic defines search inclusion in case user enters more than one word in query. Any wWord means that all
Slides or Objects containing any of eneterd words will be found (i.e. OR operation). All words means that only Slides or
Objects containing all of enetersd words will be found (i.e. AND operation).

e Search Iogic SCOpeE means the scope, to which Search logic will be applied - Slide or Object.

e Search results can be presented as simple links or links with short text fragment.



Search Popup Window

Header text: |Search |
Instruction teaxt: [You can use * wiidcards in condtions an |
Button text: |Sean:h |
Search logic: |Search inclusion: |
Pery word: [Any word |
All words: |All words |
Case sensitivity: Case: |
Sensitive: insensitive |
Insensitive: |sensitive |
Found: 'Slides found: |
No results: INo resuits found |
Empty query: |Empty query - nothing to search |
[ ok [ cancel | oo Help

On the Texts tab you can define messages and tooltips that will be presented to learner.



Search Popup Window

Farit:

Font size:
Fort weight:
Font style:
Faort color:
Border style:
Border width:
Barder colar:

Background calar:

Highlighting:

Field and options

Tahoma
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MNomal

Maormal

II
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B ]

Background
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1 ]
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oK || cancel

]

Apph H
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Styles tab contains style parameters for presenting search form and results.




Search Popup Window

Window | Button | Search || Texts

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

ok [coes

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE ACCESS Restrict access to Button.

ENABLE ACCESS Permit access to Button.
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

open Returns 1 if object is currently open, 0 otherwise. SOBJ_ID.open



5.3.10.22 Glossary Popup Window

Glossary Popup Window is used to display systematic glossary of terms with descriptions.
Object consists of two parts: button to call the object and Glossary Popup Window. Only
“Glossary” button is visible in editing mode.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

Glossary E
*"ABCE
|
P he eggplant, aubergine, begun, or brinjal (Solanum
Breadfruit melongena), is a plant of the family Solanaceae (also known
Cucumber as the nightshades) and genus So/anum. It bears a fruit of the
Eggoiant same name, commonly used as a vegetable in cooking. As a

I nightshade, it is closely related to the tomato and potato and
is native to Bangladesh, Pakistan, Sri Lanka and India.

It is a delicate perennial often cultivated as an annual. It

arnwue AN ta 18N rn (1A ta 87 in) kall with larna enarcalv

Object parameters



Glossary Popup Window

.§|Windnw Button | Styles | Sound

X|

ftem list: b = & F ﬁ
D ftem Description
alil Awvocado The avocado (Persea ...
B001 Breadfruit Breadfruit (Attocampus a...
cOi Cucumber The cucumberis a cre...
eld1 Egaplant he eqgplant, aubergine...

Digplay first letter selection fbbon

Left column width: %

Mothing is selected: | |
ftem not found | |

| ok || cancel || epy || Hek

On the "ltems" tab you can add as many glossary terms as you wish. Each term can be
explained in Rich Text description. If you are planning to use external glossary calls (for
example, you may need open some specific term description on click on the link, button, or
image) it is recommended to use Item ID - unique for each term. Though there is also possibility
to select term by its name, searching by name is generally slower than searching by ID, and also
may lead to error (for example, if term contains some specific characters). Note, that you do
not need to enter terms in alphabetic order - they will be sorted in alphabetic order

automatically for display.

ftem 10 |E[:-|}1 |
ltem |Egg|:ulant |
ttem description: | |

You can also enable displaying first letter ribbon to allow learner select all terms starting with

specific letter. This ribbon is created automatically.




X

Glossary Popup Window

tems | Window | Button || Styles | Sound |

[v]ilse default border color:
Default border colar: |Teal 3 |
Header text: | |

Window size  hor.:

706 | ver: [436 | px

Window position  haor.: |23 | vert |4? |p:~;

[ QK l [ Cancel ] Apph

Window tab contains controls for popup window displaying parameters. You can select the
border color for the object with respect to the overall design of the learning Module. Also, you
can modify title text and style. You can modify size and location of popup window with respect
to the design of the learning Module, however, there are technical limitations for significant
width and height changes.



Glossary Popup Window

tems | Window | Button |St'_.'les Sound

X

[#]:se default button set;

| |

| |

| |

| |

| |
Enabled button tootip: |Glossary |
Disabled button toolip: |Glossary is disabled |
Close button tootip: |Close glossary window |

Strict Mavigation mode

ok ) [coes |

By default, standard button set is used. In case you prefer to use different button, remove the
check mark “Use default button set”. Fields for specifying path to the pictures become active.
Use any graphic editor to create following five pictures:

The first picture displays the button in enabled state (specify path to the image under
“Enabled Button”);

The second picture will replace the first one in case user moves mouse over the enabled
button (specify path to the image under “OnMouseOver Button”);

The third picture displays the button being pressed (specify path to the image under
“OnClick Button”);

The fourth picture displays the disabled button (specify path to the image under “Disabled
Button”);

The fifth picture displays Help Popup Window Close button.

You can specify mouse over tooltip messages for buttons.

Strict Navigation Mode — automatic blocking of the navigation object from the moment the
Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.



Glossary Popup Window

Normal MouseOver Selected

Fort: |Tahoma | [Tahoma  »| [Tahoma |
Fort size: 11 [px P px

Fortt weight: [ Nomal v| [Nomal | |Nomal v|
Fort style: | Normal v| [Nomal v| |Nomal v|
Underiine: [ None v/ [None v| [Nore v|
o om0 () [rwoon | [reooow ] (0
Border style: | Soiid v| |[Solid v| |[Solid v|

Border width: px px px

Border color: laFrccos | [ [#Frocces | [ (]
Background color:  [#FFFFFF | (] [#FFFFEE | [ (]
) a5 | B[
Inner margin: px

| ok || cance | onh Help

Style tab allows to change default text styles and margin for Glossary items.



X

Glossary Popup Window

kems || Window || Button || Styles |S

Use sound effects

Everts with sound: | Mouseover and click w |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 il |

ok ) [coes |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE ACCESS Restrict access to Button.
ENABLE ACCESS Permit access to Button.

Opens Glossary popup window and select the term by parameter: Item ID or Item name. If both
parameters will present, then Item ID will be used and Item name will be ignored.

DISPLAY ITEM
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax



disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

open Returns 1 if object is currently open, 0 otherwise. SOBJ_ID.open

5.3.10.23 Simple Search

Simple Search object enables search functionality within the current Module. Simple Search is
displayed as search field and button.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

Object parameters

Simple Search Field

Button || Field | Search || Sound

Use default barder colar
Default border color: |Tea| " |
| |

Header text: | |
Found text: | |
Mot found text: | |
Window size  hor.: |5[:'[:l | vert . |43E | i
Window position  haor.: |23 | vert . |4? |p:-;

Background

Fort
Highlighting: E] E]

| ok || cancel || mepy || Hep |

In the opened dialog you can select the border color for the results window with respect to the
overall design of the learning Module. Also, you can modify title text and style. You can modify



size and location of popup window with respect to the design of the learning Module, however,
there are technical limitations for significant width and height changes.

Simple Search Field

Window || Button | Field | Search || Sound
Use default button st
| |
| |
| |
| |
| |
Enabled button tooltip: |Search |
Disabled button taoktip: |Search disabled |
Close button taokip: |Close search window |
Empty query: | Empty query - nothing to search |
| ok || cancel || sy || Hep

You can configure or change Search button and its parameters on "Button" tab:

The first picture displays the button in enabled state (specify path to the image under
“Enabled Button”);

The second picture will replace the first one in case user moves mouse over the enabled
button (specify path to the image under “OnMouseOver Button”);

The third picture displays the button being pressed (specify path to the image under
“OnClick Button”);

The fourth picture displays the disabled button (specify path to the image under “Disabled
Button”);

The fifth picture displays Help Popup Window Close button.

You can specify mouse over tooltip messages for buttons.



Simple Search Field

e | No border v|
Border width: px

Border color: N
Background color: n

R | Arial v|
Fort size: Pt

Font weight: | Normal 2 |
e | Normal v|
|
Teat align: | Left 3 |

| ok || cance || poy || Hep |

Field tab allows to change default styles for search field.



Simple Search Field

lUse default slide icon set

By default:

Case sensitivity: | Ma L |
Search logic: | Any word v |
Search scope: | Slide v
Results fomat: | Link: onby w |

Strict Mavigation mode

| ok || cance || poy || Hep |

The Search tab contains options for search processing. You can disable user controls for
selecting case sensitivity and search logic selection - in this case user cannot change these
settings in the search form and default search settings will be applied in every search.

e Case sensitive option sets default case sensitivity for search process.

e Search logic defines search inclusion in case user enters more than one word in query. Any wWord means that all
Slides or Objects containing any of eneterd words will be found (i.e. OR operation). All words means that only Slides or
Objects containing all of enetersd words will be found (i.e. AND operation).

e Search Iogic SCOpe means the scope, to which Search logic will be applied - Slide or Object.

e Search results can be presented as simple links or links with short text fragment.

Strict Navigation Mode — automatic blocking of the navigation object from the moment the
Slide was opened until all objects on this Slide displayed in the Timeline panel of the Frame
were played back.



Simple Search Field

Window | Button || Field

Use sound effects

Events with sound: | Mouseover and click v |

Maouseover sound: | Standard 1 Lv |
| |

Click sound: | Standard 1 il |
| |

| ok || cance || poy || Hep |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE ACCESS Restrict access to Search Field.
ENABLE ACCESS Permit access to Search Field.

5.3.10.24 Load Progress
Load Progress object is used to change the look of default load progress indicator.
LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

LIMITATION: If there will be more than one object of such type in the Module,
then only one of them will be used.



Example of object appearance:

Loading images... 50%:

I
Object parameters

Add object to the Master-Slide. Position it the way you prefer. Open “Properties” dialog screen.

Image Loading Progress

Display Image Loading Progress

Layout: | 3 rows: tesd, progress, button b |

Fill type: | Border and background w |

Main padding: px

Background color: (]

Border color: (]

Border style: | Solid b
Border width: px

Inner margin: ot

[ QK H Cancel ] Apph

If Display Image Loading Progress checkmark is not set, then no progress indicator will be
displayed at all. However, we do not recommend to switch it off - progress indicator contains
Cancel button, which is very useful in case of network problems.

Select layout type.



Image Loading Progress

Teat: | Loading images... |

Fort: |Tahnma W |

|
Fort size: i

Fort style: | Marmal v |
Font color: E]
Text align: |Cer|ter & |

[ QK H Cancel ] Apph

On the Texts tab you can define message and the way it will be presented to learner.

Image Loading Progress

Display || Texts |} Progress Bar :| Button |

Height: P

Loaded color: ]
Unloaded color: ]
Border color: ]

Barder style: | €alid “

Border width: i

[ QK H Cancel ] Apph

On the Progress Bar you can define parameters of progress bar.



Image Loading Progress

Display || Texts || Progress Bar | Button |

Button text: | Skip |

Fort: |Tahu:uma W |

Fort size: p

Font style: | Normal v
et [ | (]
T 0

Border color: [:]

Border style: | Salid " |
Border width: i
Text align: |Cer|ter " |

ok [coes

You can configure or change button and its parameters on Button tab.

5.3.10.25 Alternative Path

Alternative Path object allows to define alternative learning path within the Module. The
Module can be divided on virtual chapters, each chapter can have completion conditions. If this
object exists in the Module then all navigation objects will use alternative path automatically.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

LIMITATION: If there will be more than one object of such type in the Module,
then only one of them will be used.

Note, that this object is "virtual", hidden, therefore you can see such placeholder in editor.

Object parameters

Add object to the Master-Slide. Open object's properties. Pressing "+" add as manu "chapters"
as you need.



Alternative Path

Chapter list + = # & F
N MName
1 Chapter 1
2 Chapter 2
| ok || cancel || epy || Hep

While adding chapter you can:

- X
Chapter number:
Chapter name: |Chapter i |
Chapter title slide: | | E]

Slide list: + = @ & &

Slide
SLIDE_1
SLIDE_5
SLIDE_6

Chapter objective: ||:ha|:|1 | E]

[ncomplete message: |F‘Iease visit all chapter slides before lea |

Completion conditions + = & & F

Op. Slide... = Obje.. ©Cbje... Obje...
AND VES no no no Succ...

| ok || Cancel

e Set chapter number and name.

e Select chapter's title slide (optional).



e Create chapter's slide list. Note, that the slides will be displayed exactly in the order in this
list.

e Select chapter's objective - it's completion status will be changed to "completed" when all
completion conditions will met.

e Change the message that will be displayed if the learner will try leave incomplete chapter.

e Set completion conditions.

- %]

Cperator:

Condition type:

) Objective completion
() Objective success
4| chapter slides
Slide list = = 4 & &

QK ] [ Cancel

Object methods

The state of the Object can be modified using methods.

Method name Execution Result

EXCLUDE CHAPTER |Selected chapter is excluded from alternative path.

5.3.10.26 Frame Navigator

Frame Navigator is a special object, which indicates amount of the visited Frames in particular
Slide relative to the overall amount of the Frames in the Slide.

Example of object appearance:



Object parameters

Frame Navigator

*Display [ Sound|

—[+]ilse default button set;
Beqgin - enabled: I:I | - OnClhck: I:I | - dizabled: I:I
Back - enabled: [ | oncicke [ ] cissbed ]
Fauze - enabled: I:I | - OnChek: I:I | - dizabled: I:I
Play - erabled: |:| | - OnClick: |:| | - disabled: |:|
MHext - enabled: I:I | - OnClhick: I:I | - dizabled: I:I
End - enabled: [ 1E) -onoiek [ () dsabled [ ]2
Background calar:
Background colaor: | Dark Grey L |
Imterbutton spacing: i

| ok || cance | e Help

By default, standard button set is used. In case you prefer to use different button, remove the
check mark “Use default button set”. Fields for specifying path to the pictures become active.
Use any graphic editor to create pictures.



Frame Mavigator

Events with sound: | Mouseaver and click v |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 i |

| ok || cance |

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.10.27 Timer

Timer is the special object, which can be used for different time counts. This object stores its
state in LMS automatically (if present).

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.
Example of object appearance:

Limit: 45 min. 00 sec,
Left: 45 min. 00 sec,

Object parameters



Parameters |

Autostart when module is loaded
Dizplay time limit

Display countdown from limit to zerno

Time limit: min. Elsec.

Timer text: Left: |
Limit texd: Lim: |
Time units: min. |sec. [sec.
Display order. [ Timer below the limi v|
Font: | Tahoma v/ | |
Fort size: px

Font style: | Normal v|

Timer font color: E]
Limit font color: E]

ok ) [coes |

Autostart... checkmark allows to start counting immediately on Module's loading. If there
already is some timer value that was stored in LMS:
e if stored value is less than limit, then countdown will be resumed from stored value;

o if stored value is greater or equal to limit, then object will fire "on Time Out" event and
stop countdown.

Check Display time limit to enable user to view the limit..
Display countdown from limit to zero toggles counting type.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon

on Timer Start | Timer starts counting
on Time Out | Time limit is reached

on Timer Tick | Every second while timer counts. Using this event with value property to launch actions on specific moment.

Object Specific Properties



Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
state 1 - timer is counting, O - timer is stopped. | SOBJ_ID.state
value Current timer value (integer in seconds) |SOBJ_ID.value

5.3.10.28 Comments object

Comments object enables to automatically display comments to the current Slide, that defined
by the author (or imported from PowerPoint). Object default parameters are optimized for
“Import" templates (intended for importing PowerPoint presentations), but this is not
limitation - object can be used on any other template.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:

Section 35 of the Mational Electricity Law (MEL) requires the Australian Energy Market
Commission GBEMC) to amend the Mational Electricity Rules (MER) governing econarmic
regulation of electricity transmission revenue and prices on or before 1 July 2006, or a
later date thatis prescribed under a Regulation made under the MEL.

The MCE made a regulation under the Hational Electricity Law that extends the time to
make Rules governing the regulation of electricity transmission revenue and prices to
1 January 2007, This extension to the deadline enabled the Commission to consider
the economic regulation oftransmission services in broadly two streams —

revenue and pricing.

Object parameters



Slide Comments

| Sound

|Use default comments tab

|
Window size horiz.: pe wert.: e

Default tab color: |Ye||u:uw hd |
Window background color: |#FFFFFF | E]

Tab tooltip: |Cu:umments |
Mo comments message: |N|:| comments |

Hide ohject on slides with no comments

ok [coes

In case the Use default comments tab is checked, then you can select default tab color, change
comments window size, specify mouse over tooltip messages and message, that appears when
no comments to slide is present. Note, that window background color will be used for all
comments, except for those imported from PowerPoint where background color is explicitly
specified in PowerPoint source.

If Use default comments tab marker is unchecked, then you can use custom images for
displaying tabs, change object’s border size, and color.

Checkmark Hide object on slides with no comments can be useful to attract learner attention.
If it is checked (default state), then object will appear only on slides where comments are
present.



Slide Comments

Use sound effects

Events with sound: | Mouseaver and click v |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 i |

ok [coes

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

5.3.10.29 Comments Tab

Comments Tab object enables to automatically display comments to the current Slide, that
defined by the author (or imported from PowerPoint). Object default parameters are optimized
for "Standard" templates, but this is not limitation - object can be used on any other template.

LIMITATION: This Object can be placed only ON THE MASTER-SLIDE.

Example of object appearance:



Section 35 ofthe Mational Electricity Law (MEL) requires the Australian
Energy Market Commission (AEMC) o amend the Mational Electricity Rules
(MERY governing economic regulation of electricity transmission revenue
and prices on or before 1 July 2006, or a later date that is prescribed under
a Regulation made under the MEL.

The MCE made a regulation under the Mational Electricity Law that extends
the time to make Rules governing the regulation of electricity transmission
revenue and prices to 1 Jangary 2007 . This extension to the deadline
enabled the Commission to consider the economic regulation of
transmission semvices in broadly twa streams — revenue and pricing.

Object parameters

]

Comments Tab

. Display ;| Sound
IUse default tab set
Default tab colar: COrange b
Window background color: HFFFFFF E]
Tab vertical offset: 26 | px
Enabled tab tooltip: Comments
Mo comments message: Mo comments
ok (oo ]

In case the Use default comments tab is checked, then you can select default tab color, specify
mouse over tooltip messages and message, that appears when no comments to slide is present.
Note, that window background color will be used for all comments, except for those imported
from PowerPoint where background color is explicitly specified in PowerPoint source.

If Use default comments tab marker is unchecked, then you can use custom images for
displaying tabs, change comments window size, change object’s border color.

If there is no comment to current slide, then No comments text will be displayed.



Slide Comments

Use sound effects

Events with sound: | Mouseaver and click v |
Maouseover sound: | Standard 1 bl |
Click sound: | Standard 1 i |

[ QK H Cancel ] Apph

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.



5.3.11 Agents

5.3.11.1 Agent

An “Agent” is an animated character with a set of basic Actions which can be launched using
this Object’s Methods.

IMPORTANT! This object is created using Adobe Flash technology so make sure to
turn on this feature which checks whether or not Flash Player has been installed

on the target machine before loading the learning Module.

Example of Object:

Object parameters
Agent rg'
Parameters |
Agent: Wise Guy w |
Dizplay mode: |T|E|nsparer|t layer hd |

B

[ oKk [ Cancel

You can specify an Agent’s appearance and display parameters (similar to Flash-movie display
settings, in fact, an Agent is a Flash-movie).

In case "Warn if security settings are too strict" checkbox is set and there is no possibility to
setup connection with Agent Flash-movie, warning message will appear.



"Use HTTPS in codebase attribute" is used to check Flash Player version using secure protocol
HTTPS. If you do not know if you need it or not - just left it set.

Object control

By default, Object is displayed in “idle” mode for an indefinite period of time. Object Methods
(functions embedded in the Object, which modify the state of the Agent) are used to control
the Agent.

Picture a situation when we have both a question and an Agent character presented in a Slide.
The Agent’s task is to applaud when the provided answer to the question is correct.

. | irst Slide 1=/

Test Course

First Slide

@ Meow is the cry of

Cat
Cow
Dog
Sheep

Ademets |

Here is the sequence of the necessary Actions:

1. Memorize character ID and open “Actions” screen for the “Question” Object.



= X
@+ >+ F
Event # | Object Action i
ondrop METHOD{Object="0BJ_15" Method="Peform Action’) CALL
ondragin EEEE\THW
ondragout DISPLAY
ondragover ELSE
beforedisplay EXTERNAL URL
afterdisplay FOR
On Digplay Question GOTO
i IF
On Change Choice IF SUUCCESS STATUS
Cin Attempt JAVASCRIPT
On Success METHOD
On Failure MOVE - START D
O Tine O MOVE - STOP
On Attempts Limit NAVIGATION
On Skip Question RETURN
On Guestion Answered — ROTATE - START
¥ ROTATE - STOP hl
< | = < | =
[ Ok, | [ Cancel ]

2. Select “On Success” in the “Event” panel.
3. Select “METHOD” in the “Action” panel.

4. Specify parameters for the selected Action — select character ID; in the “Select Method”
screen specify “ACTION” with the following parameters: “Applaud” and “Return upon
completion”. Confirm your choice. At this point, configuration of the relationship among the
Objects is completed.

Select Method X

=] ACTION T ok

=] RETURMN TO IDLE

=1 HIDE
=l TELEPORT




B METHOD

Object: OBJ_15 (-]

Method: PerformAction E]
Action: Applaud &
Retum to idle state: Atomatic w

In this example, the Event of the “Question” Object has been used for launching the Action.
However, any other Events or delayed Actions can be employed for the same purpose.

Object methods
The following Methods can be used when working with Agent Character:

e ACTION - forces the Agent to execute some of the Actions defined in the Object. It has 2 parameters: Action itself
(which needs to be executed) and an option for returning back to the idle state (the Agent can automatically return to
the idle state or remain in the current state awaiting the return command).

o IDLE - takes Agent back to the idle mode.
e TELEPORT - relocates Agent into a location, specified by coordinates, using effects.

Let us review the “ACTION” Method in greater details. AlImost all Actions embedded into the
Object have two execution phases: Action execution and return to idle state.

When you select automatic return into the idle mode, the above-mentioned Action phases will
be automatically executed one after another. When we select wait for signal to return to idle
mode, only the first phase - execution of the Action itself - is launched. The return to idle state
is postponed until you use the “IDLE” Method or launch any other Action (in that case, before
the new Action can be executed, the Object returns to the idle state automatically).

Things to consider, when working with Actions:

e  Actions: TaIk, Walk Ieft/right cannot automatically return to the idle mode. The Agent will continue talking and
walking until ordered to terminate the Action.



e Actions, such as Yawn, Head-nod in agreement, Head-shake in disagreement (so called
simple ACtiOhS, marked with *), will always return to the idle state upon completion.

Sequence of Actions

If the agent receives a command for a new Action while it is not in the idle mode ( meaning it is
in the process of completion of a previous Action) this command is stored in the agent’s
“commands queue” and new Action is postponed until the previous one finishes execution. The
“Command queue” of the “Agent” role is based on the FIFO (First In First Out) data handling
concept: i.e. each new incoming Action command is added to the end of the execution line.
Therefore, by employing the “Command queue” you can create any sequence of Actions for the
character.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Ready When Flash-movie is fully loaded and ready to accept commands

on Action End | When any action is ended
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
curState Current state (action) - one of action token (short names) | SOBJ_ID.curState
lastState Last state (action) - one of action token (short names) SOBJ_ID.lastState
queue Action queue (action tokens, comma-delimited) SOBJ_ID.queue
5.3.11.2 Talking Head

The Talking Head is an animated character with a set of basic Actions; these Actions can be
launched using Object’s Methods.

IMPORTANT! This object is created using Adobe Flash technology so make sure to
turn on this feature which checks whether or not Flash Player has been installed

on the target machine before loading the learning Module.

Example of Object:



Object parameters

Talking Head le
Parameters |
Head: | Grandfather w |
Display mode: |T|E|nsparent layer v |

]

| oK | [ Cancel ] Apph

The Talking Head is actually a Flash movie so its appearance and display parameters can be
manipulated in a similar manner.

In case "Warn if security settings are too strict" checkbox is set and there is no possibility to
setup connection with Agent Flash-movie, warning message will appear.

"Use HTTPS in codebase attribute" is used to check Flash Player version using secure protocol
HTTPS. If you do not know if you need it or not - just left it set.

Object control

By default, Object is displayed in “idle” mode for an indefinite period of time. Object Methods
(functions embedded in the Object, which modify the state of the Agent) are used to control
the Agent.

Picture the situation when we have both a question and a Talking Head character presented in
a Slide. The Talking Head's task is to be amazed when the provided response to the question is
incorrect.



W | jrst Slide

Test Course

First Slide
Meow is the cry of
R~
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Here is the sequence of the necessary Actions:

1. Memorize character ID and open “Actions” screen for the “Question” Object.

é 2B« » ¢ & F
Event | Object Action A
ondrop METHOD{Object="0BJ_17 Method="Pefom Action’) CALL
: CHECKHIT
ondragin DELAY
ondragout DISPLAY
ondragover ELSE
beforedisplay EXTERMAL URL
afterdisplay FOR
On Display Guestion GOTO
] IF
On Change Choice IF SUCCESS STATUS
On Attempt JAVASCRIPT
On Success METHOD
T s MOVE - START D
On Tine Ot MOVE - STO?
On Attempts Limit NAVIGATION
On Skip Question RETURN
On Question Answered — ROTATE - START
b ROTATE - STOF b
< I < I
[ ok | [ Cancel

2. Select “On Failure” in the “Event” panel.
3. Select “METHOD” in the “Action” panel.

4. Specify parameters for the selected Action — select character ID; in the “Select Method”
screen specify “ACTION” with the following parameters: “Amazement” and “Return upon
completion”. Confirm your choice. At this point, configuration of the relationship among the
Objects is completed.



Select Method

=1 ACTIONM
ZI RETURMN TO IDLE

2 Tasoe

I METHOD E'
Object: |DEJ_1? | E] _— -

Ok
Method: | PerformAction | E]
Action: |;’-‘-mazement v |

Retum to idle state: | Automatic I |

In the above example, the Event of the "Question" Object has been used for launching Action.
However, any other Events or delayed Actions can be employed for the same purpose.

Object methods

The following Methods can be used when working with Object:



e ACTION - forces the Agent to execute some of the Actions defined in the Object. It has 2 parameters: Action itself
(which needs to be executed) and an option for returning back to the idle state (the Agent can automatically return to
the idle state or remain in the current state awaiting the return command).

o IDLE - takes Agent back to the idle mode.

e TELEPORT - relocates Agent into a location, specified by coordinates, using effects.

Let us review the “ACTION” Method in greater details. AlImost all Actions embedded into the
Object have two execution phases: Action execution and return to idle state. When you select
automatic return into the idle mode, the above-mentioned Action phases will be automatically
executed one after another. When we select wait for signal to return to idle mode, only the first
phase - execution of the Action itself - is launched. The return to idle state is postponed until
you use the “IDLE” Method or launch any other Action (in that case, before the new Action can
be executed, the Object returns to the idle state automatically).

Sequence of Actions

If the agent receives a command for a new Action while it is not in the idle mode ( meaning it is
in the process of completion of a previous Action) this command is stored in the agent’s
“commands queue” and new Action is postponed until the previous one finishes execution. The
“Command queue” of the “Agent” role is based on the FIFO (First In First Out) data handling
concept: i.e. each new incoming Action command is added to the end of the execution line.
Therefore, by employing the “Command queue” you can create any sequence of Actions for the
character.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon
on Ready When Flash-movie is fully loaded and ready to accept commands

on Action End | When any action is ended
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
curState Current state (action) - one of action token (short names) | SOBJ_ID.curState
lastState Last state (action) - one of action token (short names) SOBJ_ID.lastState
queue Action queue (action tokens, comma-delimited) $OBJ_ID.queue

5.3.11.3 Agent, type 2



An “Agent” is an animated character with a set of basic Actions which can be launched using
this Object’s Methods.

IMPORTANT! This object is created using Adobe Flash technology so make sure to
turn on this feature which checks whether or not Flash Player has been installed

on the target machine before loading the learning Module.

Example of Object:

OH &2 & 2

- i

Malcolm Betty David James Johnny Mary

Object parameters

Animated agent (type 2, 6 characters)

Character: | Malcalm w |

Display mode: | Transparent layer w |

B

[ oK H Cancel ]

You can specify an Agent’s appearance and display parameters (similar to Flash-movie display
settings, in fact, an Agent is a Flash-movie).

In case "Warn if security settings are too strict" checkbox is set and there is no possibility to
setup connection with Agent Flash-movie, warning message will appear.

Object control



By default, Object is displayed in “idle” mode for an indefinite period of time. Object Methods
(functions embedded in the Object, which modify the state of the Agent) are used to control

the Agent.

Picture a situation when we have both a question and an Agent character presented in a Slide.

The Agent’s task is to applaud when the provided answer to the question is correct.

W | irst Slide
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Here is the sequence of the necessary Actions:

1. Memorize character ID and open “Actions” screen for the “Question” Object.

-
$ 2R+ ¢ & F

Event | Object
ondrop METHOD{Object="0BJ_15 Method="Peform Action’)
ondragin
ondragout
ondragover
beforedisplay
afterdisplay
On Display Question
On Change Choice
On Attempt
On Success
On Failure
On Time Out
On Attempts Limit
On Skip Question

On Question Answered —
"

| #

I b

Action

CALL

CHECKHIT
DELAY

DISPLAY

ELSE
EXTERMAL URL
FOR

GOTOD

IF

IF SUCCESS STATUS
JAVASCRIPT
METHOD
MOWVE - START
MOWE - STOFP
MSGEBOX
MAVIGATION
RETURM
ROTATE - START
ROTATE - STOP
% |

]

>

|3

Ok, | [ Cancel

2. Select “On Success” in the “Event” panel.




3. Select “METHOD” in the “Action” panel.

4. Specify parameters for the selected Action — select character ID; in the “Select Method”
screen specify “ACTION” with the following parameters: “Applaud” and “Return upon
completion”. Confirm your choice. At this point, configuration of the relationship among the
Objects is completed.

Select Method

=] RETURM TO IDLE
=l HIDE
=] TELEPORT

B METHOD E'
Ohject: |DEJ_15 | E] _ -

Ok
Method: | PerformAction | E]
Action: | Applaud v|

Retum to idle state: | Automatic hd |

In the above example, the Event of the "Question" Object has been used for launching Action.
However, any other Events or delayed Actions can be employed for the same purpose.



Object methods
The following Methods can be used when working with Agent Character:

e ACTION - forces the Agent to execute some of the Actions defined in the Object. It has 2 parameters: Action itself
(which needs to be executed) and an option for returning back to the idle state (the Agent can automatically return to
the idle state or remain in the current state awaiting the return command).

e IDLE - takes Agent back to the idle mode.

e TELEPORT - relocates Agent into a location, specified by coordinates, using effects.

Let us review the “ACTION” Method in greater details. AlImost all Actions embedded into the
Object have two execution phases: Action execution and return to idle state.

When you select automatic return into the idle mode, the above-mentioned Action phases will
be automatically executed one after another. When we select wait for signal to return to idle
mode, only the first phase - execution of the Action itself - is launched. The return to idle state
is postponed until you use the “IDLE” Method or launch any other Action (in that case, before
the new Action can be executed, the Object returns to the idle state automatically).

Things to consider, when working with Actions:

e  Actions: TaIk, Walk Ieft/right cannot automatically return to the idle mode. The Agent will continue talking and
walking until ordered to terminate the Action.

e Actions, such as Yawn, Head-nod in agreement, Head-shake in disagreement (so called
simple Actions, marked with *), will always return to the idle state upon completion.

Sequence of Actions

If the agent receives a command for a new Action while it is not in the idle mode ( meaning it is
in the process of completion of a previous Action) this command is stored in the agent’s
“commands queue” and new Action is postponed until the previous one finishes execution. The
“Command queue” of the “Agent” role is based on the FIFO (First In First Out) data handling
concept: i.e. each new incoming Action command is added to the end of the execution line.
Therefore, by employing the “Command queue” you can create any sequence of Actions for the
character.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon
on Ready When Flash-movie is fully loaded and ready to accept commands

on Action End | When any action is ended

Object Specific Properties



Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
curState Current state (action) - one of action token (short names) | SOBJ_ID.curState
lastState Last state (action) - one of action token (short names) S OBJ_ID.lastState
queue Action queue (action tokens, comma-delimited) S OBJ_ID.queue

5.3.11.4 Talking Head, type 2

The Talking Head is an animated character with a set of basic Actions; these Actions can be
launched using Object’s Methods.

IMPORTANT! This object is created using Adobe Flash technology so make sure to
turn on this feature which checks whether or not Flash Player has been installed
on the target machine before loading the learning Module.

=
1.“! TE

Malcolm David James Johnny Mary

Example of Object:

W

Object parameters

Talking Head (type 2, 6 characters)

Character: | James w |

Display mode: | Transparent layer b |

B

| ok || cancel || epy || Heb

The Talking Head is actually a Flash movie so its appearance and display parameters can be
manipulated in a similar manner.



In case "Warn if security settings are too strict" checkbox is set and there is no possibility to
setup connection with Agent Flash-movie, warning message will appear.

"Use HTTPS in codebase attribute" is used to check Flash Player version using secure protocol
HTTPS. If you do not know if you need it or not - just left it set.

Object control

By default, Object is displayed in “idle” mode for an indefinite period of time. Object Methods
(functions embedded in the Object, which modify the state of the Agent) are used to control
the Agent.

Picture the situation when we have both a question and a Talking Head character presented in
a Slide. The Talking Head’s task is to be amazed when the provided response to the question is
incorrect.

. | irst Slide

Test Course

First Slide

Meow is the cry of

Cat
Cow
Dog
Sheep

Here is the sequence of the necessary Actions:

1. Memorize character ID and open “Actions” screen for the “Question” Object.



EN Y
Event # | Object Action ™
ondrop METHOD{Object="0BJ_17 Method="PeformAction’) CALL
. CHECKHIT
d
u:undlagln DELAY
ondragout DISPLAY
ondragover ELSE
beforedisplay EXTERMAL URL
afterdisplay FOR
On Digplay Question GOTO
] IF
On Change Choice IF SUCCESS STATUS
On Attempt JAVASCRIPT
On Success METHOD
T T MOVE - START B
MOVE - STOFP
On Time Out N MSGEOX
On Attempts Limit NAVIGATION
On Skip Question RETURN
On Question Answered — ROTATE - START
» ROTATE - STOFP b
< | 3 < | >
[ ok | [ Cancel ]

2. Select “On Failure” in the “Event” panel.
3. Select “METHOD” in the “Action” panel.

4. Specify parameters for the selected Action — select character ID; in the “Select Method”
screen specify “ACTION” with the following parameters: “Amazement” and “Return upon
completion”. Confirm your choice. At this point, configuration of the relationship among the
Objects is completed.

Select Method X

=] ACTION T ok

=] RETURMN TO IDLE

> Tasoe




B METHOD

Object: 0BJ_17 ]

Method: PerformAction E]
Action: Amazemert w
Retum to idle state: Atomatic w

In the above example, the Event of the "Question" Object has been used for launching Action.
However, any other Events or delayed Actions can be employed for the same purpose.

Object methods
The following Methods can be used when working with Object:

e ACTION - forces the Agent to execute some of the Actions defined in the Object. It has 2 parameters: Action itself
(which needs to be executed) and an option for returning back to the idle state (the Agent can automatically return to
the idle state or remain in the current state awaiting the return command).

e IDLE - takes Agent back to the idle mode.
e TELEPORT - relocates Agent into a location, specified by coordinates, using effects.

Let us review the “ACTION” Method in greater details. AlImost all Actions embedded into the
Object have two execution phases: Action execution and return to idle state. When you select
automatic return into the idle mode, the above-mentioned Action phases will be automatically
executed one after another. When we select wait for signal to return to idle mode, only the first
phase - execution of the Action itself - is launched. The return to idle state is postponed until
you use the “IDLE” Method or launch any other Action (in that case, before the new Action can
be executed, the Object returns to the idle state automatically).

Sequence of Actions

If the agent receives a command for a new Action while it is not in the idle mode ( meaning it is
in the process of completion of a previous Action) this command is stored in the agent’s
“commands queue” and new Action is postponed until the previous one finishes execution. The
“Command queue” of the “Agent” role is based on the FIFO (First In First Out) data handling



concept: i.e. each new incoming Action command is added to the end of the execution line.
Therefore, by employing the “Command queue” you can create any sequence of Actions for the
character.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Ready When Flash-movie is fully loaded and ready to accept commands

on Action End | When any action is ended
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
curState Current state (action) - one of action token (short names) | SOBJ_ID.curState
lastState Last state (action) - one of action token (short names) $ OBJ_ID.lastState
queue Action queue (action tokens, comma-delimited) S OBJ_ID .queue

5.3.11.5 Agent (different psychotypes)

An “Agent” is an animated character with a set of basic Actions which can be launched using
this Object’s Methods.

IMPORTANT! This object is created using Adobe Flash technology so make sure to
turn on this feature which checks whether or not Flash Player has been installed

on the target machine before loading the learning Module.

Example of Object:



A

Cholerics Melancholics Phlegmatics Sanguines

Object parameters

Animated Agent (different psycho types)

Character: Melancholic female w
Display mode: Transparent layer “
[ oK l [ Cancel ] [ Apply ] [ Help ]

You can specify an Agent’s appearance and display parameters (similar to Flash-movie display
settings, in fact, an Agent is a Flash-movie).

In case "Warn if security settings are too strict" checkbox is set and there is no possibility to
setup connection with Agent Flash-movie, warning message will appear.

"Use HTTPS in codebase attribute" is used to check Flash Player version using secure protocol
HTTPS. If you do not know if you need it or not - just left it set.

Object control
By default, Object is displayed in “idle” mode for an indefinite period of time. Object Methods
(functions embedded in the Object, which modify the state of the Agent) are used to control

the Agent.

Picture a situation when we have both a question and an Agent character presented in a Slide.
The Agent’s task is to applaud when the provided answer to the question is correct.



W | jrst Slide

Test Course

First Slide

Meow is the cry of

Cat
Cow
Dog
Sheep

~ovee: !

Here is the sequence of the necessary Actions:

1. Memorize character ID and open “Actions” screen for the “Question” Object.

m X
d 2B« » + & F
Event | Object Action ~
ondrop METHOD{Object="0BJ_15" Method="Pefom Action’) CALL
. CHECKHIT
ondragin DELAY
ondragout DISPLAY
ondragover ELSE
beforedisplay EXTERNAL URL
afterdisplay FOR
On Display Guestion GOTO
] IF
On Change Choice IF SUUCCESS STATUS
On Attempt JAVASCRIPT
On Success METHOD
On Failure MOVE - START D
On Tine Ot MOVE - STO?
On Attempts Limit NAVIGATION
On Skip Question RETURN
On Question Answered — ROTATE - START
bl ROTATE - STOP v
< | & < | =
[ oK | [ Cancel ]

2. Select “On Success” in the “Event” panel.
3. Select “METHOD” in the “Action” panel.

4. Specify parameters for the selected Action — select character ID; in the “Select Method”
screen specify “ACTION” with the following parameters: “Applaud” and “Return upon
completion”. Confirm your choice. At this point, configuration of the relationship among the
Objects is completed.



Select Method

=] ACTION
=] RETURN TO IDLE
3 sHow
=] HIDE

=] TELEPORT

I METHOD E'
Object: |DE-.|_'|5 | E] _— -

Ok
Method: | PerformAction | E]
Action: | Applaud v|

Retum to idle state: | Automatic I |

In this example, the Event of the “Question” Object has been used for launching the Action.
However, any other Events or delayed Actions can be employed for the same purpose.

Object methods

The following Methods can be used when working with Agent Character:



e ACTION - forces the Agent to execute some of the Actions defined in the Object. It has 2 parameters: Action itself
(which needs to be executed) and an option for returning back to the idle state (the Agent can automatically return to
the idle state or remain in the current state awaiting the return command).

o IDLE - takes Agent back to the idle mode.

e TELEPORT - relocates Agent into a location, specified by coordinates, using effects.

Let us review the “ACTION” Method in greater details. Almost all Actions embedded into the
Object have two execution phases: Action execution and return to idle state.

When you select automatic return into the idle mode, the above-mentioned Action phases will
be automatically executed one after another. When we select wait for signal to return to idle
mode, only the first phase - execution of the Action itself - is launched. The return to idle state
is postponed until you use the “IDLE” Method or launch any other Action (in that case, before
the new Action can be executed, the Object returns to the idle state automatically).

Things to consider, when working with Actions:

e  Actions: TaIk, Walk Ieft/right cannot automatically return to the idle mode. The Agent will continue talking and
walking until ordered to terminate the Action.

e Actions, such as Yawn, Head-nod in agreement, Head-shake in disagreement (so called
simple Actions, marked with *), will always return to the idle state upon completion.

Sequence of Actions

If the agent receives a command for a new Action while it is not in the idle mode ( meaning it is
in the process of completion of a previous Action) this command is stored in the agent’s
“commands queue” and new Action is postponed until the previous one finishes execution. The
“Command queue” of the “Agent” role is based on the FIFO (First In First Out) data handling
concept: i.e. each new incoming Action command is added to the end of the execution line.
Therefore, by employing the “Command queue” you can create any sequence of Actions for the
character.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon

on Ready When Flash-movie is fully loaded and ready to accept commands

on Action End | When any action is ended
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):



Property Returns Syntax

curState Current state (action) - one of action token (short names) | SOBJ_ID.curState
lastState Last state (action) - one of action token (short names) SOBJ_ID.lastState
queue Action queue (action tokens, comma-delimited) SOBJ_ID.queue

5.3.11.6 Talking Head (different psychotypes)

The Talking Head is an animated character with a set of basic Actions; these Actions can be
launched using Object’s Methods.

IMPORTANT! This object is created using Adobe Flash technology so make sure to
turn on this feature which checks whether or not Flash Player has been installed

on the target machine before loading the learning Module.

Example of Object:

Cholerics Melancholics Phlegmatics

Object parameters

Talking Head (different psycho types)

Character: Melanchalic female hd

Display mods: Transparent layer v

[ oK l[ Cancel ]

The Talking Head is actually a Flash movie so its appearance and display parameters can be
manipulated in a similar manner.

In case "Warn if security settings are too strict" checkbox is set and there is no possibility to
setup connection with Agent Flash-movie, warning message will appear.



"Use HTTPS in codebase attribute" is used to check Flash Player version using secure protocol
HTTPS. If you do not know if you need it or not - just left it set.

Object control

By default, Object is displayed in “idle” mode for an indefinite period of time. Object Methods
(functions embedded in the Object, which modify the state of the Agent) are used to control
the Agent.

Picture the situation when we have both a question and a Talking Head character presented in
a Slide. The Talking Head'’s task is to be amazed when the provided response to the question is
incorrect.

. | iest Slide 1=/

Test Course

First Slide
Meow is the cry of

Cat
Cow
Dog
Sheep

Ademets |

: £

Here is the sequence of the necessary Actions:

1. Memorize character ID and open “Actions” screen for the “Question” Object.



EN Y
Event # | Object Action ™
ondrop METHOD{Object="0BJ_17 Method="PeformAction’) CALL
. CHECKHIT
d
u:undlagln DELAY
ondragout DISPLAY
ondragover ELSE
beforedisplay EXTERMAL URL
afterdisplay FOR
On Digplay Question GOTO
] IF
On Change Choice IF SUCCESS STATUS
On Attempt JAVASCRIPT
On Success METHOD
T T MOVE - START B
MOVE - STOFP
On Time Out N MSGEOX
On Attempts Limit NAVIGATION
On Skip Question RETURN
On Question Answered — ROTATE - START
» ROTATE - STOFP b
< | 3 < | >
[ ok | [ Cancel ]

2. Select “On Failure” in the “Event” panel.
3. Select “METHOD” in the “Action” panel.

4. Specify parameters for the selected Action — select character ID; in the “Select Method”
screen specify “ACTION” with the following parameters: “Amazement” and “Return upon
completion”. Confirm your choice. At this point, configuration of the relationship among the
Objects is completed.

Select Method X

=] ACTION T ok

=] RETURMN TO IDLE

> Tasoe




B METHOD

Object: 0BJ_17 ]

Method: PerformAction E]
Action: Amazemert w
Retum to idle state: Atomatic w

In the above example, the Event of the "Question" Object has been used for launching Action.
However, any other Events or delayed Actions can be employed for the same purpose.

Object methods
The following Methods can be used when working with Object:

e ACTION - forces the Agent to execute some of the Actions defined in the Object. It has 2 parameters: Action itself
(which needs to be executed) and an option for returning back to the idle state (the Agent can automatically return to
the idle state or remain in the current state awaiting the return command).

o IDLE - takes Agent back to the idle mode.
e TELEPORT - relocates Agent into a location, specified by coordinates, using effects.

Let us review the “ACTION” Method in greater details. AlImost all Actions embedded into the
Object have two execution phases: Action execution and return to idle state. When you select
automatic return into the idle mode, the above-mentioned Action phases will be automatically
executed one after another. When we select wait for signal to return to idle mode, only the first
phase - execution of the Action itself - is launched. The return to idle state is postponed until
you use the “IDLE” Method or launch any other Action (in that case, before the new Action can
be executed, the Object returns to the idle state automatically).

Sequence of Actions

If the agent receives a command for a new Action while it is not in the idle mode ( meaning it is
in the process of completion of a previous Action) this command is stored in the agent’s
“commands queue” and new Action is postponed until the previous one finishes execution. The
“Command queue” of the “Agent” role is based on the FIFO (First In First Out) data handling



concept: i.e. each new incoming Action command is added to the end of the execution line.
Therefore, by employing the “Command queue” you can create any sequence of Actions for the
character.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Ready When Flash-movie is fully loaded and ready to accept commands

on Action End | When any action is ended
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
curState Current state (action) - one of action token (short names) | SOBJ_ID.curState
lastState Last state (action) - one of action token (short names) SOBJ_ID.lastState
queue Action queue (action tokens, comma-delimited) SOBJ_ID.queue
5.3.11.7 Arabian

An “Agent” is an animated character with a set of basic Actions which can be launched using
this Object’s Methods.

IMPORTANT! This object is created using Adobe Flash technology so make sure to
turn on this feature which checks whether or not Flash Player has been installed

on the target machine before loading the learning Module.

Example of Object:



S

Object parameters

[ Arabian @
Farameters

Character: [ Man d ]
Dizplay mode: [Tmns.parent layer - ]
HFFFFFF

[]Wam f Flash Player security settings are too strict

IUse HTTPS in codebase attribute

| ok || cancel || foph Help

You can specify an Agent’s appearance and display parameters (similar to Flash-movie display
settings, in fact, an Agent is a Flash-movie).

In case "Warn if security settings are too strict" checkbox is set and there is no possibility to
setup connection with Agent Flash-movie, warning message will appear.

"Use HTTPS in codebase attribute" is used to check Flash Player version using secure protocol
HTTPS. If you do not know if you need it or not - just left it set.

Object control
By default, Object is displayed in “idle” mode for an indefinite period of time. Object Methods
(functions embedded in the Object, which modify the state of the Agent) are used to control

the Agent. See detailed description of object control in "Agent" document.

Object methods


file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Objects/agent_001.html

The following Methods can be used when working with Agent Character:

e ACTION - forces the Agent to execute some of the Actions defined in the Object. It has 2 parameters: Action itself
(which needs to be executed) and an option for returning back to the idle state (the Agent can automatically return to
the idle state or remain in the current state awaiting the return command).

e  IDLE - takes Agent back to the idle mode.

e TELEPORT - relocates Agent into a location, specified by coordinates, using effects.

Let us review the “ACTION” Method in greater details. Almost all Actions embedded into the
Object have two execution phases: Action execution and return to idle state.

When you select automatic return into the idle mode, the above-mentioned Action phases will
be automatically executed one after another. When we select wait for signal to return to idle
mode, only the first phase - execution of the Action itself - is launched. The return to idle state
is postponed until you use the “IDLE” Method or launch any other Action (in that case, before
the new Action can be executed, the Object returns to the idle state automatically).

Sequence of Actions

If the agent receives a command for a new Action while it is not in the idle mode ( meaning it is
in the process of completion of a previous Action) this command is stored in the agent’s
“commands queue” and new Action is postponed until the previous one finishes execution. The
“Command queue” of the “Agent” role is based on the FIFO (First In First Out) data handling
concept: i.e. each new incoming Action command is added to the end of the execution line.
Therefore, by employing the “Command queue” you can create any sequence of Actions for the
character.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon
on Ready When Flash-movie is fully loaded and ready to accept commands

on Action End | When any action is ended
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
curState Current state (action) - one of action token (short names) | $ OBJ_ID .curState
lastState Last state (action) - one of action token (short names) $ OBJ_ID .lastState

queue Action queue (action tokens, comma-delimited) SOBJ_ID.queue



5.3.11.8 Animals

An “Agent” is an animated character with a set of basic Actions which can be launched using
this Object’s Methods.

IMPORTANT! This object is created using Adobe Flash technology so make sure to
turn on this feature which checks whether or not Flash Player has been installed

on the target machine before loading the learning Module.

Example of Object:

Object parameters

You can specify an Agent’s appearance and display parameters (similar to Flash-movie display
settings, in fact, an Agent is a Flash-movie).

In case "Warn if security settings are too strict" checkbox is set and there is no possibility to
setup connection with Agent Flash-movie, warning message will appear.

"Use HTTPS in codebase attribute" is used to check Flash Player version using secure protocol
HTTPS. If you do not know if you need it or not - just left it set.

Object control

By default, Object is displayed in “idle” mode for an indefinite period of time. Object Methods
(functions embedded in the Object, which modify the state of the Agent) are used to control
the Agent. See detailed description of object control in "Agent" document.

Object methods
The following Methods can be used when working with Agent Character:

e ACTION - forces the Agent to execute some of the Actions defined in the Object. It has 2 parameters: Action itself
(which needs to be executed) and an option for returning back to the idle state (the Agent can automatically return to
the idle state or remain in the current state awaiting the return command).

e  IDLE - takes Agent back to the idle mode.

e TELEPORT - relocates Agent into a location, specified by coordinates, using effects.

Let us review the “ACTION” Method in greater details. Almost all Actions embedded into the
Object have two execution phases: Action execution and return to idle state.

When you select automatic return into the idle mode, the above-mentioned Action phases will
be automatically executed one after another. When we select wait for signal to return to idle
mode, only the first phase - execution of the Action itself - is launched. The return to idle state


file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Objects/agent_001.html

is postponed until you use the “IDLE” Method or launch any other Action (in that case, before
the new Action can be executed, the Object returns to the idle state automatically).

Sequence of Actions

If the agent receives a command for a new Action while it is not in the idle mode ( meaning it is
in the process of completion of a previous Action) this command is stored in the agent’s
“commands queue” and new Action is postponed until the previous one finishes execution. The
“Command queue” of the “Agent” role is based on the FIFO (First In First Out) data handling
concept: i.e. each new incoming Action command is added to the end of the execution line.
Therefore, by employing the “Command queue” you can create any sequence of Actions for the
character.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Ready When Flash-movie is fully loaded and ready to accept commands

on Action End | When any action is ended
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
curState Current state (action) - one of action token (short names) | SOBJ_ID.curState
lastState Last state (action) - one of action token (short names) SOBJ_ID.lastState
queue Action queue (action tokens, comma-delimited) SOBJ_ID.queue
5.3.11.9 Hare

An “Agent” is an animated character with a set of basic Actions which can be launched using
this Object’s Methods.

IMPORTANT! This object is created using Adobe Flash technology so make sure to
turn on this feature which checks whether or not Flash Player has been installed
on the target machine before loading the learning Module.

Object parameters



In case "Warn if security settings are too strict" checkbox is set and there is no possibility to
setup connection with Agent Flash-movie, warning message will appear.

"Use HTTPS in codebase attribute" is used to check Flash Player version using secure protocol
HTTPS. If you do not know if you need it or not - just left it set.

Object control

By default, Object is displayed in “idle” mode for an indefinite period of time. Object Methods
(functions embedded in the Object, which modify the state of the Agent) are used to control
the Agent. See detailed description of object control in "Agent" document.

Object methods
The following Methods can be used when working with Agent Character:

e ACTION - forces the Agent to execute some of the Actions defined in the Object. It has 2 parameters: Action itself
(which needs to be executed) and an option for returning back to the idle state (the Agent can automatically return to
the idle state or remain in the current state awaiting the return command).

e IDLE - takes Agent back to the idle mode.
e TELEPORT - relocates Agent into a location, specified by coordinates, using effects.

Let us review the “ACTION” Method in greater details. AlImost all Actions embedded into the
Object have two execution phases: Action execution and return to idle state.

When you select automatic return into the idle mode, the above-mentioned Action phases will
be automatically executed one after another. When we select wait for signal to return to idle
mode, only the first phase - execution of the Action itself - is launched. The return to idle state
is postponed until you use the “IDLE” Method or launch any other Action (in that case, before
the new Action can be executed, the Object returns to the idle state automatically).

Sequence of Actions

If the agent receives a command for a new Action while it is not in the idle mode ( meaning it is
in the process of completion of a previous Action) this command is stored in the agent’s
“commands queue” and new Action is postponed until the previous one finishes execution. The
“Command queue” of the “Agent” role is based on the FIFO (First In First Out) data handling
concept: i.e. each new incoming Action command is added to the end of the execution line.
Therefore, by employing the “Command queue” you can create any sequence of Actions for the
character.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.
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Event Triggered Upon
on Ready When Flash-movie is fully loaded and ready to accept commands

on Action End | When any action is ended
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

Property Returns Syntax
curState Current state (action) - one of action token (short names) | SOBJ_ID.curState
lastState Last state (action) - one of action token (short names) SOBJ_ID.lastState

queue Action queue (action tokens, comma-delimited) SOBJ_ID.queue



5.3.12 Lists

5.3.12.1 Bulleted List

Bulleted List object is used for creating sequentially appearing list of statements. It contains the
list of items with built-in display manipulation mechanisms.

IMPORTANT! Since this object contains built-in display mechanisms, the actual
duration might not be in accordance with the duration specified in the Time
panel for the Frame.

Example of object appearance:

W Item text goes here

W  Item text goes here

Object parameters

Bullet List X

Parameters |I:)i5|:|Ia“'_.r Effects | Sound

List items: + = 4 & &

Description

ftem text goes here
{ftem tesd goes here

Button "Mest” top margin: E| b

Divider style: | Dotted v|
Divider color: (-]

Divider width: P

Digplay top and bottom divider lines

oKk || Cancel || ey || Hep




Fill in the statements list. You can select bullet type and other appearance parameters for each
list item. Set button top margin (if you plan to use it) and divider lines between list items.

Depending on selected display mode parameters list on "Display" tab will be different. Default
mode is On user click (this mode include text link, form and image buttons - all controls that
activated with mouse click). Define button or link parameters.

Bullet List E3
Parameters || Display ;| Effects | Sound
Display mode: | Delayed auto w |

ttem display delay: 520,

| ok || cancel || ey || Heb |

In Delayed auto mode the only available parameter is Item display delay (in seconds).



Bullet List

X

Display mode: |On extenal call w |

Dizplay first tem from the start

| ok || cance || ppty || Hep |

Third mode - On external call - means that no list controls will be displayed and items will

appear only when object's method NEXT ITEM will be used. The only parameter here is Display
first item automatically.

Select “Effects” tab.



X

Bullet List

Farameters || Display |

|se transitions

Transition: |‘.".|'i|:|e right "

Duration: SEC.

| ok || cance || ppty || Hep |

In case “Use Transitions” check box is marked on "Effects" tab, you can choose any of the
standard transition effects. Positive numbers (greater than 0) are used to set Time of the
transition in seconds.

LIMITATIONS: Due to lack of transition support in some browsers, transition
effects might be substituted to closest available in browsers other than Internet
Explorer.



Bullet List

X

lze sound effects
ttem display sound: | Standard 1 w |
| |
| ok || cance || ppty || Hep |

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon

on Item Displayed | At the moment when Item begins to display

Object Methods

The state of the Object can be modified using methods.



Method name Execution Result

DISPLAY NEXT ITEM | Start displaying of next item in queue.

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax

lastitem Returns number of last displayed item (starting from 1). | SOBJ_ID.lastltem
nextltem Returns number of next displayed item (if exists). SOBJ_ID.nextltem
totalltems | Returns total number of items. SOBJ_ID.totalltems
5.3.12.2 Simple List

Simple List object is used for creating sequentially appearing list of statements. It contains the
list of items with built-in display manipulation mechanisms.

IMPORTANT! Since this object contains built-in display mechanisms, the actual
duration might not be in accordance with the duration specified in the Time

panel for the Frame.

Example of object appearance:

[tern text goes here
[termn text goes here

et

Object parameters



Simple List [z

ftem list: + = 4 &

Description
ltem description goes here
ttem description goes here

Space between items: EI i

[ QK l [ Cancel ] Apph

Fill in the statements list. You can select item appearance parameters for each list item.

Depending on selected display mode parameters list on this tab will be different. Default mode
is On user click (this mode include text link, form and image buttons - all controls that activated
with mouse click). Define button or link parameters.



Simple List

Farameters DISF?'H'.-’| Effects || Snund|

Display mode: | Delayed auto 4 |

ltem display delay: SEC.

| ok || cance || ppty || Hep |

In Delayed auto mode the only available parameter is Item display delay (in seconds).



X

Simple List

Display mode: |On extenal call w |

Dizplay first tem from the start

| ok || cance || ppty || Hep |

Third mode - On external call - means that no list controls will be displayed and items will
appear only when object's method NEXT ITEM will be used. The only parameter here is Display
first item automatically.

In case “Use Transitions” check box is marked on "Effects" tab, you can choose any of the
standard transition effects. Positive numbers (greater than 0) are used to set Time of the
transition in seconds.



Simple List

X

|se transitions

Transition: |‘.".|'i|:|e right "

Duration: SEC.

| ok || cance || ppty || Hep |

LIMITATIONS: Due to lack of transition support in some browsers, transition
effects might be substituted to closest available in browsers other than Internet
Explorer.



X

Simple List

lze sound effects
Dizplay tem sound: | Standard 1 w |
| |
| ok || cance || ppty || Hep |

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon

on Item Displayed | At the moment when Item begins to display

Object Methods

The state of the Object can be modified using methods.



Method name Execution Result

DISPLAY NEXT ITEM | Start displaying of next item in queue.
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax

lastitem Returns number of last displayed item (starting from 1). | SOBJ_ID.lastltem
nextltem Returns number of next displayed item (if exists). SOBJ_ID.nextltem
totalltems | Returns total number of items. SOBJ_ID.totalltems
5.3.12.3 Standard List

Standard List object is used for creating sequentially appearing list of statements. Object
consists of Standard list items. It contains the list of items with built-in display manipulation
mechanisms.

IMPORTANT! Since this object contains built-in display mechanisms, the actual

duration might not be in accordance with the duration specified in the Time

panel for the Frame.

Example of object appearance:

v Firstitem text

v Second itemn text

v Third itern text

Mext

Object parameters



X

Standard List

ltems border colaor: | Lightblue v |

ftems mar: |Che:::kmark w |

ttem list: + = 4 & &

Description

First item test
Second item texdt
Third item temt

Imner margin: P
Space between tems: pix.

| ok || cancel || poly || Hep |

Select border color for the list items with respect to the overall design. Select items mark for
the list Item. Input text for the list items. Specify value for text margin and space between
items. Text margin defines the space between border of the window and text block.



X

Standard List

| Parameters | Display :| Effects | Sound |
O Bdemal call Display first item

(%) Delayed auto IITISEC.

O Text link click | | [TE
{7 Button click

") Button image: | |

(¥} Standard button:
Buttondink align: | Right LT |

Button texd: | Mexd ftem |

Border style: | Solid v||2 |
Barder color: (-]
Background color: (-] "

Font style: | Momal v |
Fort colar: E]
Tead align: |Center LT |

| ok || cancel || poly || Hep |

Object enables displaying the list of items either consecutively, in automatic mode with user
defined time delays or by accepting user input in a form of pressed button or clicked text link.
On external call mode means that no list controls will be displayed and items will appear only
when object's method NEXT ITEM will be used. The only parameter here is Display first item
automatically.



Standard List

X

|se transitions

Transition: |‘.".|'i|:|e right w

Duration: seC.

| ok || cancel || poly || Hep |

In case “Use Transitions” check box is marked, you can choose any of the standard transition
effects. Positive numbers (greater than 0) are used to set Time of the transition in seconds.

LIMITATIONS: Due to lack of transition support in some browsers, transition
effects might be substituted to closest available in browsers other than Internet
Explorer.



X

Standard List

Use sound effects
Digplay tem sound: | Standard 1 L |
| |
| ok || cancel || poly || Hep |

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events
Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up

intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon

on Item Displayed | At the moment when Item begins to display

Object Methods

The state of the Object can be modified using methods.



Method name Execution Result

DISPLAY NEXT ITEM | Start displaying of next item in queue.

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax

lastitem Returns number of last displayed item (starting from 1). | SOBJ_ID.lastltem
nextltem Returns number of next displayed item (if exists). SOBJ_ID.nextltem
totalltems | Returns total number of items. SOBJ_ID.totalltems

5.3.12.4 Standard Block-List

Standard Block-List object is used for creating lists of semantically related block statements,
which will be displayed simultaneously.

Example of object appearance:

v First ltem text
1/ Second ltemn text
v Third Item text

Object parameters

Standard Block-List rz

Parameters |

Border colar: | Lightblue w |

ftem mari: |Cheu:kmark b |

ftems text: + = 4 ¥

ltem text

First ttem tesd
Second ftem texdt
Third kem text

Inner margin: pixels

[ oKk | [ Cancel ] [ Aophy ] [ Help




Select border color for the list items with respect to the overall design. Select items mark for
the list Item. Input text for the list items. Specify value for text margin. Text margin defines the
space between border of the window and text block.

5.3.12.5 Standard List Item

Standard List Item object is used for creating Lists, which contain clearly highlighted
statements.

Example of object appearance:

v Firstitemn text

Object parameters

Standard List [tem

Parameters
Border colaor: Lightblue w
tem mark: Checkmark w
ftem text:
Immer margin: 5 |poeels
| OK i [ Cancel ] [ Apphy ] [ Help ]

Select border color of item with respect to the overall design. Select marker type for the list
Item. Input text for the list item. Specify value for text margin. Text margin defines the space
between border of the window and text block.

5.3.12.6 Simple List Item

Simple List Item object is used for creating Lists, which contain clearly highlighted statements.

Example of object appearance:

+/ Firstitem text

Object parameters



Simple List ltem

Parameters |

Eackground color; E]
Border colar: E]

ttem markc: |Cheu:kmark w |
ftem tedt:
|
Imner margin: pieels
Werical align: Oitop @mid O bottom
[ oKk | [ Cancel ] [ Apphy ] [ Help ]

Select item background color and border color of item with respect to the overall design.
Select marker type for the list Item. Input text for the list item. Specify value for text margin.
Text margin defines the space between border of the window and text block.

5.3.12.7 Animated List

Animated Listucnonbsyertca 06bl4HO ANA CO34aHUA CMUCKOB YTBEPKAEHUIA, NOABAAIOLWLMXCA MO
ovyepeam. CoAepsKUT BCTPOEHHbIE MeXaHM3Mbl ypaBieHMeM NoKasa 3/1eMEHTOB.

IMPORTANT! Since this object contains built-in display mechanisms, the actual
duration might not be in accordance with the duration specified in the Time
panel for the Frame.

Example of object appearance:

v  Defaulttex

Defaulttex

V’ Default text

Object parameters



Animated List ==
| Parameters |
Fill color [Grey -
Symbol color: [Green v]
Elements list: + = 4 & @&
Text
Default text Checkmark
Default text Checkmark
Transition: | Flyin v
Duration: 1 {=lad
Direction: |Left -
Delay time: 3 sec.
Display shadow
| oK || cancel || soply || Hep |

Select main element color and marker color, according to your design requirements. Select
transition effects. This Object can use additional Zoom in and Fly in effects.

o =~

5] [

Tent: Default text
Symbol: | Checkmark -

| ok || Ccancel |

Select marker type. Fill elements text.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon

on Item Displayed At the moment when Item begins to display



on First Iltem Displayed | Immediately after first list item is displayed

on Last Item Displayed |Immediately after last list item is displayed



5.3.13 Textboxes

5.3.13.1 Shaded Text Box

Shaded Text Box object enables placing desired text box with modified display settings
(including shadow effects). Compared to embedded regular text box, this one enables using
special effects for text appearance.

IMPORTANT! Internet Explorer 5.5 and above should be used for correct shading
display, however, text box will be visible in older versions of browser.

Note, that this object is capable to make text substitution in Rich Text. Text
substitutions can be variable values and object properties. Because Rich Text
format is quite complex, additional markers for substitution area are used -
double curle brackets. Text substitutions will be applied only for double curle
brackets areas. For example {{soBi_19.x}} will be substituted by value of X
coordinate of OBJ_19 object's top-left corner, and {{#att_left)will be substituted by
value of CourselLab variable named att_left. If no substitution is found, all double
curle brackets area will remain intact.

Quick brown fox jumps over lazy dog. Quick brown fox
jumps aver lazy dog. Quick brown fox jumps over lazy dog.
Cluick brown fox jumps over lazy dog.

Object parameters

Shadow Text Box

{| Shadow | Effects

Teat:
Inner margin: 20 |picels
Background color: HFEFFFF E]
Border styls: Diouble w
Border color; HCCOCOT [:]
Border width: 31 |pixels
Box opacity: 100 [ %

o) (s




To input text into the text box, press “TE” button of the corresponding field. The format of
input area of the Text box is Rich Text, therefore all font settings (size, color, and style) will be
saved as you type the text in.

If desired, modify value for text margin. Text margin defines the space between border of the
box and text.

You can change text box fill color. You can modify style, color, and width for the text box
border. 3ameTbTe, UTO rpaHMLA DOKCa TaKKe NOAYMHAETCA STOMY NapamMmeTpy.

Finally, you can modify opacity of the main box. Please be advised that any changes applied to
the opacity, affects the border of the text box as well. In case text box Shading is On, it is not
recommended to use opacity less than 100%.

Shadow Text Box E|

Main box | Shadow | Efects

Dizplay box shadow
Shadow shit hor: |5 vert.: |5 pieels
Shadow intensity: 40 |%

Shadow copies main bo

ok [ Caren ]

Use “Shadow” tab to specify display settings for shading effect. The key control is Display Box
Shadow check box. In case this check box is not marked then all other settings are disabled for
editing.

In case text box Shading is On, you can specify vertical and horizontal Shadow Shift with
relation to the main box as well as opacity. We recommend using opacity of 40%, which is a
default opacity value.

The next check box is Shadow copies main box. In case this check box is marked, such shading
box settings as background color, style, color, and width of the box border will be copied from
the main box settings (it will look more natural when combined with 40% opacity). However, if
you need to change shading display with regards to main block, you can uncheck the Shadow
copies main box check box, then shading box settings become available for editing.



Shadow Text Box

Main box | Shadow | Effects

Typewrter speed: |3 chars/sec

| ok || cance || ppty || Hep |

On the “Effects” tab you can enable character iteration display mode for the text in the main
box. In this case you can specify text occurrence frequency rate.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon
on Text Refreshed |After text is refreshed
on Text Added After text is added

on Typewriter End | After the moment when typewriter effect types last text character.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result

CLOSE Closes the object.
REFRESH TEXT Refreshes the text in the object, Can be useful if the text contains dynamically changed substitutes.
ADD TEXT Adds the text to the current text. Note, that the style of closest paragraph will be used for new text.

5.3.13.2 Relief Text Box



Relief Text Box enables placing the desired text into the box with convex border. Compared to
embedded regular text box, this Text Box enables using special effects and scrolling for text
occurrence.

Note, that this object is capable to make text substitution in Rich Text. Text
substitutions can be variable values and object properties. Because Rich Text
format is quite complex, additional markers for substitution area are used -
double curle brackets. Text substitutions will be applied only for double curle
brackets areas. For example {{soBi_19.x}} will be substituted by value of X
coordinate of OBJ_19 object's top-left corner, and {{#att_left)will be substituted by
value of CourselLab variable named att_left. If no substitution is found, all double
curle brackets area will remain intact.

Example of object appearance:

Cluick brown fox jumps over lazy dog. Quick brown fox
jumps over lazy dog. Guick brown fox jumps over lazy doqg.
Quick brown fox jumps over lazy dog.

Object parameters

X

Relief Text Box

Parameters | Effects

Border colar: Blue W
Teat:
Inner margin: 5 pixsls

Overflow style: Sutto scrol bt

[ ] Close box on mouse click

[ oK H Cancel ]

Select color of the box border with respect to the overall design. To input text into the text
box, press “TE” button of the corresponding field. The format of input area of the Text box is
Rich Text, therefore all font settings (size, color, and style) will be saved as you type the text in.
If needed, modify value for inner margin. Inner margin defines the space between box border
and text. By default, text margin is equal to 5 pixels. Set Overflow style if needed - default
value Autoscroll is suitable for most cases.

If appropriate checkbox is marked, text box can be closed on mouse click anywhere within a
box.



Relief Text Box

]

[ ] Typewriter effect

[ oK H Cancel ]

On the “Effects” tab you can enable character iteration display mode for the text in the main
box. In this case you can specify text occurrence frequency rate.

Object Events
Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up

intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Text Refreshed | After text is refreshed
on Text Added After text is added

on Typewriter End | After the moment when typewriter effect types last text character.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result

CLOSE Closes the object.

RESIZE Changes the size of the object. Note, that top-left corner position of the object is fixed.

REFRESH TEXT Refreshes the text in the object, Can be useful if the text contains dynamically changed substitutes.
ADD TEXT Adds the text to the current text. Note, that the style of closest paragraph will be used for new text.

5.3.13.3 Simple Text Box

Simple Text Box enables placing the desired text into the box with optional border and
different scrolling settings. Compared to embedded regular text box, this Text Box enables
using scrolling and special effects for text occurrence.



Note, that this object is capable to make text substitution in Rich Text. Text
substitutions can be variable values and object properties. Because Rich Text
format is quite complex, additional markers for substitution area are used -
double curle brackets. Text substitutions will be applied only for double curle
brackets areas. For example f{{soBj_19.x}} will be substituted by value of X
coordinate of OBJ_19 object's top-left corner, and {{x#att_leftjwill be substituted by
value of CourselLab variable named att_left. If no substitution is found, all double
curle brackets area will remain intact.

Example of object appearance:

The MCE made a regulation under the #
National Electricity Law that extends
the time to make Rules governing the
regulation of electricity transmission
revenue and prices to 1 January 2007.
This extension to the deadline enabled
the Commission to consider the

i . o

Object parameters

Simple Text Box

Parameters | Effacts

Teut:

|
Background calar: E]
Border color: E]
Eorder width: EI pixels

Barder style: | Ridge b |
Inner margin: pixels
Overflow style: |‘-.."ertin::al seroll hd |

[] Close box on mouse dlick

ok [ coma

To input text into the text box, press “TE” button of the corresponding field. The format of
input area of the Text box is Rich Text, therefore all font settings (size, color, and style) will be
saved as you type the text in.

If needed, modify value for inner margin. Inner margin defines the space between box border
and text. By default, text margin is equal to 5 pixels. Set Overflow style if needed - default value
Autoscroll is suitable for most cases.



If appropriate checkbox is marked, text box can be closed on mouse click anywhere within a
box.

Simple Text Box

Parameters

[ ] Typewriter effect

ok [coes |

On the “Effects” tab you can enable character iteration display mode for the text in the main
box. In this case you can specify text occurrence frequency rate.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Text Refreshed | After text is refreshed
on Text Added After text is added

on Typewriter End | After the moment when typewriter effect types last text character.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result

CLOSE Closes the object.

RESIZE Changes the size of the object. Note, that top-left corner position of the object is fixed.

REFRESH TEXT Refreshes the text in the object, Can be useful if the text contains dynamically changed substitutes.

ADD TEXT Adds the text to the current text. Note, that the style of closest paragraph will be used for new text.



5.3.13.4 Gradient Box

Gradient Box enables placing the desired text into the box with optional border and different
scrolling settings. Compared to embedded regular text box, this Text Box enables using scrolling
and special effects for text occurrence.

Note, that this object is capable to make text substitution in Rich Text. Text
substitutions can be variable values and object properties. Because Rich Text
format is quite complex, additional markers for substitution area are used -
double curle brackets. Text substitutions will be applied only for double curle
brackets areas. For example {{soBi_19.x}} will be substituted by value of X
coordinate of OBJ_19 object's top-left corner, and {{#att_left)will be substituted by
value of CourselLab variable named att_left. If no substitution is found, all double
curle brackets area will remain intact.

Example of object appearance:

13

Controversial radio DJ Howard Stern is to
replace Piers Morgan on the judging panel
of America's Got Talent, it has been

announced.

m

Stern, 57, who presents a daily radio show
on Sirfus XM, will join Howie Mandel and
Sharon Osbourne on the team.

The star has vowed to give honest opinions
and said it was lilcelv that "feelines are soing ™

Object parameters



o o

Gradient box @
Farameters | Efects

Teat: Controwversial radio DJ Howard ¢

Inner margin: 6 px

Vert. alignment: [ Middle - ]

Color scheme: [ Blue - ]
HE02000

Gradient type: [Simple - ]

Gradiert angle: 0 dea.

Border width: 1 p

[[] Close box on mouse click

OK || Cancel ||  ophy Help

To input text into the text box, press “TE” button of the corresponding field. The format of
input area of the Text box is Rich Text, therefore all font settings (size, color, and style) will be
saved as you type the text in.YcTaHoBMTe napameTpbl BHewHero suaa. Select color scheme of
the box with respect to the overall design. If needed, modify value for inner margin. Inner
margin defines the space between box border and text.

This Object always has size of its placeholder, scroll bar will be added automatically, when text
size will exceed Object size. Vertical alignment is applicable only if text size is less than Object
size.

If appropriate checkbox is marked, text box can be closed on mouse click anywhere within a
box.



o o

Gradient box @
Parameters | Effects

i@ Display shadow always:

(™) Display shadow on mouse over

Shadaow strength: Momal -
[ Use fiy in

Right

Momal

Ise zoom in

Zoom in direction: [Cerrter *]
Zoom in speed: [Nurrnal *]
OK || cancel || ooy || Hebp

You can use transition effects for this Object.
Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Text Refreshed | After text is refreshed

on Text Added After text is added

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
REFRESH TEXT Refreshes the text in the object, Can be useful if the text contains dynamically changed substitutes.

ADD TEXT Adds the text to the current text. Note, that the style of closest paragraph will be used for new text.






5.3.14 Test

5.3.14.1 Test
Test object presents the set of questions of different types.
“Test” object supports these types of the questions used in Courselab:

e single choice

e multiple select

e ordered items

e numeric fill-in-blank
o text fill-in-blank

e matching pairs.

LIMITATION: No more than one Test on the Slide is recommended.

Object parameters



Test le

Messages Texts Buttons Spots
| Uuestions | Limitations and scoring Feedback Dizplay
Cuestions: b = @& ﬁ?‘
CGuestion type CGuestion
choice Meow is the cry of ..
select Which states are in North America?
| ok || cancel || oy || Hep |

Use “Questions” tab to add any number of questions to the list of the questions by pressing “+”
button. The opened edit screen practically duplicates the object “Question” edit window of the
corresponding type, the only difference is that some common test parameters are missing.
Please see the question object descriptions for more details.

By default all question in the list are displayed to yser, but you can also define random selection
from list of question to be displayed.

WARNING! Be aware that you will need to calculate maximal score for the test
manually (to use it in maximal score for objective). Also note that if you plan to
use this module within an LMS, limits on amount of stored data may apply
depending on e-learning standard used and LMS properties. Every test question
stores its data (and length of data depends on complexity of question), therefore
it is recommended not to exceed 20-40 questions in test. The only standard that
allows large amount of data to be stored is SCORM 2004.



Test El

Messages Texts Buttons Spots
Questions Limitations and scaoring Feedback Dizplay
Scored test
Enable time limitation for test
Limit test duration
Test time limit: 2 min sec

[] Allow recuming approaches

[] Display question images

| ok || cancel || oy || Hep |

You can set the test as “not credited”, if needed (for example when the test is a part of the
learning process or an additional exercise rather than knowledge testing) by removing Scored
Test mark on the “Limitations and scoring” tab.

You can permit or restrict timing in questions (Use “Enable time limitation for test” check box)
if timing is defined. In addition, you can specify time limit for the whole test (use “Limit test
duration” check box and corresponding field).

You can permit the option of skipping the question by marking corresponding check box,
however, question will be classified as skipped (with opportunity to provide the answer later).
Besides that, you can allow the second run for the test. If this option is unchecked, the user will
be prompted with message stating that test had already been taken and only test results can be
viewed. In case this option is marked, the student will be prompted with the same as above
warning message, but with the two options available to choose from: one is to take test again
and second is to see test results. If test is taken again, all previous test results are discarded.
Also you can permit or restrict display of pictures related to the questions for the entire Test.

IMPORTANT! You can not set up Objective for storing results of the entire test,
instead, when editing each question specify parameters settings for required



Objective(s). Such approach allows maximum flexibility when evaluating test

results.

Test [z|
Messages Texts Buttons Spots
Cluestions Limitations and scoring | Feedback Display

[ ] Display right answer

Dizplay feedback messages

Comect answer: |Cu:urreu:1 |
Incomect answer: |Inn:u:urrec1 |
Mo more attempts: |||‘|l:|:|r|'E.'l:'t. Mo more attempts. |
Timeout: |T|me iz out. |
Offset horzontal: piels

Cffset vertical: pixels

Hide messages automaticalhy

after Sec

| ok || cance || ooy || Hep |

You may permit the display of correct answer upon question completion by marking
corresponding check box. If student has used off all the attempts for response, or if the time
has expired then the correct answer will be displayed; user will not be credited for this answer.
This option may be used when the main objective of the question is educating rather than
testing.



Test X]

| Messages || Texts || Buttons || Spots |

| Questions || Limitations and scoring | Feedback | Display
Skin: | Basic I |
Basic color: | Lightblue w |

Mumerictext input field parameters

Border style: | Salid W

Border width: pixels

Background color: E]

Font: Al v|

Fort size: pixels

o] [
Matching pairs parameters

Base width: @ pixels

Match width: @ pitels

| ok || cancel || oy || Hep |

On the "Display" tab you can select basic appearance settings for the object.



Test

Guestions l

Messages

Limitations and scaorng || Feedback || Display

Texts | Buttons I Spots

Comect answer:
Last question state:
Skipped:

Skipped and failed:

Information messages

|EOHHECT ANSWER

|LAST QUESTION STATE
|GL|ESTIDN 15 SKIPPED

|GL|ESTION IS SKIPFED AND FAILED

Continued:
Already answered:
Recuming approach:

Waming messages

|Cnr|tinued approach. Starting from first unanswerad |

|Test is already answered. Recuming approach is not |

|This test is already answered. Press OK to clear stor |

Skip and fail confimmation: |Skipped question will be evaluated as failed. Are you |

Still unanswered:

Mumeric onby:

|There are unanswered questions. Continue? |

|F‘Iease enter anby numbers and signs |

oK || cancel || fepy || Hep




Test El
| Guestions || Limitations and scaorng || Feedback || Display |
| Messses | Tets | Buos | S |

Single choice: |Select comect variant |
Muttiple select: |Select all comect vanants |
Ordering: |F‘Ia|:e varants in comect order |
Mumeric fillin-blank: |Errter numeric value |
Text filin-blank: [Entertext string |
Pair makch: |Connect pairs to match comectly |
Attempts ted: |F¢tempts: |
Scored test text: |Credited: |
Mot scored test texd: |Nu::t credited: |
Question number text: |questinn |
From text: |fmm |
Guestion timer texd: |Guestinn time: limit: |
Test timer text: | Test time limit: |
Stopped test texd: |Test is stopped |
All Answered text: |Fd| questions are answered |
No Mare Answered texd: |Nn::| more answerad questions |
| ok || cancel || oy || Hep |

On the "Messages" and "Texts" tabs you can edit the information and warning messages of the
test.



Test

X

Guestions || Limitations and scaorng [ Feedback | Display |

Meszages |

Texts | Buttons | Spots

- IUze default buttons

Submit anzwer:
Submit angwer over:
Skip question;

Skip guestion aver:
M ext question;

Mead question over:

Submit button tooltip:

|5ubm'rt answer

Skip button toaltip: |Skip quesgtion
Meat question button tooltip: |Ne:-i question
| ok || cancel || epy || Hep




Test le

Guestions Limitations and scaorng Feedback Displ
Meszages Texts Buttons | Spots

[+[: Use defautt active spots |

| ok || cancel || oy || Hep |

On the "Buttons" and "Spots" tabs you can define custom question and test buttons and active
spots for single choice, multiple select and order type of questions.

On the "Sound" tab you can switch click and mouseover sounds on and off, or change it to
custom sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon
on Question Start The question is fully loaded and all elements of the question are displayed

on Choice Change Item configuration changed in single choice question



on Select Change Item configuration changed in multiple select question
on Item Order Changed Item configuration changed in order question

on Numeric Value Changed | Value changed in numeric question

on Text Value Changed Value changed in text question

on Match Changed Item configuration changed in matching pairs question

on Attempt At the moment of answer acceptance, but before answer evaluation

on Success At the moment of answer evaluation, in case the answer is correct.

on Failure At the moment of answer evaluation, in case the answer is incorrect.

on Time Out At the moment of time expiration for the answer (if defined)

on Attempts Limit After answer evaluated, in case the number of attempts decreased to zero.
on Question Skipped After “Skip Question” button is pressed

on Question End After answer is evaluated and no more attempts left (on timeout or on attempts limit)
on Test Timer Tick Every second while test timer is active

on Test Timeout At the moment of time expiration for the whole test (if defined)

on Test End After all questions are answered or test timeout

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBs_Ib below means current object ID):

Property Returns Syntax

testMode Returns current test mode (tokens: "normal", "review"). SOBJ_ID.testMode

questionNumber Returns current question number (starting from 0, first question has 0 |SOBJ_ID.questionNumber
number).

totalQuestionQuantity | Returns total questions quantity in current test. SOBJ_ID.totalQuestionQuantity

testDuration Returns allowed test duration in seconds (if exists). SOBJ_ID.testDuration

testTimer Returns current test timer value in seconds (if exists). SOBJ_ID.testTimer

questionType Returns current question type (tokens: "choice", "select", "range", SOBJ_ID.questionType
"numeric", "text", "oto").

questionDuration Returns allowed question duration in seconds (if exists). SOBJ_ID.questionDuration

questionTimer Returns current question timer value in seconds (if exists). SOBJ_ID.questionTimer

itemQuantity Returns total variants quantity. SOBJ_ID.itemQuantity

questionValue Returns current question answer value (format corresponds to SOBJ_ID.questionValue
question type).

attemptsLast Returns current number of attempts. SOBJ_ID.attemptsLast

attemptsTotal Returns allowed number of attempts. SOBJ_ID.attemptsTotal

5.3.14.2 QTI Test
QTI TestObject allows to display questions from the external QTI file.

IMPORTANT! This Object can support only QTI 1.2 files (full support of QTI
standard is not guarantied).



QTI file cannot be used in edit mode, therefore only placeholder of the QTI Test is visible:

BONpocos © BREReE STBETOH: 0 uS 0 JElo0ooooo Bperea v tect @) 0, 00 conc
MpumMep Texcra Bonpoca

| Mipwrep TERCTE HHCTRYSLEE K BONDOCY |

@ MpuiMep TexCTa BAPHEHTE EQHHCTEEHHEA Bubop

E MpwMep TEKCTa BAPHIHTA MHOMECTESHHLA Bubop

4 NiowMeD TexcTa BapHENT YIOPRAOHEHNE

B Moumen Tescra Bamw cooteetauR Eé Mp# P TEKCTA BIPWINTE COOTRATEMA

NpiaMep TEKCTA NOACHEHWAA K NOAK BH003 I ]

The same Object in real Course looks different - in sequential mode (by Question):

. )
BONpocon © BB e oTRETON: 30D 7 jEE0Eoa Eiptsin 3. TecT . 5 e, 47 cox,
CONOCTABLTE CTPAHB] H WX CTONMLLL
[ o & Mg g NEPETAHOAR NPACHIC SICTH
g Benvkobputanan = TokgoH
[ g Yrpaa = Mnep
| @ s : & News

T ocwea

L,

or in List mode:



7

BONDOCOS ¢ BBCATeRM OTBRTON: 310 7 gisnene Bperava Tecr (@) 99 rwer. 40 cex.

o

-

Bonpoc 4wy 7

ConocrasbTe CTPaHbl W MX CTONMLB

COoLnyeatTe NADE NDABINEMD, NEDETAOMBAR NDIBLIE HACTH

G Benuxobputanna : &~ Kues

| 8 Yroama ‘ j»(-ﬂem |2
@ Monsea : & Noraom i@
e Kurain : 3 (.. Bapwasa

Bonpoc S 7 il

PacnonoXmTe Crpatbl B NOPAAKe YObIBaHUA Nnowanm

Orsernre 43 e

v ans "

This Object object supports these types of the questions used in CourselLab:

single choice
multiple select
ordered items
numeric fill-in-blank
text fill-in-blank
matching pairs.

LIMITATION: This Object does not support Images and other media objects - only
text parameters from QT file are used.

Object parameters



Tect QTI

(3]

| YrpaeneHWe | Moanooka I TexcTrl |

MHCTDyHLUAM

Bonpoce | MNapameTpe | D@patHan ceAsb

[ o

HMcToyHme Bonpocos: ['CF'ann Gl

)

Faiin ¢ BONpOCaMM:

hitp

C\Courses PG images qti_utf&. E]

Mokas sonpocos: CAMCKOM BECh TECT

)

[] BrifpaTe BoMpock! ANA NOKS3a CyYaiHo

1

| OK

][ Omaena ] MprmMeHTE

On the "Questions" tab define source of questions - QTI file or URL. If local file is selected - it
will be automatically copied into Module's images folder. In case you select URL of the file - file
will not be copied. Select questions display mode: sequentially (by question) or full list (in this
case answer is submitted for all questions simultaneously).

IMPORTANT! Be aware, that loading file from external URL may be the subject of
browser security settings (cross-domain security).

"Select questions randomly" checkbox allows random selection of questions from all questions

in file.

WARNING! Be aware that you will need to calculate maximal score for the test
manually (to use it in maximal score for objective). Also note that if you plan to
use this module within an LMS, limits on amount of stored data may apply
depending on e-learning standard used and LMS properties. Every test question
stores its data (and length of data depends on complexity of question), therefore
it is recommended not to exceed 20-40 questions in test. The only standard that
allows large amount of data to be stored is SCORM 2004.

Most of test and questions parameters are defined in QTI file, but you can change or override

some of them.



Tect QTI

(3]

Y¥npaeneHue | MNoanooka I TexcTrl | MHCTDyHLUAM
Bonpock! | NapameTpel | D@patHan ceAsb | Bug
Ugnm tecTa: + = 4 & F
Lene
total

[] Paspewm e NoETopHEIR Npoxo,

MNpepocTaenTe Beibop

| OK

| ]| oo

On "Parameters" tab you can define Objectives for all questions of the QTI Test. Unlike usual
Test, there is no possibility to bind Objectives to distinct questions.

You can permit the option of skipping the question by marking corresponding check box,
however, question will be classified as skipped (with opportunity to provide the answer later).
Besides that, you can allow the second run for the test. If this option is unchecked, the user will
be prompted with message stating that test had already been taken and only test results can be
viewed. In case this option is marked, the student will be prompted with the same as above
warning message, but with the two options available to choose from: one is to take test again
and second is to see test results. If test is taken again, all previous test results are discarded.
Also you can permit or restrict display of pictures related to the questions for the entire Test.


file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Objects/q_099_test.html

(Tecr QT ==

Y¥npaeneHue | Moanooka | TexcTsl | MHCTDyHLAM
Bonpocel | Mapamerpem | O6pamiarcesss | Bug

[¥]{PaspewnTs Nokas o6paTHON cEAzM

LgeT npaevneHo: [ TeneHsIi = ]
HIB0007

UseT HenpasnneHo: [Dpamﬁbm — ]
HIB0007

llpuHa Gnoka: 00 MMKC.

[] NpsaTate coobueHna aEToMETMYECKH
7

TekcT BpeMA BoNpoca; Bpemna, oTBENEHHOE Ha BONPOC, SAKOH!

Texct spemn TecTa: Bpema, 0TEEOEHHOE HA TECT, SAKOHYMT

[ 0K ][ Crmaeta ] MpuMeHMTE

You can enable or disable feedback messages. Feedback messages are defined in QTI file.
When enabled, feedback messages will be displayed in special text block - you can change its
width.



[Mecr QI

Vrpaenesve | Mognossa |  Tekewe |  Mhcipycwm |
Bonpoce | Mapamerper | Ofpamascesss | Ban
LieTosan cxema: | Cransron curuai v
LlEeT no BeiGopy; HBE0007

WpneT Borpoca: | Tahoma -

S (14 =] [ =
UseT wpnaTa: HODDOO0 [:]

WpmeT B3PMEHTS: | Tahoma -

Pasmep u cTans: 12 ~| [OBerrei -
WpepT cryketHeii: | Tahoma v

Pasmep 1 cTvns: 111 +| [O8smwen -

[ 0K ][ Crmaeta ] MpuMeHMTE

On the "Display" tab you can select basic appearance settings for the object.



[ Tect QTI
| Bonpockl | MapameTpel | DfpaTHan cERSk | Bun

YnpagneHWe | Mognockka I TekcTsl | WMHCTRyRLmIA
UseT HeoTEEYEHHOr D! [i:ephln v]
UeeT no BeGopy: HCCCCCC

LgeT oTBEYEHHOM D! [CHHHH - ]
Ueer no eciGopy; HI20007

LgeT npae.oteey. [3ena-|h|ﬂ - ]
UEeT no exidopy: HIB80007

LIgeTHenpaE. oTEEY. [ KpacHeii - ]
Ueer no eciGopy; HI20007

UseT Terywero: [Dpal—meahln S ]
UEeT no BRiGopy; H980007

KHomka Cnea.: [3ena-u.-.|ﬂ v]
Ueer no eciGopy; HI20007

| 0K | [ Crmaeta ] MpuMeHMTE

On the Controls tab you can change display parameters for Control elements: progress-
indicators and buttons.



(Tecr QT ==

Bonpoce! | NapameTpel | DEpaman ceRrskb | Buan
YnpaeneHne | Moanookka | TekcTe | MHCTpyHLam
[¥]Noxaseisats noonoxey:
UseToBan cxema: [Cepb,p, -
HCCCCCC
HEEEEEE
HFFFFFF
ApkocTe sanueru: F—ee -
TonwuwWHa rpaHWLLE: 1 MWKC.
¥ron rpameqTa: 0  rpao.
Pamyc crpyrnerva: 8  MWKC.
BHyTpeHHAR 0TOMEHKE: 12 nWKC.
MNokazeEaTE TEHE! HopmansHasn -

[ 0K ][ Crmaeta ] MpuMeHMTE

On the "Background" tab you can switch displaying of background on and off and define its
display parameters:

¢ color scheme (one of predefined or custom),

e border width (in pixels),

o fill gradient angle - from 0 (north direction) to 360 degrees counterclockwise,
e corner radius,

e inner margin.



Tect QTI

(3]

CcTanock NOMLITOK:
Beegate oTBETRI
Bperan Ha Eonpoc:
Bperan Ha TecT:
MianyT:

Ceryna:

BeeneHo oTEETOE:
TecT saKoHUYEH:
MNoBTopHE Npoxog;
Cnen eonpoc:

MpWHATE OTBET:

Bonpockl | MapameTpel | DfpaTHan cERSk | Bun
YnpaeneHne | Mognooaa | TexcTol | MHCTpyHLam
Bonpoc: Bonpoc

W3 W=

OteeyeHo BONpOCoE:

CcTanock NonbITokK:

CTeeTLTE HA BCE BOMPOCE! ANA NOABMNE
Bpemna Ha Bonpoc

Bpemna Ha TecT

MKH.

CEK.

CTeeusHO BONPOCOE:

Bonpocos © BESOEHHEIM OTEETOM:
TecT sakoHueH

Bl x0maTe NpoiTi 3TOT TECT 3aHOED 7
Crnepoluqi sonpoc

[pWHATE oTBET

oK

][ Crmaeta ] MpuMeHMTE

On "Instruction" and "Texts" tabs you can change text constants that are used in the Object.




-

(Tecr QT ==

Bonpocel | MNapameTpel | CBpamHan ceRsk I Bun, |
¥npaenerwe | Mognoxka I TexcTel | WHeTpyrwm
Ensbifop: BoifiepyTe 0MMH BapUaHT oTEETa

MHoox Bbifop: BrifepiiTe 0aMH MNW HECKONEKD BapWal
YnopRaouBaHe: FaccTaeeTe BapWaHTEl B NPEBMNEHOM |
Yacn eeon; BeemvTe yMCnNoBOE SHaYEHWE

TewcTEEON; BeeowTe cTpoky

MapHoe cooTs.: CoeaMHMTE Napel NPEBMNEHD, NERETACH
Pesm npocmaTpa: FESXMM MPOCMOTPA

0K ][ Crmaeta MpuMeHMTE

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon

on Test Displayed | Test is fully loaded and ready

on Timeout At the moment of time expiration for current question (if defined)
on Test Timeout | At the moment of time expiration for the whole test (if defined)

on Test End After all questions are answered or test timeout

5.3.14.3 Current Results

Current Results object allows to display current score in one objective (usually for main module
objective).

Example of Object appearance:



Currentscare = 0

Maximal score 100

Object parameters

Current Results f'>__<

Objective: ||:D‘tE|| | E]
Dizplay cumrent score
Explanation: |Current e — |

Dizplay maximal score
Explanation: ||"-"|En-:ima| score |

Momalize to 100%

[ QK l[ Cancel ] Apph

On the Parameters tab you can select objective, which score will be displayed and parameters,
that will be displayed.

You can edit descriptions for current and maximal scores.

Use Normalize to 100% checkbox to display percent values (display only, that it has no impact
to real scores).

Current Results E'
Parameters |; Display |

Border color: E]
Cell background color: E]

Score font: |P~.ria| - |
Score font size: piels
Score font weight: | Momal " |

Score font color: E]
(K J o) o

On the "Display" tab you can edit the color and font parameters.

Object Methods



The state of the Object can be modified using methods.

Method name Execution Result

REFRESH TEXT Refreshes current score values.
Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
objectivelD |Returns objective identifier. SOBJ_ID.objectivelD
rawScore Returns raw objective score. SOBJ_ID.rawScore

scaledScore |Returns scaled objective score (if can be calculated). | SOBJ_ID.scaledScore

maxScore | Returns maximal objective score (if defined). SOBJ_ID.maxScore

5.3.14.4 Results by Objectives

Results by Objectives object allows to display current score in several objectives
simultaneously.

Example of Object appearance:

Scale 1 I 100%

Scale 2 || 10%
Scale 3 100%
Object parameters
Results By Objectives EI

Scales | Display

Objectives: = & § ﬁ“
Chjective HOD9S00 HFOFOFD
Scalel Scale 1 HODGS00 HFOFOFD
Scaled Scale 2 HODB0C0 HFOFOFD
Scale 3 Scale 3 HffB080 HFOFOFD

Momalize to 100%

[ QK ] [ Cancel




On the Scales tab you can select objectives list, which score will be displayed and parameters
for each objective.

Use Normalize to 100% checkbox to display percent values (display only, that it has no impact
to real scores).

Results By Objectives f'5_<|

Background colar: [:]

Fort: | Agial W |
Fort size: pivels
Fort weight: | Mommal w |

Fort color: [:]
Scale spacing: pivels

[ QK l [ Cancel

On the "Display" tab you can edit the color and font parameters.
Object Methods

The state of the Object can be modified using methods.

Method name Execution Result

REFRESH TEXT Refreshes current score values.

5.3.14.5 Detailed Results

Detailed Results is used for dislaying detailed results on Question objects.
LIMITATION: Object CANNOT display results on QTI Test objects.

Example of Object appearance:



~
2 Matching pars questio e e
Connect events wth corresponding dates
= Statistics
Al Time dowed: 10 se type: Question waght nto al objectves
At Tme slapzed: 8 sec
Objectives Score
Main module objective 1
= Results
Bases You have attached Correct
1492 | Discovery of America Discovery of Amenca
1503 |Fyst ssplane First arplane
545| |The end of d War The end of World W
0 Frstman % Mooh Frstman on the M
v
Object parameters

Detailed results

Objects | Text constants

Questions: + = 4 &

Ohject Header text
CBJ_28
CBJ_32

Display question texd
Dizplay comect answers
Dizplay question score
Diisplay question timing
Display statistics

Dizplay with answers

[ QK l [ Cancel ] Apph

On the "Objects" tab you can define the list of Objects to display statistics, and details to be
displayed.



Detailed results

Object types: | Unknown v|
| Unknown object type |
Scoring types: Weight into all objectives b |

Question weight into all objectives |

Miscellaneous: Question text is not defined » |

Question tesd is not defined |

| ok || cance | enn Help

On the "Text Constants" tab you can edit all object text constants.



5.3.15 Form

5.3.15.1 Text Field

Text Field enables user to input text using keyboard. Inserted values are accessible in a form of
variables within CourselLab and may be employed in different actions.

IMPORTANT! The value entered is recorded in associated variable when user
leaves field only.

Example of Object appearance:

Insert text here

Object parameters
Text Input le
Input | Digplay | Sound

Funime variable name:

Wariable scope: |Currer|t slide anly L |

Default value: |Insert text here |
Maximal value length: gymbols

| ok || cance || poy || Hel

Specify variable name, which will be used for storing user input.

LIMITATION: Variable names must contain only Latin alphabet letters, and numbers, and
must not start with a digit. \Variable names must be unique within a Slide or Module
(depending on selected variable scope).

If necessary, specify default text, which will be displayed in the field once the Object loads up.
If necessary, you may set restrictions on user-input length of value in characters.



Text Input

input _|; Display ;| Sound |

Barder style: | Salid w |

Border width: i
Border color: E]
Background color; [:]

Font: | Arial v|
Fort size: i

Font weight: | Normal v|
Fort style: | Normal v|
o]
Teat align: | Left v |

| ok || cance || ppty || Hep |

Use “Display” tab to specify the field appearance.

Text Input

Use sound effects

Keypress sound: | Standard 1 L |

[ QK l[ Cancel ] Apph

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.



Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon

on Field Focus Lost | At the moment when text is inserted and cursor leaves field

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE INPUT Restrict access to input field.
ENABLE INPUT Permit access to input field.
SET VALUE Set input field value

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBs_Ib below means current object ID):

Property Returns Syntax
disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

value Returns current input field value. SOBJ_ID.value

5.3.15.2 Hidden Text Field

Hidden Text Field enables user to input text or numbers using keyboard. At display input text is
replaced with bullets. Moving forward, inserted values are accessible in a form of variables
within Courselab and may be employed in different actions.

IMPORTANT! The value entered is recorded in associated variable when user
leaves field only.

Example of Object appearance:

Object parameters



Hidden Input Field X

| Display | Sound
Rur4ime variable name:
Warable scope: |Current slide L |

Default value: | |

Maximal value length: gymbols

[ oK l[ Cancel ]

Specify variable name, which will be used for storing user input.

LIMITATION: Variable names must contain only Latin alphabet letters, and numbers, and
must not start with a digit. VVariable names must be unique within a Slide or Module
(depending on selected variable scope).

If necessary, specify default text, which will be displayed in the field once the Object loads up.
If necessary, you may set restrictions on user-input length of value in characters.

Use “Display” tab to specify the field appearance.



Hidden Input Field

Input | Display | Sound !

Use sound effects
Keypress sound: Standard 1 w

[ oK l[ Cancel ]

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events
Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up

intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon

on Field Focus Lost | At the moment when text is inserted and cursor leaves field

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE INPUT Restrict access to input field.
ENABLE INPUT Permit access to input field.
SET VALUE Set input field value

Object Specific Properties



Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled
value Returns current input field value. SOBJ_ID.value
5.3.15.3 Text Area

Text Area enables user to enter large amount of text using keyboard. Moving forward, inserted
values are accessible in a form of variables within CourseLab and may be employed in different
actions.

IMPORTANT! The value entered is recorded in associated variable when user
leaves field only.

Example of Object appearance:

This is the text area

Object parameters



X

Text Input Area

Display | Sound
Run-time variable name: tesdarea_var
Variable scope: Cumert slide L

Default value:

Text wrapping:
Automatic soft wrap (no CRLF) w

[ oK l[ Cancel ]

Specify variable name, which will be used for storing user input.

LIMITATION: Variable names must contain only Latin alphabet letters, and numbers, and
must not start with a digit. VVariable names must be unique within a Slide or Module
(depending on selected variable scope).

If necessary, specify default text, which will be displayed in the field once the Object loads up.

If necessary, specify text wrapping rules. The default behavior for Text Area is to automatically
move to a new line, once the length of text line exceeds the right margin (Automatic soft
wrap). This is rather “Virtual” text wrapping, in fact, if you enlarge Text Area text will wrap at
the different position. Other wrapping rules:

e  Automatically move to a new line and insert CRLF (carriage return /line feed) character, once the length of text line

exceeds the right margin (Automatic hard Wrap). If Text Area is enlarged, wrap point will remain at the same
position.

e Move to a new line only when “Enter” button is pressed, otherwise, horizontal scroll bar will be displayed, once the
length of text line exceeds the right margin (Manual wrap).

Note: By pressing the “Enter” key, CRLF is inserted in either one of the above
mentioned cases.



Text Input Area

input _|; Display ;| Sound |

Barder style: | Salid w |

Border width: i
Border color: E]
Background color; [:]

Font: | Arial v|
Fort size: i

Font weight: | Normal v|
Fort style: | Normal v|
o]
Teat align: | Left v |

[ QK l[ Cancel ] Apph

Use “Display” tab to specify the field appearance.

Text Input Area

[mput

Use sound effects

Keypress sound: | Standard 1 L |

[ QK l[ Cancel ] Apph

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.



Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using Courselab built-in events manipulation mechanism.

Event Triggered Upon

on Field Focus Lost | At the moment when text is inserted and cursor leaves field

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE INPUT Restrict access to input field.
ENABLE INPUT Permit access to input field.
SET VALUE Set input field value

Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBs_Ib below means current object ID):

Property Returns Syntax
disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled
value Returns current input field value. SOBJ_ID.value
5.3.15.4 CheckBox

CheckBox enables user making Yes/No selections. Inserted values are accessible in a form of
variables within CourselLab and may be employed in different actions.

IMPORTANT! The value entered is recorded in associated variable when user
leaves field only.

Example of Object appearance:

v CheckBox Description

Object parameters



X]

Checkbox
| Display | Sound

Rur4ime variable name:

Walue checked:

Walue unchecked: ICI

Defautt state: ) Cheched
{(®) Unchecked

Wariable scope: |Currer|t glide w

| ok || cancel || epy || Heb

Specify variable name, which will be used for storing user input.

LIMITATION: Variable names must contain only Latin alphabet letters, and numbers, and
must not start with a digit. VVariable names must be unique within a Slide or Module

(depending on selected variable scope).

Specify value for the variable, in case user marks CheckBox and when CheckBox is unchecked.
Default values are true/false.

Specify initial state, which is whether or not CheckBox is marked after Object loads up.



Checkbox X
| Sound

Display description

Description text: |Desu:riptiu:un text |
Description mangin: i

Description location: {(*) Right

O Left
| ok || cancel || epy || Heb

Use “Display” tab to specify the field appearance.

The essential CheckBox is “Show description”. In case it is not marked, all other tab parameters
are disabled for editing, therefore only CheckBox will be displayed on the Slide.

In case “Show description” CheckBox is selected, you can input description text into the field,
which is in Rich Text Format mode. If needed, modify value for text margin . Text margin
defines the space between CheckBox border and text. Additionally, you can specify position
(right or left) of the text description with regards to the CheckBox.



X]

Radio Button Group

[mput

Use sound effects
Click sound: Standard 1 w

| ok || cance || sy || Hep |

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events

Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up
intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon
on Check User sets checkmark
on Uncheck User removes checkmark

on State Changed | User sets or removes checkmark. This event is triggered right before events mentioned above.

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE INPUT Restrict access to input field.
ENABLE INPUT Permit access to input field.
SET STATE Set checkbox state



Object Specific Properties

Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBJ_Ib below means current object ID):

Property Returns Syntax
disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

value Returns 1 if object is currently checked, 0 otherwise. | SOBJ_ID.value

5.3.15.5 Group of Radio Buttons

Group of Radio Buttons enables user making single Yes/No selection for one out of several
values. Inserted values are accessible in a form of variables within Courselab and may be
employed in different actions.

IMPORTANT! The value entered is recorded in associated variable when user
leaves field only.

Example of Object appearance:

= Wariant 1

f “ariant 2

Object parameters

Radio Button Group

Rur4ime variable name:
Walue list: + = 4+ & ﬁ?
Description Value Checked
Wariant 1 vl Maon
Warant 2 v Maon
Warable scope: Cument slide w
| ok || cancel || epy || Hep

Specify variable name, which will be used for storing user input.



LIMITATION: Variable names must contain only Latin alphabet letters, and numbers, and
must not start with a digit. VVariable names must be unique within a Slide or Module
(depending on selected variable scope).

Fill in the list of possible variable values. Open Input screen by clicking on the “+” icon. Enter
the text description for the selected value into the field, which is in Rich Text Format mode.
Specify value for the variable, in case user marks Radio Button. Specify initial condition, which
is whether or not Radio Button is checked after Module loads up.

LIMITATION: No more than one value should be initially selected for this type of
object.

Radio Button Group

Display description
Description mangin: I |mx
Description location: {(¥) Right
O Left
| ok || cancel || ey || Hel

Use “Display” tab to specify the field appearance.

The essential CheckBox is “Show description”. In case it is not marked, all other tab parameters
are disabled for editing, therefore only CheckBox will be displayed on the Slide.

In case “Show description” CheckBox is selected, you can input description text into the field,
which is in Rich Text Format mode. If needed, modify value for text margin . Text margin
defines the space between CheckBox border and text. Additionally, you can specify position
(right or left) of the text description with regards to the CheckBox.



X]

Radio Button Group

input | Display |; Sound
Ize sound effects
Click gound: Standard 1 3
I OK l [ Cancel ] [ Apply ] [ Help ]

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events
Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up

intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon

on State Changed | User sets checkmark on Radio Button.
Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE INPUT Restrict access to input field.
ENABLE INPUT Permit access to input field.

Object Specific Properties



Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property Returns Syntax
disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled

value Returns value of currently checked radio button. SOBJ_ID.value

5.3.15.6 Drop-down Menu

Drop-down Menu enables user making single choice selections out of a multiple values.
Inserted values are accessible in a form of variables within CourseLab and may be employed in
different actions.

IMPORTANT! The value entered is recorded in associated variable when user
leaves field only.

Example of Object appearance:

|‘-Iariant1 LI

Object parameters

Dropdown menu

___________________ i| Display | Sound
Run-time variable name: select_var |
Walue list: + = 4 & &
Description Value Selected
Variant 1 1 MNon
Warant 2 2 Maon
Wariant 3 3 Maon
Varable scope: Currertt slide hd

| ok || cancel || Mooy || Heb

Specify variable name, which will be used for storing user input.

LIMITATION: Variable names must contain only Latin alphabet letters, and numbers, and
must not start with a digit. VVariable names must be unique within a Slide or Module
(depending on selected variable scope).



Fill in the list of possible variable values. Open Input screen by clicking on the “+” icon. Enter
the text description for the selected value and specify value for the variable, in case user
selects particular menu item. Specify initial condition, which is whether or not Menu-Iltem is
selected after Module loads up.

LIMITATION: No more than one value should be initially selected for this type of
object.

Dropdown menu le
input _|; Display (| Sound
Border style: | Salid W |

Border width: i
Border color: E]
Eackground color; E]

Fort: | Arial v|
Fort size: P
Font weight: | Nomal v |
Font style: | Normal v|
Font color: ]
Tend align: | Lt I |
| ok || cance || sy || Hep |

Use “Display” tab to specify the Drop-down Menu display. Note: these settings will affect all
menu-items.



Dropdown menu

Use sound effects
Selection sound: | Standard 1 L |
| |
| ok || cance || sy || Hep |

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.

Object Events
Object is capable generating events with regards to the user's actions and interpretation of the
actions by the object. When combined with actions events can be employed for building up

intellectual behavior models for other objects depending on the current state of the Object.
Events are available using CourselLab built-in events manipulation mechanism.

Event Triggered Upon

on Item Selected | User selects Menu ltem

Object Methods

The state of the Object can be modified using methods.

Method name Execution Result
DISABLE INPUT Restrict access to input field.
ENABLE INPUT Permit access to input field.

Object Specific Properties



Along with common object properties, this object has some specific properties, that can be
used in actions and in text substitutions (oBi_Ib below means current object ID):

Property |Returns Syntax

disabled Returns 1 if object is currently disabled, 0 otherwise. | SOBJ_ID.disabled
value Returns current input field value. SOBJ_ID.value
selectedName | Returns currently selected item description. SOBJ_ID.selectedName
5.3.15.7 Button

Pressed Button enables triggering of the previously created actions.

Example of Object appearance:

Click me

Object parameters

%)

Button

Button test: | Button |

| ok || cancel || ey || Heb

The only parameter on the first tab to fill is the button text.



Button [E

Parameters D|5P|H!r’| Sound |
Barder style: | Salid w |

Border width: i
Border colar: E]
Background colar: [:]

Font: | Arial v|
Fort size: Pt

Font weight: | Normal v|
Font style: | Normal v|
Font color: ]

Text align: |cemer v |

| ok || cance || ppty || Hep |

Use “Display” tab to specify the Button display.

Button [E

Use sound effects

Click sound: | Standard 1 L |

| ok || cance || pply || Hep |

On the "Sound" tab you can switch item display sounds on and off, or change it to custom
sounds

IMPORTANT! Sounds must be short and have no starting lag. Otherwise it may
lead to undesirable delays in course playing.



5.3.16 Creating customized copies of Objects

Starting from Courselab version 2.5, you can add to CourselLab Objects Library customized
copies of standard objects.

DISCLAIMER: You cannot edit or change CourselLab standard Objects in any way.
WebSoft Ltd. shall not be liable for correct work of modified copies of Objects and
no support will be provided for these modified Objects.

For example, lets make the copy of Single Choice Question Object:

1. Insert basic Single Choice Question Object on any Slide.

2. Customize the Object's parameters, i.e. view, color schemes, standard messages and
warnings, feedback and scoring etc. according to your design requirements.

3. Make sure that Object is displayed correctly when previewing Slide.

Credited question

Question text

Select one correct variant

@ Variant text

[ suBMIT ANSWER | Atempis: 1

4. Keeping this Object selected click "Customize" link at the bottom of Objects Panel.

Mawigation
Popups
Questions

Rapid Developm...
Tests

Textboxes

Title Slide

= Customize...

I 911 x400

5. Dialog window with Objects Library structure will be displayed. Note, that it is open exactly
on the section, which contains selected Object. You may create new Object's copy in the same
section or in any other section (or even create your own section - right-click on the sections
panel).



M Objects

Agents

Balloons

Diesign
External
Form

Lists
Media
Mavigation

Popups

Tests
Texthoxes
Title slide

DataVisualisation

o Yes f" L ] r L ] 12 L ] ab
= Mo = iw = W = = 34 = cd
True-False Single Choice | |Multiple Select Ordering Murmeric Text
Y 4 Y 4 Y 4
- - -
Matching Pairs| | One to many I any to many

Rapid Development

6. Right-click on right panel of Dialog window and select "Create Object" option.




B Objects [E

Agents o Yes o O ] r o o 12 o ab
= Heo = {w = ¥ = = 34 = od
Balloons ) )
True-False | | Single Choice | [Multiple Select Ordering Murneric Text
DataVisualisation
Diesign | y J |
- - -
External Matching Pairs| | One to many I any to many
Form
Lists
Media
Mavigation Impaort... i
Popups New Object ||

Rapid Development
Tests

Textboxes

Title Slide

Close

7. Specify identifier for new Object copy. It must be unique and consist of latin characters and
numbers (no spaces and special characters).

New Object

Identifier: | MyQuestion_1 |

[ Ok, ][ Cancel ]

8. Click OK - new Object's copy is created. It still has empty green icon.



M Objects

Agents 9 xes|| g O g O o 9)12|| 9 b
= Mo = = ¥ = = 34 =  cd
Balloons ) )
True-False | | Single Choice | [Multiple Select Ordering Murneric Text

DataVisualisation

Diesign | y J |

External Matching Pairs| | One to many I any to many

Form

Lists
Media
Mavigation

Popups

Rapid Development
Tests

Textboxes

Title Slide

Close

9. Create desired graphic file for icon (GIF or PNG, 64x48 pixels) in your favourite graphic editor.
Double-click on the empty green icon to open Object editor window. Select "Picture" tab. Right-
click on the green icon and select "Load" option.

B MyQuestion_1

Dialog

Xml

Xsl |[§ Load...
#Xsl =l save..
Picture

[ Ok l[ Cancel ]

10. Confirm all your changes clicking OK button. Your customized copy of standard Object is
ready and will be displayed in Objects Library.



5.4 Cursors

The learning Courses designed for training on using software programs can contain software
simulations. Usually, simulation is the sequence of the frames, where mouse cursor moves to
the predefined menu item, then mouse click is imitated, and after that the next frame displays
the results of pressing on the specified menu item. For mouse movement illustration the special
object “Cursor” is employed.

5.4.1 Using Cursors

If during recording of simulation the marker “Capture Cursor” is checked, cursor object will be
inserted into the frames automatically. However, cursor object can be added to the existing
frames as well. To do so, select Cursor item from the Insert menu.

rselLab - [Test Module *]

Insert | Format Tools Module Wir
=] MNewslide Ctrl+M b

i

] Duplicate slide 1

MWew Frame Ctrl+shift+M

"|[ES Text Box
Picture [3

bgd Object...

| L.y  Cursor

Timeline Actions

Z.f Scenario

Cursor will be placed on the current Frame.

Cursor movement path

The blue line that comes toward cursor represents cursor movement path.



To change starting point of the cursor movement, hold down Ctrl key and double-click into the
wanted point within a frame. In such a way you can modify the starting point of the cursor only
on the first Frame within a Slide. For all subsequent frames the starting point of the cursor
movement will be the cursor’s end point on the previous Frame.

In order to modify cursor’s end point, simply drag the cursor icon using mouse into the desired
point within a Slide.

Select “Previous Frame” menu item from the cursor context menu to merge the final position
of the cursor with the cursor’s end position on the previous Frame.

Select “Next Frame” menu item from the cursor context menu to merge the final position of
the cursor with the cursor’s end position on the next Frame.

5.4.2 Cursors Movement Time

It is possible to specify cursor movement starting time and duration of the cursor’s movement.
Select “Format Cursor” menu item from the cursor context menu... “Format” dialog screen
opens up.



Format

x]

Cursor |

General

Picture:

@

Display: 1.0 2 | seconds
Appear after: 0.0 2 | seconds
Click

.........................................

x
(]
=
=
m

o]

Apply to: |Se|eu:ted coursars A |

| ok || cance || oty |

The “Display” field contains information regarding duration of the cursor movement.
The “Appear after” field contains information regarding cursor movement starting time.

Within the same Frame it is possible to create complex multiple cursors movement paths by
adding several cursors. It is obvious, that for each subsequent cursor the movement start time
must be later than the movement end time of previous cursor.

For all cursors with the “Display click” setting turned on, the duration of the click is 0.7
second. This time period needs to be considered when defining display time for the Frame, and
when specifying setting “Appear After” for the next cursor in the frame.



5.5 Scenarios

Scenario presents itself as a template for building interactions between multiple
objects. Scenarios enable author of the course to define necessary parameters and get a filling
for the slide right away.

Even though the same task can be accomplished by placing text, pictures, and by specifying
interactions between them, the usage of scenarios significantly speeds up the process.

Sample of Scenario - Product Catalog .

5.5.1 Product Catalog

To insert Scenario on the Frame open Scenario Library on the task pane, select Scenario and
doouble click on its icon.

To change parameters of the scenario, open “Frame structure” section on the task pane. Select
“Edit scenario...” item from the context menu on the scenario identifier. Dialog window opens
up, where you can specify parameters for scenario.

For each product the following is defined:

e Name of the product.
e File containing the picture of the product.
e Formatted text describing the product.

Upon completion of all parameters, there will be list of the product’s names displayed on the
Slide. Once, one of the product’s name from the list is selected, the card for corresponding
product opens up.


file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Scenarios/sim_001_catalog.html

6. Handling Objects

6.1 Object position within a Frame

6.1.1 Object Selection

In order to execute command against the object, this object has to be selected.
Selected objects are outlined by markers, which are also used for object's resizing.

The processing information regarding selected object is displayed in the status field within
Courselab.

In case multiple objects are selected, status field contains only information pertaining to the
last selected object.

Selecting objects in the workspace

e To select object, click on it using left mouse button.

e In order to select multiple objects, left click on the desired object while holding down Shift
or Ctrl key.

e To undo selection selectively, left click on the object while holding down Shift or Ctrl key.
e Click anywhere within a Slide to undo selection of all objects.
e Use Ctrl+A combination to select all object in the Slide.
Regardless the fact that objects placed on the Master-Slide are visible on the standard Slides as

well, to select such objects they need to be opened within Master-Slide.

Sequential objects Selection within workspace
When object is selected, you can also select the subsequent object by pressing Tab key.

e Inorder to select previous object from the sequence, use Tab key while holding down Shift
key.

Object's selection in the task panel

1. Use View -> Tasks Pane -> Frame Structure to open Frame Structure section within Tasks
Panel.

2. To select the object in the Frame Structure, left click on the object's identifier. To select all
the objects within the group in the Frame Structure, left click on the group's identifier.

6.1.2 Border and fill colors. Opacity



When you insert any Object into a Frame, it is placed into the rectangular placeholder. Use
“Color” tab on the “Format” screen to specify placeholder’s background color. Note that these
parameters pertain only to the Object’s placeholder, rather than the Object itself. If the Objects
fit the entire rectangular placeholder (for example pictures), it is appropriate to specify the
placeholder’s background color only when the pictures contain transparent areas.

Exceptions: AutoShapes Objects, where changes to placeholder’s background and border

color apply to the AutoShapes directly.

o

Format

Colors and Lines |5ize | Pasition I Display | 5aund|

-

=

Fil
[ Mo fill

Color:

T .

Transparency: r

Lines

[ Mo lines

Color:

Weight:
Arrows

Beain: End:

0 %

1

| ok || cancel

Aoply |

J

On the same “Color” tab, move the “Transparency” Slider to modify the opacity of the Object’s
placeholder as well as the opacity of the Object itself.

6.1.3 Resizing Objects

Resizing objects using mouse

Hold the mouse button down, and then drag the cursor to the desired location in the Slide.

Dotted frame, which is moving along with cursor, indicates new size of the object's

1. Select object.
2. Position the cursor over one of the object's handles.
3. Press left mouse button.
4
placeholder.
5. Release the mouse button.

To interrupt resizing of the object, press Esc key.

Resizing objects using keyboard



1.
2.

Select desired object.

Hold down Shift key. Press the arrow keys to move right and bottom part of the object's
border.

The above mentioned methods can be also employed for resizing multiple objects.

Precise resizing of the object

1.
2.

Format §|

Colors and Lines | Size Position || Display | Sound
Size and rotate
Width: 300 — Height: 50 —
Rotation: il :
| 0K | [ Cancel ] [ Apphy ]

Select desired object.

Open "Format" dialog window by specifying "Format Object" command, which is available
either by selecting Format menu item from the context menu, or by pressing button in the
toolbar.

Select the Size page on the dialog window.

Specify new values for the Width and the Height of the object.

You can also use Format window for resizing several selected objects. When Format dialog
window is opened, the Width and the Height fields will be populated with the sizing values,
only if these values are identical for all the selected objects. If you leave the field empty,
corresponding size will remain unchanged for each object.

"Format Object" command is also available from the object's context menu in the "Frame
Structure" section of the Tasks Panel.

When you insert the Object of any shape into the Frame it is placed into the Rectangular
Placeholder. There are 3 types of Objects allocation within the Rectangular Placeholder:



e Object that can automatically adjust it’s size to the size of Rectangular Placeholder (For
example, pictures, and AutoShapes are always resizing it's height and width to fit the
Rectangular Placeholder),

e Object that can resize by itself (autofit to contents depending, for example, on the amount
of the text)

o fixed-size Object
6.1.4 Moving Objects

Moving objects using mouse

1. Move mouse cursor over the object.
2. Press left mouse button.

3. Hold the mouse button down, and then drag the cursor to the desired location in the Slide.
Dotted frame, which is moving along with cursor, indicates new location of the object's
placeholder.

4. Release the mouse button.

To interrupt relocation of the object, press Esc key.

Moving objects using keyboard

1. Select desired object.

2. Now, you can control the object motion with the keyboard strokes by pressing direction
keys.

Moving objects using buttons in the toolbar panel

4 Move Up. Selected object will be moved one position up. Command is available by
pressing button from the toolbar panel.

4 Move Down. Selected object will be moved one position down. Command is available by
pressing button from the toolbar panel.

= Move Left. Selected object will be moved one position to the left. Command is available by
pressing button from the toolbar panel.

i+l Move Right. Selected object will be moved one position to the right. Command is available
by pressing button from the toolbar panel.

The above mentioned methods can be also employed for moving multiple objects. Allocation of
selected objects in relationship to each other will remain unchanged.

Precise positioning of the object

1. Select desired object.



2. Open Format dialog window by specifying Format Object command, which is available
either by selecting Format menu item from the context menu, or by pressing button in the
toolbar.

3. Transfer to the Position page on the dialog window.

4. Specify new object's Horizontal and Vertical coordinates.

Format E|

Colors and Lines | Size | Posttion | Display | Sound

Position on slide

Horizontal; 196

4

Vertical: 184

4

[]can be dragged by mouse

| 0K |[ Cancel H Apply

You can also use Format window for resizing multiple selected objects simultaneously. When
Format dialog window is opened, the Width and the Height fields will be populated with the
sizing values, only if these values are identical for all selected objects. If you leave the field
empty, corresponding size will remain unchanged for each object.

Format Object command is also available from the object's context menu in the Frame
Structure section of the Tasks Panel.

You can cause the Object to be dragged by the mouse when the checkbox “Can be dragged by
mouse” is on the same tab —in this case, learner can drag the specified Object within a frame.

6.1.5 Aligning Objects
The objects on the Slide can be aligned relative to each other.

For two or more selected objects:

Horizontal Alignment
I

T

Align Left. Align the selected objects horizontally, relative to the border of the left most
object from the selection. Command is available by pressing button on the toolbar.

& Align Center. Selected objects are centered horizontally relative to the centerline of the



widest object from the selection. Command is available by pressing button on the toolbar.

=] Align Right. Align the selected objects horizontally, relative to the border of the right most
object from the selection. Command is available by pressing button on the toolbar.

Vertical Alignment

7 Align Top. Align the selected objects vertically, relative to the border of the top most
object from the selection. Command is available by pressing button on the toolbar.

4 Align Middle. Selected objects are centered vertically relative to the centerline of the
highest object from the selection. Command is available by pressing button on the toolbar.

=
=

Align Bottom. Selected objects are vertically aligned relative to the border of the lowest
object from the selection. Command is available by pressing button on the toolbar.

Commands available for three or more selected objects:

Horizontal distribution of the objects

#t=  Distribute Horizontally. Selected objects are horizontally equally distributed between the
outermost objects from the selection. Command is available by pressing button on the
toolbar.

Distribute Vertically

= Distribute Vertically. Selected objects are vertically equally distributed between the
outermost objects from the selection. Command is available by pressing button on the
toolbar.

6.1.6 Rotating Objects

Rotating objects using mouse

1. Place cursor over rotation marker.
2. Press left mouse button.

3. Hold the mouse button down, and then drag the cursor to the desired location in the Slide.
Dotted frame, which is moving along with cursor, indicates new location of the object's
placeholder.

4. Release the mouse button.

To interrupt rotation of the object, press Esc key.

It is also possible to rotate several objects at once. Allocation of selected objects in relationship
to each other will remain unchanged.

To specify precise value for the angle of object’s rotation

1. Select desired object.



2. Open Format dialog window by specifying Format Object command, which is available
either by selecting Format menu item from the context menu, or by pressing button in the
toolbar.

3. Transfer to the Size page on the dialog window.

4. Specify desired object's angle of rotation by supplying new value for the Rotation field.

Format §|

Colors and Lines | Size Position || Display | Sound
Size and rotate
Width: 300 - Height: 50 2
Rotation: o= :
| 0K | [ Cancel ] [ Apphy

You can also use Format window to specify angle of rotation for several selected objects. When
Format dialog window is opened, the Rotation field will be populated with the value, only if this
value is identical for all selected objects. If you leave the field empty, angle of rotation will
remain unchanged for each object. By doing so, you can specify value for the angle of rotation
for several objects.

IMPORTANT! The Browser’s capabilities are used for Object rotating when displaying the
learning Module. Due to some Browser limitations, the quality of the rotated Object can
be affected.

LIMITATION: An Objects rotation is supported only by Internet Explorer Browsers,
rotation is not supported by other Browsers.

6.1.7 Changing Objects Z-Order

Objects within a Slide appear sequentially. It is very illustrative in case objects are positioned
using cascading (see picture below). The newly created objects displayed first, therefore they
are covered by objects, which have been created later.



Slide Name

To modify the sequence of the objects (Z-Order), use the following commands:

4, Bring to Front command is available from the context menu Order -> Bring to Front or by
pressing corresponding button in the toolbar.

4y Send to Back command is available from the context menu Order -> Send to Back or by
pressing corresponding button in the toolbar.

Ly Bring Forward command is available from the context menu Order -> Bring Forward or by
pressing corresponding button in the toolbar.

LY Send Backward command is available from the context menu order -> Send Backward or by
pressing corresponding button in the toolbar.

6.2 Controlling Display Time

6.2.1 Effects

By default objects are entirely displayed on the frame. However, to make the learning process
even more interactive, specify transitions at display.

LIMITATION: The full set of effects/transitions displays correctly only in Internet
Explorer browser, in all other browsers the set of transitions is limited. In case
selected transition is not supported by particular browser CourselLab player will
automatically replace such transition with the one supported by current browser.

Use “Display” tab on the “Format” screen to specify object entry transition. The CourselLab (and
consequently the Courselab player) contains 24 options of built-in entry transitions. For each
transition out of all (entry or exit) specify duration in seconds.



Format rg|
Colors and Lines || Size Position |D|5F'|3'.-’| Sound
Display
Display: |Rest|:|fframe V| | seconds
Appear after: seconds
Entrance
Effect: | Wipe down W
Duration: 1.0 = | seconds
Exit
Effect: |Flanu:||:|m dissolve hd
Duration: 1.0 % | seconds
| ok || cance || oty |
Remarks

e Unlike the time of entry transition execution, which is included into the time of object
execution, the time of exit transition is not included into the time of object execution, thus
such transition will be carried out in “overtime”.

e Transitions as well as other common settings are applicable to the object’s placeholder.
Therefore, if placeholder’s size is much bigger than size of actual object, then transition
execution against an empty placeholder space might take some extra time.

e Transitions can be used not only at the time of object appearance, but also, at object
display (or closing) initiated by some action.

6.2.2 Objects Display Time

For the objects on the Slide it is possible to define the start time for displaying the object and
also, the duration of the objects display. Moreover, it is possible to specify that object should
be displayed only when initiated by certain event.

To modify object display start time and duration of the object display select Format... item from
the object context menu. “Format” dialog screen opens up.



%]

Format

Colors and Lines || Size Position |D|5F'|3'.-’| Sound

Display

Display: |5|:|E|:iﬁeu:| time V| |2.EI * | caconds
Appear after: seconds

Entrance
Effect: | Wipe down W
Duration: 1.0 = | seconds

Exit
Effect: |Flanu:||:|m dissolve w
Duration: 1.0 % | seconds

| ok || cance || oty |

e Object display mode You can choose one out of four options:

e None — object will not be displayed at all. This mode is used when object needs to be
displayed only upon certain action from the user.

e Rest of Frame — object will be shown from the moment display was turned on, up
until transition to the next Frame within the same Slide (or to another Slide, in case
current Frame is the last one or the only one on the Slide).

e Rest of the Slide - object will be shown from the moment display was turned on, up
until transition to the next Slide

o Specified time — object will be shown from the moment display was turned on until
specified time.

e Appear after.Defines delay of the object display start time relative to the Frame display
start time.

6.2.3 Timeline Pane

Besides explicitly specifying object’s display time, there is also an option/possibility to use visual
controls on the “Timeline” pane.

Select View -> Timeline to open “Timeline” panel. On the top portion of the module’s window
“Timeline” panel opens up.
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The thin grey colored vertical line represents time limit for the Frame display end time. In case
Slide consists of several Frames, at this particular time transition to the next Frame occurs.
Frame display time can be modified by dragging grey colored vertical line to the left or to the
right along the time scale.

Stripe lines with object’s identifiers in the “Frame timing” panel represent the time duration of
the object display. Left boundary of the stripe line represents object display start time. Right
boundary of the stripe line represents the time when object will disappear. You can change
object display start time and duration of the object display by dragging (using mouse) the
borders of the stripe lines or the stripe line itself.

Stripe lines with mouse cursors on it represent the time duration of the cursors
movement. The empty spots on the stripe lines represent time during which the cursor
remains still.

IMPORTANT! In case “Display Click” setting is specified in the cursor’s properties,
you should define the pause before the next cursor move or before Frame display
end time is not less than 0.7 seconds.

6.3 Object Properties

Object Properties are parameters of object, which can be used in actions and text substitution.



6.3.1 Common Object Properties

Common Object Properties are properties, that belongs to every Courselab object, and can be

used in actions and in text substitutions (OBJ_ID below means current object ID):

Property Returns

X Returns current X coordinate of top-left corner of object's position on
the Frame.

y Returns current Y coordinate of top-left corner of object's position on
the Frame.

w Returns current width of the object in pixels.

h Returns current height of the object in pixels.

startx |Returns initial X coordinate of top-left corner of object's position on the
Frame, that was defined in Edit mode.

starty |Returns initial Y coordinate of top-left corner of object's position on the
Frame, that was defined in Edit mode.

startw |Returns initial width of object.

starth |Returns initial width of the object in pixels.

Syntax

SoBJ_ID.X

SOBI_ID.Y

SoBJ_ID.W
Soss_ID.h

SoBJ_ID.startx

SoBJ_ID.starty

SosJ_ID.startw

Soss_Ip.starth

Note, that initial and current values are exactly the same until any position- or size-changing

action is applied to the object.

6.3.2 Specific Object Properties

Specific Object Properties are parameters of object, which can be used for actions and text
substitutions. Depending on the type of the object there could be different set of specific
properties (or none). Read corresponding object's topic to find which properties are available.

6.4 Binding sounds to Objects

In the learning Module created by Courselab you can bind audio files to any Object. Use the
“Sound” tab on the “Format” dialog screen, select the audio file to be bound with the Object
(the file will be automatically copied into the “Images” folder of the current learning Module).
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By default, the sound will start playing right after the Object appears on the frame. This feature
can be turned off by checking the “Disallow autoplay” check box. In this case the audio file will
be bound to the Object, however for playing the sound, the special Action “SOUND” should be
used. The following audio formats can be used: Adobe Flash (*.swf), or any format supported
by the Windows Media Player (*.wav, *.wma, *.mp3 and so on).

IMPORTANT! When using audio files, make sure to turn ON the feature under (“Module
menu — Runtime Settings”), which checks whether or not the system has the required
component for playing specific audio formats.

7. Animation

At first, the Slide contains only the single Frame. It is possible to achieve animation effect by
creating the sequence of the Frames with predefined duration of playback assigned to each
Frame.

7.1 Using Frames

Use “Frames” panel for managing the Frames on the Slide. To open “Frames” panel, select View
-> Frames.
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In the bottom part of the Module window the “Frames” panel opens up.

Add as many frames as necessary using menu Insert -> Frame. Make appropriate changes to
each of them to reflect animation sequence.

7.2 Frame Display Time

Each individual Frame has its own display time.

To modify display time in the “Frames” panel select Advance... item from the frame’s context
menu.

Display: seconds

Advance: | Immediate w |

| ok | [ Cancel

Specify display time in seconds.

IMPORTANT! Specified Frame’s display time has a higher priority over the display
time of the objects within the same Frame — in case this time is less than the
display time of some objects, then such objects will not be displayed at all.

Specify method of transition to the next Frame — Advance setting. By default, transition to the
next Frame takes place upon expiration of the frame’s display time (setting "Immediate")
Alternative setting is "Wait for Action" — it means stopping upon finishing frame’s display. In
this case, creation of action, which will trigger transition to the next Frame, will be of your
responsibility.



8. Events and Actions

All interactions between Objects in Courselab learning modules are based on the “Event —
Action” mechanism.

An Event is a signal originated either by the Object or during the course by the user. Generally,
Events are generated when the state of an Object changes (for example, at the moment of
Object appearance) otherwise Events are generated externally (for example, by mouse click on
the Object). Events are used for triggering Actions when creating relationships inside a Module.

Actions are predefined changes of an Object state and/or Module variables which are used for
creating complex Object behavior.

The Events are used to trigger execution of Actions.
The Event source could be :

1. aFrame or a Slide,
2. one of the Objects on the Frame.

In the first case, All Events are generated by the Courselab player; in the second case, the
common Events for all Objects are generated by the CourselLab player and all Object-specific
Events are generated directly in the Object’s code.

For illustration purposes, and to better understand the “Event — Action” mechanism, let us
review the following example: Picture a street with a pedestrian crosswalk equipped with two
traffic lights - one for pedestrians, and another one for vehicles. At the red signal of the vehicle
traffic light the traffic stops, and starts again when red signal switches its color to green.
Respectively, the pedestrians start crossing the crosswalk on the green signal and stop at red. In
the example described above in the Event of “red signal of the traffic light for vehicles”, the
“Car” type of Objects performed the Action “Stop”. In the Event of “green signal of the traffic
light for vehicles” , the “Car” type of Objects performed the Action “Start”. “Pedestrians” type
of Objects performs similar Actions but using Events of its own traffic light. The source for the
Events in both cases is the two traffic lights.

8.1 Events

An Event is a signal originated either by the Object or during the course by the user. Generally,
Events are generated when the state of an Object changes (for example, at the moment of
Object appearance) otherwise Events are generated externally (for example, by mouse click on
the Object).

Events are classified by Event Source: Slide, Frame, Object or Keyboard.

8.1.1 Slide and Frame Events
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Each Slide and Frame of the Learning Module is generating the following two events:

The “beforedisplay” Event arises at the moment when all Objects of the current Frame are fully
loaded, right before displaying the first Object from the list (remember, that even if all Objects
are to be displayed simultaneously, in practice the first Object to be displayed is the one which
is located underneath all other Objects). Even though both the Slide’s “beforedisplay” Events
and the Slide’s first Frame “beforedisplay” Events occur virtually simultaneously, the order of
triggering is as follows: The Slide’s “beforedisplay” Event will occur first, and next, the Frame’s
“beforedisplay” Event will follow.

This Event is useful for some actions that should be performed prior to any Slide/Frame object
creation: for example, setting variable value, which will be accessed when Objects are created.

The “afterdisplay” Event occurs at the moment the last Object from the list on the current
Frame is displayed. Please note, that the “afterdisplay” Event indicates that all Objects intended
for automatic display have been displayed and this Event has no relationship with the transition
to the next Frame or Slide. Even though “afterdisplay” Events for the last Frame and Slide occur
virtually simultaneously, the order of triggering is as follows: The Frame’s “afterdisplay” Event
will occur first, and next, the Slide’s “DISPLAY END” Event will follow.

This Event is useful for actions, which invokes already created Objects, since you can be sure
that Objects are already exist.

8.1.2 Events common to all Objects
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Any Object located on the Frame can be the source for the following events:

the “beforedisplay” Event is generated right before start of creation of the selected
Object;

the “afterdisplay” Event is generated at the moment of finishing Object creation (at the
end of an effect execution, if the transition effect has been used at display);

the “onclick” Event is generated by the user by left mouse click directly within an Object;

the “ondblclick” Event is generated by a mouse double-click directly within an Object. The
pause between the clicks, which indicates whether this is double-click rather than two
single clicks, corresponds to the mouse properties defined under the operating system
settings on the user’s computer;

the “onlmousedown” Event is generated when the left mouse button is pressed down
within an Object;

the “onlmouseup” Event is generated when the pressed left mouse button is released
within an Object;

the “onrmousedown” Event is generated when the right mouse button is pressed down
within an Object;

the “onrmouseup” Event is generated when the pressed right mouse button is released
within an Object;

the “onmouseover” Event is generated when the mouse cursor reaches the outside border
of the Object, i.e. at the Object’s “Entry” point;

the “onmouseout” Event is generated when the mouse cursor reaches the inside border of
the Object, i.e. at the Object’s “Exit” point;



e the “ondrop” Event is generated when the dragged Object is dropped. It is important to
understand, that if one Object is dragged and dropped over another Object, the second -
i.e. target - Object would be the source of the generated event.

8.1.3 Custom Object Events

Besides general events, which are common to all Objects, there is a set of Objects (usually these
are complex Objects, for example, questions), which can generate custom Events (specific to
each Object).
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For example, “Question” types of Objects can generate Events such as "on Success", "on
Failure", "on Attempts Limit", and other Events specific to the test questions. However, when it
comes to managing these Events they are treated the same as any other Event. Custom Objects

Events are described in the corresponding sections under the “Object”.

These Events are described in Help documents of corresponding Objects.
8.1.4 Using Keyboard events
You can use keyboard events (i.e. pressing the keys) to launch action sequences. For every slide

you can define onkeydown events (as many, as you wish - depending on key combinations
number needed).



Note, that keyboard events can be defined on the Slide and Frame only (i.e.
specific objects cannot have it's own onkeydown events).

To define such event open action editor using Slide context menu and right click on free white
space in Events pane.
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Create as many onkeydown events as you need.
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8.2 Actions

Actions are predefined changes of the object state and/or module variables, which are used for
composing complex object behavior.

To create actions you can either employ built-in actions (which are listed in the Action Panel),
or use JavaScript if you are familiar with this language.

Built-in actions

e EXTERNAL URL - enables opening resource external to the Learning Module in the new
Browser Window

e RETURN - performs transition to the Slide where action CALL was previously executed

e ROTATE - START - initiates object rotating

e ROTATE - STOP - discontinues object rotating

e CALL - enables transition to the specified Slide
e MAOVE - START - initiates moving of the object within a frame
e MOVE - STOP - interrupts movement of the selected object or all currently moving objects

e |F - conditional action, executes set of subordinate actions if condition expression is
evaluated to true

e |F COMPLETION STATUS - Branches actions depending on completion status.

e |F SCORE - Branches actions depending on score.

e |F SUCCESS STATUS - conditional action, executes set of subordinate actions depending on
the Success Status of the specified objective

e |F COMPLETION STATUS - conditional action, executes set of subordinate actions
depending on the Completion Status of the specified objective

e SOUND - either initiates or stops playback of the audio file

e ELSE - alternative branch for conditional actions: CHECKHIT, IF, IF COMPLETION STATUS, IF
SCORE, IF SUCCESS STATUS

e METHOD - enables launching execution of object's methods

e NAVIGATION - enables turning ON/OFF capability for transition to another Slides of the
Module

e PARALLEL - enables launching of dependant actions in parallel threads
e SET SCORE. Changes score for specified objective.

e DELAY - inserted into the sequence of actions will interrupt sequence
e VARIABLE - defines variable and it’s value for CourselLab Player

e GOTO - enables transition to another Slide or Frame

e PRINT - calls standard browser's Print dialog window
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e DISPLAY - enables turning ON/OFF object display

e SEQUENTIALLY - enables launching of dependant actions in strict sequential order

e MSGBOX - enables display of the message warning window

e CHECKHIT - conditional action, is used for verifying the particular object that was dropped
onto the selected ones

e SIZE - START - initiates resizing of the object within a frame
e SIZE - STOP - interrupts resizing of the selected object or all currently resized objects
e TIMER - is used for delayed launching of dependant actions

e SET SUCCESS STATUS - changes Success Status for the specified objective

e FOR - is used for executing dependant actions specified number of times
e JAVASCRIPT enables execution of custom JavaScript code
e Z-INDEX - defines absolute or relative z-index of the object

e Using Expressions in Actions

e Using Keyboard events

8.2.1 EXTERNAL URL

EXTERNAL URL action enables opening resource external to the Learning Module in the new
Browser Window.

EXTERNAL_URL ( edit URL)
Parameters

URL
String or expression (must have string value). URL for opening in the new Window.

URL should be specified with respect to the Internet addressing rules, specifying the protocol,
for example: http://www.courselab.com/ .

8.2.2 RETURN

RETURN action performs transition to the Slide where action CALL was previously executed..

RETURN
Parameters

No parameters.

8.2.3 ROTATE - START

ROTATE - START action initiates object rotating.
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LIMITATION: Objects rotation is supported only by Microsoft Internet Explorer.

LIMITATION: The object, which can be dragged by mouse (i.e. corresponding
checkbox in Object properties is checked), can not be turned or moved. For this
type of objects “MOVE - START” action will be ignored.

ROTATE - START ( objectid Object edit Angle select Additive time Duration )
Parameters

Object
String. The identifier of the object which will be rotated.

Angle
Number or expression (must have numeric value). Indicates the angle in degrees and
direction of rotation. Positive value refers to rotating clockwise; negative value refers to
rotating counter-clockwise.

Additive
Token. Possible values :

Value Description

Replace Defines absolute angle, i.e. rotating angle will be counted from
initial object's state.

Add Defines relative angle, i.e. rotating angle will be counted from
current object's state.

Duration
Number. Defines time of rotation in seconds. Zero value corresponds to the instant
rotation of the object.

Remarks

You can rotate the object more than one full turn, specifying Angle parameter of more than 360
degrees.

8.2.4 ROTATE - STOP

ROTATE - STOP action cancels object rotating.

ROTATE - STOP ( objectid Object select All_Objects )
Parameters

Object
String. The identifier of the object, which rotation needs to be cancelled. In case
rotation of all objects need to be cancelled this parameter is ignored (and it may be left
blank).

All_Objects
Token. Possible values:
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Value Description

Yes Rotation of all currently rotating objects will be
cancelled; input value for object parameter will be
ignored.

No Rotation of the Object specified in the object

parameter will be cancelled.

8.2.5 CALL

CALL action enables transition to the specified Frame of the Slide. The first parameter for this
action is the target Frame identifier where transition will be performed to. The second
parameter allows predefined shortcuts to common values.

Action CALL is similar to GOTO action, the only difference is that during execution of this action,
identifier of the current Slide remains in memory as a parameter for the RETURN action.

CALL ( frameid Frame select Option )
Parameters
Frame

String. Target Frame identifier where transition will be performed to. Value of this
control will be ignored in case Option parameter is set to any value except for "Specified

Frame".
Option
Token. Defines target of transition. Possible values:
Value Description
Specified Frame Transition will be performed to the Frame that is

selected in Frame control

Next Frame Transition will be performed to the Frame which is
next to current Frame (if exists). Value of Frame
control is ignored.

Previous Frame Transition will be performed to the Frame which is
previous to current Frame (if exists). Value of Frame
control is ignored.

Next Slide Transition will be performed to the first Frame of
the Slide which is next to current Slide (if exists).
Value of Frame control is ignored.

Previous Slide Transition will be performed to the first Frame of
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the Slide which is previous to current Slide (if
exists). Value of Frame control is ignored.

Remarks

RETURN action performs transition to the Slide where action CALL was previously executed.

8.2.6 MOVE - START

MOVE - START action initiates moving of the object within a frame.

LIMITATION: The object, which can be dragged by mouse (i.e. corresponding
checkbox in Object properties is checked), can not be turned or moved. For this
type of objects “MOVE - START” action will be ignored.

MOVE - START ( objectid Object edit X edit Y select Additive time Duration )

Parameters

Object
String. Identifier of the object, which will be moved.

X
Number or expression (must have numeric value). Defines horizontal coordinate in
pixels of the point where the object will finish its move, depending on the Additive
parameter this value can be either absolute (i.e. counted off frame’s top left corner), or
relative to the current value.

Y

Number or expression (must have numeric value). Defines vertical coordinate in pixels
of the point where the object will finish its move, depending on the Additive parameter
this value can be either absolute (i.e. counted off frame’s top left corner), or relative to
the current value.

Additive
Token. Possible values :

Value Description

Replace Specified x and v coordinates define the absolute
coordinates of the point where the object will be
moved.

Add Specified x and v coordinates will be added to the

current ones (i.e. the object will be moved with
regards to added coordinates relative to the
object’s current position).

Duration
Number. Defines time in seconds of object relocation. Zero value corresponds to instant
object relocation.
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8.2.7 MOVE - STOP

MOVE - STOP action interrupts movement of the selected object or all currently moving
objects.

MOVE - STOP ( objectid Object select All_Objects )
Parameters

Object
String. The identifier of the object, which movement needs to be cancelled. In case
movement of all objects need to be cancelled this parameter is ignored (and it may be
left blank).

All_Objects
Token. Possible values:

Value Description

Yes Movements of all currently moving objects will be
cancelled; input value for object parameter will be
ignored.

No Movement of the Object specified in the object

parameter will be cancelled.

8.2.8 IF

IF - conditional action. Conditional action does not perform any noticeable changes to the
Frame, it is rather intended for managing the execution of other actions. Enables launching of
different dependant actions (or sequences of actions) with regards to the condition being
evaluated.

You can use ELSEaction to form alternative action sequence (i.e. when condition is not met).

IF ( edit Condition )
Parameters

Condition
Boolean expression. Condition can contain Courselab variable value (as #var_name,
where var_name is variable name - please refer to VARIABLE section for additional
information) or object's property value (as SOBJ_ID.property, where OBJ_ID is actual
object ID and property is existing object's property name - please refer to Object
Properties section for additional information) or expressions.

Remarks

Action sequence, which is to be managed by IF action, must be indented at one position from
IF.
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See also Using Expressions in Actions for more details.

8.2.9 IF COMPLETION STATUS

IF COMPLETION STATUS action executes set of dependant actions depending on the
Completion Status of the specified objective. You can use ELSE action to form alternative action
sequence (i.e. when condition is not met).

IF_COMPLETION_STATUS ( objectiveid Objective select Status )
Parameters

Objective

String. ldentifier of the objective, Completion Status of which must be verified.
Status

Token. Can have one of the following values:

Value Description

Unknown Completion Status is unknown

Not Attempted Completion Status of selected objective has value "Not Attempted"

Incomplete Completion Status of selected objective has value "Incomplete"

Completed Completion Status of selected objective has value "Completed"
Remarks

Set of actions dependant to IF COMPLETION STATUS action must be indented on one position
to IF COMPLETION STATUS action.

8.2.10 IF SCORE

IF SCORE action executes set of dependant actions depending on the Score (or subset of Score)
of the specified objective. You can use ELSE action to form alternative action sequence (i.e.
when condition is not met).

IF SCORE ( objectiveid Objective edit Source select Condition edit Score )
Parameters

Objective
String. The identifier of the objective, the score of which will be verified.

Source
String or expression (must have string value). Specifies the source of the current score
verification, i.e. objective's score subset identifier. If this parameter is omitted, then
objective's total score will be verified. If this score subset does not exist in this objective,
then its score will be treated as 0. Source parameter can be some task identifier (not
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necessarily object ID - you can assign it as you wish, but with respect to usual limitation
on special symbols). It is used to differ scores from different task in objective's score
"heap". In other words, this parameter defines subset of this objective's score. Note,
that objects that can add score to objectives automatically (i.e. Question and Test
objects) always use their Object ID as Source, therefore you can easily verify score from
any of such objects using its Object ID as Source parameter (and do not forget to define
Objective parameter).

Condition
Token. Defines the rule of verification:

Value Description
< Verified score is less than score parameter
> Verified score is greater than score parameter

= Verified score is exactly equal to score parameter

<= Verified score is less than or equal to score
parameter
>= Verified score is greater than or equal to score
parameter
<> Verified score is not equal to score parameter
Score
Number or expression (must have numeric value).
Remarks

Action sequence, which is to be managed by IF SCORE action, must be indented at one position
from IF SCORE.

8.2.11 IF SUCCESS STATUS

IF SUCCESS STATUS action executes set of dependant actions depending on the Success Status
of the specified objective. You can use ELSE action to form alternative action sequence (i.e.
when condition is not met).

IF_SUCCESS_STATUS ( objectiveid Objective select Status )
Parameters

Objective

String. Identifier of the objective, Success Status of which must be verified.
Status

Token. Can have one of the following values:
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Value Description

Unknown Success Status is unknown

Failed Success Status of selected objective has value "Failed"

Succeeded Success Status of selected objective has value "Passed"
Remarks

Set of actions dependant to IF SUCCESS STATUS action must be located down below to the
right relatively to IF SUCCESS STATUS action.

8.2.12 SET COMPLETION STATUS

SET COMPLETION STATUS action changes Completion Status for the specified objective.

SET COMPLETION STATUS ( objectiveid Objective select Status )
Parameters

Objective

String. The identifier of the objective, Completion State of which will be changed
Status

Token. Represents the value of the selected objective's Completion Status to be

assigned:
Value Description
Unknown No information on objective's completion status.
Not Attempted Completion of the objective is not started yet.
Incomplete Completion of the objective is started, but it is not finished yet.
Complete Completion of the objective is finished.
8.2.13 SOUND

SOUND action either initiates or stops playback of the audio file.
SOUND ( objectid Object edit File select Action )

Parameters

Object

String. The identifier of the object with associated audio file, which playback needs to be
either started, or stopped.



File
String. Path to the audio file, which playback needs to be either started or stopped. In
case File parameter is not empty, input value for this field will have higher priority than
value of the Object parameter, thus action will be performed against the file specified in
the File parameter instead of the Object (the value of the Object parameter will be
ignored and may be left blank).

Action
Token. Defines whether playback should be started or stopped:

Value Description

Start Selected audio source will start playing.

Stop Selected audio source will stop playing.
Remarks

Audio file can be in Adobe Flash Player (*.swf) format or in any other format supported by
Windows Media Player (*.mp3, *.wav, *.wma, and others).

8.2.14 ELSE

In case alternatives should be used when IF conditional expression (or other conditional action)
is not satisfied (value is false), ELSE action can be added as a dependant action to the IF action
to define alternative sequence of actions.

ELSE
Parameters

No parameters.

Remarks
ELSE must be indented at one position from its parent conditional action.

Action sequence, which is to be managed by ELSE action, must be indented at one position
from ELSE.

8.2.15 METHOD

METHOD action enables launching execution of methods — actions built into the Object.
However, it should be taken into consideration that not all types of objects have built-in
Methods.

METHOD ( objectid Object methodid Method )

Parameters
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Object

String. Identifier of the object, which method should be launched.
Method

Selector. Method that should be launched.

Remarks
Please note that in case the selected method has associated input parameters additional entry

fields will appear for inserting method’s parameters. Look at object's description to get more
information on its specific method.

8.2.16 NAVIGATION

NAVIGATION enables turning ON/OFF capability for transition to another Slides of the Module.
NAVIGATION ( select Navigation_Objects select Action )

Parameters

Navigation Objects

Token. Determines the set of navigation objects that may be used for transition to
another Slide, which need to be enabled/disabled:

Value Description

All Navigation Objects All Navigation Objects will be turned enabled/disabled

Prev and Next Buttons Previous and Next Slide Buttons will be turned enabled/disabled
Prev Button Previous Slide Buttons will be turned enabled/disabled

Next Button Next Slide Buttons will be turned enabled/disabled

Replay Button Replay Slide Buttons will be turned enabled/disabled

Navigation Menu Navigation Menu will be turned enabled/disabled

Contents Access to Contents Tab (or Window) will be enabled/disabled

Action
Token. Possible values:

Value Description
Enable Selected objects will be enabled
Disable Selected objects will be disabled

8.2.17 PARALLEL



PARALLEL action enables launching of dependant actions concurrently, i.e. each next action will
be launched virtually simultaneously with previous one, using parallel thread.

PARALLEL
Parameters
No parameters.
Remarks

Action sequence, which is to be managed by PARALLEL action, must be indented at one
position from PARALLEL.

See also SEQUENTIALLY action to launch action in sequence (this is default behavior).

8.2.18 SET SCORE

SET SCORE action changes score for specified objective.

SET SCORE ( objectiveid Objective edit Source select Additive edit Score )
Parameters

Objective
String. The identifier of the objective, the score of which will be changed.

Source
String or string expression. Specifies the source of the current score modification, i.e.
some task identifier (not necessarily object ID - you can assign it as you wish, but with
respect to usual limitation on special symbols). It is used to differ scores from different
task in objective's score "heap". In other words, this parameter defines subset of this
objective's score.

Additive
Token. Defines the rule of changing:

Value Description

Replace Score will replace already existing in the given objective score from
specified source

Add Score will be added to already existing in the given objective score
from specified source

Score
Number or expression (must have numeric value).

8.2.19 DELAY

DELAY action that is inserted into the sequence of actions will interrupt actions execution for
specified time.
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DELAY ( edit Duration select Infinite )
Parameters
Duration

Number. Defines delay time in seconds for interrupting the sequence of actions. If
parameter Infinite is set to “Yes”, then Duration parameter will be ignored.

Infinite
Token. Defines delay mode.
Value Description
Yes The sequence of actions will be interrupted
indefinitely, until some action from the user is
performed. bpuration parameter will be ignored.
No The sequence of actions will be interrupted for the time specified.
8.2.20 VARIABLE

VARIABLE action defines runtime variable and it’s value, or, in case variable with specified
name already exists, variable’s value will be changed.

VARIABLE ( edit Name edit Value select Scope )
Parameters

Name
String. Name of the variable.
Value
Boolean, number, string or expression. Value of variable
Scope
Token. Defines scope where this variable is variable. Possible values:

Value Description
Current Slide Variable will exist only on current Slide.
Entire Module Variable will be accessible for all the Slides within a Module.

Using variables in expressions

To insert variable value into expression use “#” prefix symbol in front of the variable name (i.e.
if variable name is var_name, then #var_name should be used for inserting variable value into
the expression). See Using Expressions in Actions for more details.

Remarks
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To modify existing variable’s value, use the same VARIABLE action, in this case in the “Name”
field specify name and scope of existing variable.

8.2.21 GOTO

GOTO action enables transition to the specified Frame of the Slide.

This action is similar to CALL action, the only difference is that no visit history information is
stored.

GOTO ( frameid Frame select Option )
Parameters
Frame

String. Target Frame identifier where transition will be performed to. Value of this
control will be ignored in case Option parameter is set to any value except for "Specified

Frame".
Option
Token. Defines target of transition. Possible values:
Value Description
Specified Frame Transition will be performed to the Frame that is

selected in Frame control

Next Frame Transition will be performed to the Frame which is
next to current Frame (if exists). Value of Frame
control is ignored.

Previous Frame Transition will be performed to the Frame which is
previous to current Frame (if exists). Value of Frame
control is ignored.

Next Slide Transition will be performed to the first Frame of
the Slide which is next to current Slide (if exists).
Value of Frame control is ignored.

Previous Slide Transition will be performed to the first Frame of
the Slide which is previous to current Slide (if
exists). Value of Frame control is ignored.

8.2.22 PRINT

PRINT action calls standard browser's Print dialog window.

PRINT
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Parameters
No parameters.

8.2.23 DISPLAY

DISPLAY action enables turning ON/OFF object display. This is the most frequently used action.

DISPLAY ( objectid Object select Display select Effect time Duration )

Parameters
Object
String. The identifier of the object, which must be either displayed, or hidden.
Display
Token. Hide or Show selected object
Value Description
Show Object will be displayed
Hide Object will be hidden
Effect
Token. Enables using of transition on this action:
Value Description
Object Use transition defined in selected object's properties
None Disable transition
Any other value Selects transition type for this action
Duration

Number. Duration of selected transition in seconds (will be ignored if None selected in
parameter Effect).

8.2.24 SEQUENTIALLY

SEQUENTIALLY action enables launching of dependant actions in strict sequential order, i.e.
each next action will be launched only upon completion of the previous one, unlike the usual
routine, where actions are launched in predefined order, even the previous action is not even
finished.

SEQUENTIALLY
Parameters

No parameters.



Remarks

Action sequence, which is to be managed by SEQUENTIALLY action, must be indented at one
position from SEQUENTIALLY.

See also PARALLEL action if you need to launch actions concurrently.

8.2.25 MSGBOX

MSGBOX action enables display of the message warning window for the user with text
specified.

MSGBOX( edit Text )
Parameters

Text
String (delimited with ") or expression of any available type. Message text.

Remarks

Parameter can contain Courselab variable value (as #var_name, where var_name is variable
name - please refer to VARIABLE section for additional information) or object's property value
(as SOBJ_ID.property, where OBJ_ID is actual object ID and property is existing object's
property name - please refer to Object Properties section for additional information) or

expression.

8.2.26 CHECKHIT

CHECKHIT action is used for verifying the particular object that was dropped onto the selected
ones. The only parameter for this action is the identifier of the object being dragged, which is to
be verified with regards to compliance.

Typically, this action is triggered by ondrop event generated by object-target. In case identifier

of the object being dragged is identical to the specified one, sequence of dependant actions will
be executed.

CHECKHIT ( objectid Object )
Parameters
Object
String. The identifier of the object being dragged, which is to be verified with regards to

compliance.

Remarks

You can use ELSEaction to form alternative action sequence (i.e. when condition is not met).
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Action sequence, which is to be managed by CHECKHIT action, must be indented at one
position from CHECKHIT.

8.2.27 SIZE - START

SIZE - START action initiates resizing of the object within a frame.

LIMITATION: Some objects (usually those, that automatically adjust their size
depending on content,- for example, text boxes, balloons etc.) may resize
correctly by X coordinate, but automatically adjust the size by Y coordinate
(ignoring H parameter of this action).

SIZE - START ( objectid Object edit W edit H select Additive time Duration )
Parameters

Object
String. Identifier of the object, which will be resized.

w
Number or expression (must have numeric value). Defines width change of the object,
depending on the Additive parameter this value can be either absolute (i.e. define new
width of the object), or relative to the current width.

Number or expression (must have numeric value). Defines height change of the object,
depending on the Additive parameter this value can be either absolute (i.e. define new
height of the object), or relative to the current height.

Additive
Token. Possible values :

Value Description

Replace Specified w and # parameters define new width of
the object (absolute values).

Add Specified w and # parameters will be added to the
current width and height of the object (i.e. the
object will be resized with regards to added
coordinates relative to the object’s current size).

Duration
Number. Defines time in seconds of object resize. Zero value corresponds to instant
object relocation.

8.2.28 SIZE - STOP

SIZE - STOP action interrupts resizing of the selected object or all currently resized objects.

SIZE - STOP ( objectid Object select All_Objects )

Parameters
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Object
String. The identifier of the object, which resize needs to be cancelled. In case resize of
all objects need to be cancelled, this parameter is ignored (and it may be left blank).
All_Objects
Token. Possible values:

Value Description

Yes Resize of all currently resized objects will be
cancelled; input value for object parameter will be
ignored.

No Resize of the Object specified in the object

parameter will be cancelled.

8.2.29 TIMER

TIMER action is used for delayed launching of dependant actions.

TIMER ( edit Duration )
Parameters

Duration
Number. Value of timer delay in seconds.

Remarks

Action sequence, which is to be managed by TIMER action, must be indented at one position
from TIMER.

8.2.30 SET SUCCESS STATUS

SET SUCCESS STATUS action changes Success Status for the specified objective.

SET SUCCESS STATUS ( objectiveid Objective select Status )
Parameters
Objective
String. The identifier of the objective, Success Status of which will be changed .

Status
Token. Represents the value to be assigned to selected objective’s Success Status:

Value Description
Unknown No information on status.

Failed Success Status of selected objective has value "Failed"



Succeeded Success Status of selected objective has value "Passed"

8.2.31 FOR

FOR action is used for executing dependant actions specified number of times.

FOR ( edit Name edit From edit To edit Step select Scope )
Parameters

Name

String. Cycle counter variable name.
From

Number or expression (must have numeric value). Starting value for the cycle counter.
To

Number or expression (must have numeric value). Stopping value for the cycle counter.
Step

Number or expression (must have numeric value). lteration step for the cycle counter.
Scope

Token. Defines scope of the cycle counter variable. Possible values:

Value Description

Current Slide Variable will exist only on current Slide.

Entire Module Variable will be accessible for all the Slides within a Module.
Remarks

Action sequence, which is to be managed by FOR action, must be indented at one position from
FOR.

8.2.32 JAVASCRIPT

JAVASCRIPT action enables execution of any custom JavaScript code.
JAVASCRIPT ( textedit Text )
Parameters

Text
Javascript code.

8.2.33 Z - INDEX

Z - INDEX action changes Z coordinate of the object (i.e. brings the layer, where the object is
located, forward or backward). Z - INDEX is not measured in pixels, its value is always relative,
i.e. layers with greater Z - INDEX will be located in front of layer with smaller Z - INDEX.
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Z_-_INDEX ( objectid Object edit Z select Additive )
Parameters

Object
String. Identifier of the object, Z - INDEX of which will be changed.
V4
Number or expression (must have numeric value). Specifies change of Z - INDEX of the
selected object.
Additive
Token. Defines the rule of changing:

Value Description

Replace z parameter value will replace current object's Z -
INDEX

Add zparameter value will be added to current object's
Z - INDEX

8.2.34 Using Expressions in Actions

Expressions can be used in action parameters to calculate parameter values. Courselab
variables and object properties can be used as expression arguments along with numbers and
strings. When action is launched, every expression in action parameters is evaluated and
replaced with expression value.

Boolean expression is the type of expressions that has boolean true or false as a result of
evaluation. This type of expression is generally used in IF action to define condition statement.
Example of boolean expression is:

f#tvarl==#var2+10

Note, that if you define incorrect expression, it may cause the error in module. Please double
check expression syntax to avoid problems.

Operators allowed for building expressions:

Operator | Description

Arithmetic/String
+ Addition of numbers or concatenation of strings
- Subtraction or negation (numbers only)

* Multiplication (numbers only)
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&&

Division (numbers only)

Boolean

NOT - unary Boolean negation - if operand evaluates to true then the result
evaluates to false and vice versa.

AND - if both operands evaluate to true then the result evaluates to true,
otherwise - false

OR - if either or both operands evaluate to true then the result evaluates to
true, otherwise - false

Comparison
Not equal (usually works fine, but may depend on automatic data type conversion *)
Equal (usually works fine, but may depend on automatic data type conversion *)
Greater than
Greater than or equal
Less than

Less than or equal

* Data type conversion: numbers and symbols of numbers are different types of
data, i.e. in general, for example, 34 should not be equal to "34" (first is number,
second is string). But JavaScript programming language (which is used in
Courselab runtime) has automatic data type conversion feature, i.e. 34 may be
equal to "34" in conditional statement. Please be aware of this feature.

Data types allowed for building expressions:

Data type

NUMBER

BOOLEAN

STRING

VARIABLE

Description

[0...9] - any sequence of these characters

true | false - predefined dictionary values

Any character sequence enclosed in quotes ("" or "'). Using of " and ' inside the string is forbidden -
if you need these characters to be included in string - use backslash to mask them (i.e. \" will mean
single " inside the string)

Courselab run-time variable value (i.e. # sign followed by variable name). Characters, that can be
used in variable name include 0-9, a-z, A-Z, _ Note, that no whitespaces are allowed in variable



names.

IDENTIFIER | Used for inserting object properties in expression. Syntax for object
property iS Sobject_identifier.object_property, where object_identifier and object_property
are of IDENTIFIER data type. Characters, that can be used in IDENTIFIER
include 0-9, a-z, A-Z, _ Note, that no whitespaces are allowed.

Math functions allowed for building expressions:

Function Description

Math.random() returns random number greater than 0 and less than 1
Math.PI returns Pl value

Math.sin( x) returns sine of x

Math.cos( x) returns cosine of x

Examples of expressions:

Expression Description
#varl<=fvar2+10 Simple boolean expression for IF action
((#varl>5) && (#var2>10)) | | Complex boolean expression for IF action

#var3=="'cancel’

#varl*#var2/100 Numeric expression for defining action parameter numeric value
(arythmentic)

#varl+" is correct" String expression for defining action parameter string value
(concatenating strings)




9. Scoring

Scores and statuses in Learning Modules created with Courselab are based on using objectives
and rules.

9.1 Objectives

Objective is a special parameter for evaluating of Learning Module completion and success.

There might be one or several objectives in the single Module. Technically, there is no
limitation on number of learning objectives; however, such limitations can be introduced when
using certain International standards of data transfer protocols (for example, in SCORM the
number of objectives cannot exceed 100).

Each objective has a Score, Success Status and Completion Status.
Success Status can have one of the following values:

e Unknown
o Failed (objective is not accomplished)
e Passed (objective is accomplished)

Competion Status can have one of the following values:

e Unknown

e Not Attempted (completion of the objective is not started yet).

e Incomplete (completion of the objective is started, but it is not finished yet)
e Complete (completion of the objective is finished).

One of the objectives for the Module must have defined setting "Module objective". Module
translates results of completion of this objective to the Learning Management Systems as a
result of completion for the entire Module. By default, it is named "total" and has predefined
initial completion status "incomplete" (it means that entire module will have completion status
"incomplete" immediately after initial launch).

During Module execution the properties of the objectives change either by employing special

actions, or by employing actions built-in into the complex objects (for example, "Question"
objects record score into the defined objective by itself).

To add new objective:

1. Select Module -> Runtime Settings...



b - [Test Module *]

t Tools | Module | Window Help

= |_§| & ViewModule F5

I . Wiew slide Shift+F5
% LUpdate Objects
p— Delete Unused Files

Design Settings.. Alt+F7

b Runtime Settings...

2. In the opened “Runtime Settings” dialog screen go to the “Objectives” tab.

3. On the “Objectives” tab press “Add” button.

Module Properties

General | Objectives |Hules Checks | Runtime

Ohjectives
Identifier Max Score Min Score Maodule
total i] 100 fes

Add... ] [ Delete ] [ Properties...

| OK |[ Cancel ]

4. Use “Objective” dialog screen to specify objective’s settings. Specify objective's identifier
(please, use latin charachters and numbers only), objective's description (plain text, if needed),
initial completion and success statuses and scores. There must be always only one objective
marked as Module Objective - score and statuses of this objective will be sent to LMS as whole
module score and statuses. Initial statuses are set by default to: Completion status to
"Incomplete"”, Success status to "Unknown". It means that, once learner has enered the
module, its completion status immediately becomes "Incomplete". This is most common
behaviour. Minimal and maximal scores are set by default to 0 an 100 correspondingly. Minimal
score is the initial score value (in most cases 0). Maximal score must be changed to sum of all
scores that can be achieved bu learner - i.e. maximal possible score for this objective. This value
is used by LMS (and result displaying objects) to calculate percent values.



Objective [‘S__<| .
|

Identifier: | total
Description: | This is automatically created module ob |
Initial State
Completion: | Incomplete v|
Success: | Unknown v |
Score
[ K. ] [ Cancel

Actions to change objectives
Actions with scores and statuses include:

e SET SCORE. Changes score for specified objective.
e SET COMPLETION STATUS. Changes objective's completion status.

e SET SUCCESS STATUS - Changes objective's success status.

e |F SUCCESS STATUS - Branches actions depending on success status.

e |F COMPLETION STATUS - Branches actions depending on completion status.

e |F SCORE - Branches actions depending on score.

9.2 Rules

The Rule presents the set of conditions. If conditions are satisfied the status of indicated
objective will change. Using Rules allows transferring control on both Success and Completion
Statuses to the Courselab player, i.e. statuses will be changed automatically.

To add Rule:

1. Select Module -> Runtime Settings...
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file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Reference_Actions_Set_Success_Status.htm
file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Reference_Actions_If_Success_Status.htm
file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Reference_Actions_If_Completion_Status.htm
file:///C:/Users/Weblin/Documents/CHM27/en-US/Project1_output/SingleHTML/Reference_Actions_If_Score.htm

b - [Test Module *]

t Tools | Module | Window Help

= [g] & ViewModule F5
2 4

View Slide Shift+F5

% LUpdate Objects

Delete Unused Files

Design Settings.. Alt+F7

Runtime Settings...

2. In the opened “Runtime Settings” dialog screen go to the “Rules” page.

3. On the “Rules” tab press “Add” button.

Module Properties

| General || Ohbjectives | Rules |Cheu:|-:s || Huntime|

Rules

“total™ Success “Unknown”, Success Tnoomplete”
“total”; Success "Unknown®, Success "Completed”

[ Lp ] [ Add... ] [ Delete ] [ Properties...

| ok || cancel

For each Rule specify the following:



Rule E|
Ohjective: total 3
Success Status: Unknown "
Completion Status: Completed w
Conditions:

Slides Visited From "SLIDE_1" To "SLIDE_6"

AMD Slides Visited From "SLIDE_8" To "SLIDE_3"

| ok |[ Cancel ]

o Identifier of the objective, which state will be changed due to the Rule execution.
e Success Status for specified objective, in case Rule must change it.

e Completion Status for specified objective, in case Rule must change it.

Ill

e The logical expression among the conditions. If conditions are satisfied, Rule will “work”.
The different logical conditions are connected to each other by following logical operators:
AND, OR, XOR, and NOT. To change logical operation, select desired operation from the list
and press “Operation” button. The logical operators can be grouped by using round
parentheses. Select conditions from the list and press “Group” button to add parentheses.
Select conditions inside of parentheses and press “Ungroup” button to remove
parentheses.

Conditions
Each condition defines one of the following checks:

1. Slides Visited. Condition is satisfied if during Module execution all the Slides in sequence,
including the ones with defined identifiers were viewed by the student.



Condition E'

Slides Visited S |SLIDE_T =
Ohjective Score
Ohijective Success To: |SL|DE—E | E]
Ohjective Completion

| oK, | [ Cancel ]

2. Objective Score. Condition is satisfied if value of the actual objective’s score for the defined
condition is for example greater or equal to the specified value. For comparison of specified
score with actual score, the following operators are employed: <, >, =, <=, >=, and <>.

Condition E'
Slides Visited Objective: | objective v|
Ohjective Score
Objective Success Scors: # Y| |1|:Il |
Ohjective Completion
[ (0]4 ] [ Cancel

3. Objective Success. Condition is satisfied if actual value of the Objective Success Status
corresponds to the specified one.



Condition E'

Slides Visited Objective: | ohjective v|
Ohjective Score
Objective Success Success: |F‘assed v|
Ohjective Completion
| ok | [ Cancel ]

4. Objective Completion. Condition is satisfied if actual value of the Objective Completion
Status corresponds to the specified one.

Condition E'
Slides Visited Objective: | ohjective v|
Ohjective Score _
Objective Success Completion: |':'I'I'I'IF'|ETE':| V|
Ohjective Completion
| oK | [ Cancel ]

Using of the last three above mentioned checks for creating Rules allow building cascading
Rules — when status of the single objective depends on the statuses of other objectives.



10. Screen Capture

Learning courses are created for many purposes. One of the most common objectives is
instructing on how to use various software. To facilitate the creation of software simulations
Courselab contains built-in screen capture mechanism, therefore no additional software needs
to be installed. Simulations are recorded directly into the internal format of the editor and can
be edited later as usual frames. Internet Browser’s capabilities allow replaying of such animated
simulations. No additional components (Flash Player, Shockwave Player, Media Player, etc.) are
required.

LIMITATION: Screen Capture may not capture some menus on computers with
"Aero" themes enabled (Windows Vista, Windows 7). It is recommended to
switch into any "non-transparent” theme (for example, Classic) to capture
screens with open menus.

10.1 What needs to be done prior to recording the simulation?

Create a learning Module (or select an already created one) to insert the simulation into. Select
(or create a new) Slide for placing the simulation. The Editor allocates each simulation session
into a single Slide and automatically adds necessary frames; there is no need to add frames
manually. Define the size of the free space on the Frame within the Slide where the simulation
will be fitted - this is the requirement for setting up simulation recording.

IMPORTANT! CourselLab does not support auto scaling for captured screens. Screen
captures will be performed only within user defined area in scale of 1:1. Therefore, make
sure that defined size of the captured screen enables recording all required information
from the target software. If of size insufficiency, you might need to change template of
the current Slide to increase size of recording area.

Specify a graphic format for storing screen captures. Select the “Settings” item from the
“Service” menu, on the “Screen Capture” tab specify the desired file format. As long as you do
not have any specific restrictions, we recommend using PNG format for screen capturing, since
this format performs best in terms of quality and size of the saved files.

Even though you can correct results later on, you should determine the screen capturing
scenario beforehand, in order to avoid mistakes.

10.2 Screen Capture Wizard

While on the slide, which is to be used for recording the simulation, select “Capture Screens”
item from the “Tools” menu.



Module]

Tools | Module Window Help
Import from Power Point.. 0

It

| Screen Capture...

=

1

Recalc Display Times b
| Add Moduleto Templates...

Compress Images

Qptions...

!1-F-'£|

Screen Capture Wizard opens up.

Screen Capture

Welcome to the Screen Capture Wizard, With a help of

ﬁlf this Wizard you can create new frames from captured
JI'\- SCreens.
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From the drop-down menu select program to record the simulation from. Mark “Capture
Cursor” check box if you need to record mouse’s clicks and movements. Clicks and movements
will be captured automatically, once the recording starts.



Screen Capture

Screen Capture

Select application window for screen capture.

kY
FANE |

Window: | iTunes w

Capture mouse pointer

[ < Back ]L___EEN> |[ Cancel ]

Specify position for the top left corner of the area for recording simulations within a frame. By
default, position of top left corner of the area for recording simulations within a frame is equal
to top left corner of the frame (position 0,0), however there are instances where it is not
acceptable. For example, if there is a title located at the top of the frame, then top left corner
of the area for recording should be placed underneath, by adding frame title’s height in pixels
into the “Vertical Position” field.

Screen Capture

Screen Capture

Position and size on desktop.

kY
FANE |

Horizontal: 100 Width: 723
Yertical: 100 Height:

< Back ]L___EEW? |[ Cancel




Define location and size of the area on the monitor to be captured. The editor will try to adjust
captured application window to the specified size automatically, if possible.

Screen Capture

Screen Capture ‘l -
Click Mext to start screen capture. #.I‘

After you press the Mext button Courselab will be minimized to an icon at Windows
tray. The red border on screen designates a screen capture mode |

At screen capture mode:

Press PrintScrn to create a new frame with a contents of red border.

By combination Shift-PrintScrn you can activate a partiall screen capture maode, At this
mode the application window will become frosen, and by PrintScrn on current frame will
be stored contents of blue border.

To leave partial scren capture mode press Shift-PrintScrn again,

To leave screen capture mode dick the Courselab icon at Windows tray,

[ < Back ]m.gad‘; |[ Cancel

10.3 Capture Frames

After switching to the capture mode, editor minimizes into the icon on the windows taskbar.

5  Internet

Red rectangular enclose appears, which limits the area or capturing. Make sure that all desired
information is well fitted inside of the screen capture area.
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Press PrintScrn, the first frame is captured. Go to the next step in target program, and press
PrintScrn one more time. Using PrintScrn continue capturing all the changes that you apply to
the target program, until you complete recording based on the desired scenario.

IMPORTANT! If you marked “Capture Cursor” check box before entering the
capture mode all mouse’s clicks and movements will be recorded automatically.
However, remember that mouse click does not automatically capture the screen,
do not forget pressing PrintScrn where appropriate.

Upon capture scenario is completed, double click Courselab icon from the taskbar. CourselLab
Editor window will be restored and all captured frames will be available for editing.

10.4 Modifying capture settings while in capture mode

After switching to the capture mode, editor minimizes into the icon on the windows taskbar
and red rectangular enclose appears, which limits the area or capturing.

5  Internet

Courselab will try to adjust captured application window to the specified area size.
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However, some programs will not allow doing so. In this case, you can manually adjust screen
capture area to fit the target window, or opposite, target window to fit screen capture area.
You can modify screen capture area by dragging red border or by using context menu of the
capture area.

Resize Frame =
iTunes

Resize Window

Al (35 Genres)
Alternative | | Emma sh:
Audioboaok ' Engelbert
Blues Enigma
Celtic Ennio Mor
Chanson Enrique I
Classical Enya
Dance Eric Burde
Ml e i R

Adjust screen capture area to fit the target window.

Select “Resize Frame” item from the context menu. Screen capture area will automatically

adjust its size to the current window size of the target application.

Adjust target window to fit the screen capture area.



Select “Resize Window” item from the context menu. Editor will automatically attempt
adjusting size of target window to the size of screen capture area. If target program did not
allow such change, adjust size manually.

Precise sizing of the screen capture area and recording position.

Select “Size...” item from the context menu. In the opened window you can modify numerical
values for size and position of the screen capture area.

Screen Capture

Capture | Side

Position and size

Horizontal; 333 Width: 723
Vertical: 117 Height:

| 0K |[ Cancel ]

Use another tab of the “Size...” screen to modify position of the top left corner of the area
within a frame, where capture recording will be inserted.



Screen Capture

Position on slide

Vertical:

| QK | [ Cancel Anph

10.5 Partial Screen Capture

In addition to capturing the entire window of the target program, you can also record part of
the screen capture area to the frame as a separate picture without interrupting capturing flow.
It can be useful for example, for drop-down menu imitation (you can save the menu as a
separate picture and further use editor’s capabilities for manipulating this picture).

Press Shift-PrintScrn combination to enter the special capture mode. The target program
freezes up and in addition to the red you will see the blue enclose frame indicating special
capture mode.
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Modify size of the special capture area by dragging border and press PrintScrn.
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The content within blue area will be captured on the current frame as a separate picture. You
can enter or modify identifier name to make it more self-explanatory before saving the picture
(remember, that identifier names should contain only Latin alphabet letters, numbers, and
underscore character).

Identifier

Identifier: | IMG_16 |

| K | [ Cancel ]

Use the same technique for “cutting” any number of the pictures from the current captured
screen, by sequentially changing size and location of the blue screen capture area and by
pressing the PrintScrn.

After you finish “cutting”, you can go back to the main capture repository by pressing Shift-
PrintScrn. The blue enclose frame will disappear and captured program will “unfreeze”; also
PrintScrn button will continue capturing the entire area.

10.6 Editing captured frames

Review all the captured screens. Make sure that all the necessary screens are captured. Repeat
capturing if any screens are missing.

Sometimes, if the “Capture Cursor” mode is “On”, the very first Frame will be empty, it means
that capturing mouse movements took place prior to the first screen capture. You may simply
remove this frame.



The blue tracing lines on the Frame are reflections of the mouse movements (they will not be
visible when replaying). When required, you can modify the location of the mouse clicks (you
can drag them) and/or remove unwanted clicks completely, in this case the trace of the mouse
path will be automatically adjusted. Note that you can also modify the cursor shape, speed of
movements, and time duration for holding down the mouse button. To accomplish these
modifications, right-click on the cursor image and select “Format Cursor” from the context
menu.

However, the captured set of frames is not quite finished and should be considered
“groundwork” for future editing. Most likely you are going to need to provide additional
supporting explanations in a form of balloons or popup windows.

From the editor’s point of view, each captured Frame can be treated as a typical Frame (the
only difference is the recorded mouse movements). On any of the captured frames you can
insert additional Objects from the Objects library (balloons, popup, pictures, etc.) On all
captured frames you can use Actions, change timeouts and so on, just like with any other
frames.

By default, the replay time for a particular Frame is defined by the time spent on mouse
movements.

However, you can manually change a Frame display time, if necessary. Right-click on the
necessary Frame and use the “Transition” item from the context menu. Specify the required
timeout for the frame.



11. Import from PowerPoint

Courselab allows importing content of the Microsoft PowerPoint presentations into the
Learning Module.

11.1 Import from PowerPoint Wizard

Courselab allows importing content of the Microsoft PowerPoint presentations into the
Learning Module.

Note that Microsoft PowerPoint must be installed on the same computer to
provide correct presentation import.

To start import, select Tools -> Import from PowerPoint menu option.

Tools | Module Window Help

Impart from PowerPoint...

Screen Capture...
Reralc Display Times b
Add Moduleto Templates...

Compress Images

Options...

Import screen wizard opens up. Press Next to continue.

Import from PowerPoint

Welcome to the Import from PowerPoint Wizard, With a
help of this Wizard you can create new slides from slides
of PowerPoint presentation.
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Specify the path to the MS PowerPoint presentation to be imported.



Import from PowerPoint

Presentation file
Provide location of PowerPoint presentation file.

kY
AN I

FowerPoint Presentation File:
| C:\Presentation 1.ppt E]

< Back ]L___HEW> |[ Cancel

Specify the Master-Slide (press “Master” button to select) which will be the base for the
imported presentation. The pink area on the Wizard’s screen represents the imported
presentation. Press the “Position” button to specify the position of the imported presentation
on the Slide and scaling. You can import comments to Slides if necessary and position it on the
Slide the same way as the presentation main body (grey area represents comments). Press the
“Next” button to proceed.

Import from PowerPoint

Content area *l A
Provide size and position of the contert rect. #.I‘_

Master...

Position...

Import comments
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[ < Back ]L_____gﬁﬂ> |[ Cancel ]




On the next wizard page you can select the Slides to be imported. Hold down the Ctrl key to
select Slides.

Import from PowerPoint

Source sli@ ‘l -
Select slides. #.I‘

. Mokia Secure Mobile Connectivity ~ [ |
. Two Mega Trends: Mobility & the I...
. How Maobile Are Your Workers?

. What are Your Business Ohjectives?

. Mobility Enables Business Advantage ND KIA
- Work Goes Mobile in Stages CoNNECTING PEOPLE
Cvercoming Your Challenges

. Mokia Mobile Connectivity —
. Mokia Mobile Connectivity Qfferings

10. Introducing Mokia Access Mobilizer

11. Mokia Access Mobilizer

12, Really—Any Browser-Enabled Sm...

13, Email Experience Like the Desktop
14, Proof: Email on & Mokia Phone

15, More Proof: Email on Another Mo... % | Select all

W00 ] N B Ld pd

[ < Back ]L..........ﬂ..m"- |[ Cancel

Press the “Next” button and start processing.

Import from PowerPoint

Import from PowerPoint ‘l -
Werify import settings. #.I‘

To startimport, dick Next. If you want to review or change import settings, dick Back. To
exit from Wizard now, dick Cancel.

< Back ] Meat = |[ Cancel




Depending on the size of presentation, it can take up to several minutes to import
presentation. In general, imported Slides reproduce the corresponding PowerPoint Slides. You
can further modify these Slides, if desired.

Import from PowerPoint |£|

Presentation successfully imported and ready to use,
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12. License management

Courselab license management uses hardware or software HASP keys based on SafeNet Inc.
technology. Courselab application is the same for both types of keys, i.e. installed CourselLab
application will work with any of these keys, that will be found.

12.1 HASP HL key (USB-dongle)

License managing using HASP HL key is very simple: license is present on the computer where
key is inserted in USB-port.

If HASP driver is installed without errors, then inserted USB-dongle is lit with red light
constantly. If there are problems with driver or USB-dongle itself, then key does not lit at all or
blinking.

Current license and key state can be viewed via browser : http://localhost:1947 . Functional key
will be listed as on the picture below:

L e acalhos ol A
| Sentingl HASP Admin Control Center |
MNet
SpfelNe Sentinel-ASP
HASP Keys available on WEBLIN-FC
[#] Locatizn [vender [HASP Koy & | Ky Type [ Varsien | 5 [ Acnens ]

WABE Vays [1]uecat [7oses | tostoaesr  [masPrLpe E—EE] - | [Features ] [Seazsoea ][t oa]

Products

Faataius

Sessnny

Update/adiach

Please note, that USB-dongle firmware must have version 3.25 or higher.

12.2 HASP SL key (software key)

License management using HASP SL key involves the exchange of information between the
computer on which the software key is installed and the CourselLab Licensing Server. Software
key (unlike hardware key) binds to computer, where it is installed. It cannot be transferred to
another computer as easy as hardware key, therefore please install it on the computer where
you plan to work with Courselab. .

Current license and key state can be viewed via browser: http://localhost:1947 . Functional key
will be listed as on the picture below:
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IMPORTANT! Software key will be listed anyway - even if it is not activated yet. Unlike
hardware key (which is activated by supplier), software key is always exists on the
computer, but needs to be activated to use it.

12.2.1 License activation
On first launch of installed CourselLab application License Activation Wizard will be displayed.

If you have hardware key (USB-dongle) insert it into free USB port, wait a little while key will be
constantly lit with red light, and press Next button to start using Courselab.

If you have software key (HASP SL), then select Software Key option and press Next button. On
the next Wizard screen you will be asked to select activation method: via Internet or E-mail.

Activation via Internet

This method is preferrable, because it is very simple. If your computer has Internet connection -
select "Via Internet" checkmark and press "Next" button.

IMPORTANT! While activating HASP driver will try to connect with CourselLab
Licensing Server using secure HTTPS protocol (port 443). Server address is
https://hasp.courselab.com. If your firewall or other security settings blocks this
connection - add this address into exception list.

On the next screen fill in Product Key, that was provided by your Courselab supplier (Product
Key is character sequence (from 19 to 25 symbols) and press "Next" button.

If connection is not blocked and Product Key is correct, then activation will be accomplished in
few seconds and you can start using Courselab. If, for some reason, activation via Internet is
not accomplished (you get activation error messages), press "Back" button and select "Via E-
mail". E

Activation via E-mail

This activation method needs some manual procedures, therefore it may take from few
minutes to few days to accomplish it.



Activation procedure is an exchange of e-mail messages containing files with a digital
signature. User sends files with digital signature of the HASP driver - C2V (customer-to-vendor),
reply contains digital signature of Licensing server - V2C (vendor-to-customer).

Fill in Product Key, that was provided by your CourselLab supplier (Product Key is character
sequence (from 19 to 25 symbols) into correspondinf field, "Location" field becomes active.
Select location where C2V file with activation request will be created and press "Create file"
button. Create this file and send it as attachment to your Courselab supplier.

After you receive reply from your supplier with V2C file attached, save this file on local disk,
proceed to the same Activation License Wizard screen, select location of the file in
corresponding field and press Next. License on this computer will be activated.

12.2.2 Temporary detaching of the license

Software key (HASP SL) allows detaching the license from Host computer and attach it
temporarily to another computer (maximal detach period - 9999 days). After you detach license
Courselab application on Host computer stops at the selected detach period automatically.

Terms: Recipient computer is the computer, to which the detached license is (or will be)
attached; Host computer is the computer, where Courselab was installed and activated
initially.

IMPORTANT! License can be temporarily detached only on the Host computer. There's no
possibility to detach license from Recipient computer and attach it to some third
computer (i.e. cascade detach). If you need to attach license to some third computer,
return it to Host first and then start usual detach procedure for another computer.

License Detaching process consists of these steps:
Creating ID file on Recipient computer
To create ID file (which is needed to "introduce" Recipient computer to Host) select in the

Courselab application on the Recipient computer menu option Help -> License -> Create ID
file... ID file creation wizard opens up.



Create the computer ID file @

Choose location where the computer ID file should be created

Location:

Ok, Cancel

Create ID file and transfer it to Host computer.

Creating H2R file on Host computer

To create H2R (Host-to-Recipient) file select in the Courselab application on the Host computer
menu option Help -> License -> Detach... H2R file creation wizard opens up. Locate ID file,
select detach period in days (maximum 9999), select location for creating H2R file and press
"Next" button.

Transfer H2R (host-to-recipient) file to Recipient computer.

IMPORTANT! From this moment license on Host computer stops.

Attaching license on Recipient computer

Select in the Courselab application on the Recipient computer menu option Help -> License ->
Attach... Locate H2R file and press "Next" button. From this moment license on Recipient
computer starts to work.

12.2.3 Return of the detached license

If the detached license that is used on another computer becomes unusable before its
expiration date, then you can initiate early return of detached license back to Host computer.

Terms: Recipient computer is the computer, to which the detached license is (or will be)
attached; Host computer is the computer, where Courselab was installed and activated
initially.

IMPORTANT! License can be temporarily detached only on the Host computer. There's no
possibility to detach license from Recipient computer and attach it to some third



computer (i.e. cascade detach). If you need to attach license to some third computer,
return it to Host first and then start usual detach procedure for another computer.

Creating R2H-file on Recipient computer

To create R2H (Recipient-to-Host) file select in the Courselab application on the Recipient
computer menu option Help -> License -> Cancel... R2H file creation wizard opens up.

Transfer created R2H file to Host computer. Note, that Host is the only computer that will
accept this file.

IMPORTANT! From the moment of creation R2H file license on the Recipient computer is
cancelled.

Reattaching the license on Host computer

In the Courselab application on the Host computer select menu option Help -> License ->
Attach.... Locate transferred R2H file and press "Next". From this moment license will work on
Host computer again.

12.2.4 License deactivation

IMPORTANT! License deactivation means that you refuse from using Courselab
completely. Deactivated license cannot be used anymore on any other computer. Please
be aware of this fact.

Deactivation procedure is an exchange of e-mail messages containing files with a digital
signature. User sends files with digital signature of the HASP driver - C2V (customer-to-vendor),
reply contains digital signature of Licensing server - V2C (vendor-to-customer).

Select menu command Help -> License -> Deactivation.... License Deactivation Wizard will
display procedure steps on the first screen. Press Next to continue.



Deactivation sequence

Deactivation @
A
License deactivation sequence
—

License deactivation steps:

1.Create deactivation request C2V file and send it to your Courselab supplier

2. Receive V2C file from your Courselab supplier in response to your deactivation
request
3. Deactivate the license using the received response V2C file

4, Create deactivation confirmation C2V file and send it to your Courselab supplier to
confirm successful deactivation

On the next Wizard screen select location where C2V file with deactivation request will be
created. Create this file and send it as attachment to your CourselLab supplier.
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Deactivation @

License deactivation E
Actions to deactivate your icense

1. Select a destination folder and generate C2V file with the deactivation request

Location:

2. 5end the generated C2V file via e-mail to your Courselab supplier

3. Deactivate Courselab using the V2C file received from your Courselab supplier in
response to your e-mail

Location:
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After you receive reply from your supplier with V2C file attached, save this file on local disk,
proceed to the same Deactivation License Wizard screen, select location of the file in
corresponding field and press Next. License on this computer will be deactivated and another
C2V file will be created - send it to your Courselab supplier to confirm license deactivation.



12.3 Courselab registration

Registration of your Courselab is not mandatory, but may help Courselab support team to
speed up your support request processing. Select menu Help -> Register Courselab... -
Registration Wizard will open.

-

Courselab registration @

Please register your Courselab software. ﬂ

* mandatory fields

*First name:

*Last name:

Country: United States hd

Company:
* E-Mail:
Phone:

Product Key:

Mext = ] [ Cancel

Fill in your registration data and press Next. If Internet connection is present your data will be
immediately sent to CourselLab Registration Server.



