1.1  Company Profile

e About Harbinger Group
Founded in 1990, the Harbinger Group is a global provider of
software products and services. The Harbinger mission is to enhance
business performance through learning technology. The two group
companies are Harbinger Knowledge Products and Harbinger

Systems.

Harbinger Group has made it to the top twenty lists of Specialized
Learning Process Providers brought out by
TrainingOutsourcing.com, a leading analyst in business strategies for

learning, based in Cary, North Carolina, USA.

e Harbinger Systems Pvt. Ltd.
It is the creator of Elicitus, the globally benchmarked, award-
wining rapid authoring tool and Raptivity, the world’s first rapid

interactivity builder, which is based on a patent-pending technology.

The company also provides custom e-learning design and

development services to clients worldwide. It offers consulting



services to help clients select optimal packages of learning tools and

products.

The Harbinger Knowledge Products team consists of subject experts,
instructional designers, writers, graphic artists, animators and
programmers who have the experience and expertise to meet e-

learning demands from across the world.

The hundred-plus satisfied global clients in over twenty-two

countries stand testimony to the team’s professional ability.

The Harbinger philosophy is to create value for its clients through a
culture of continuous learning, respect for the individual, and

innovation.



e Raptivity

Raptivity, the world’s first rapid interactivity builder, helps

you create true learning outcomes with meaningful interactivity.

The Raptivity library of pre-build interactions is based on best
practices in instructional design and allows complete customization

of each interaction.

Raptivity outputs your interactivity to a single swf file, which fits

right into your e-learning tool.

Raptivity tracks completion status, score and responses and provides
this information to authoring tools for SCORM/AICC tracking with

LMS.

Anyone can use Raptivity with minimal learning and absolutely no

programming.



e Raptivity awards:

Raptivity wins 2012 Readers’ Choice Awards.

Raptivity Wins Platinum and Gold Awards at LearnX 2011.

Raptivity among Software Satisfaction Awards 2011 Finalists.

e Harbinger Systems Pvt. Ltd.

Harbinger Systems is a global company providing software
technology services. Since 1990, Harbinger has developed a strong
customer base worldwide. Our customers are software product
companies ranging from hi-tech startups in Silicon Valley to leading
product companies in the US and large in-house IT organizations.

We provide focused and specialized skills in Web 2.0, iPhone,
eLearning, enterprise  product development, performance
engineering, systems software and digital marketing. Our services
span solution consulting, software design, development, testing and
test automation. We are a customer-centric, technology-focused
company that thrives on learning and applying next generation

technologies quickly and effectively.



Our customers perceive us as a trusted partner in their technology
innovation. Harbinger Systems is part of Harbinger Group.
Harbinger Group is a leading global provider of innovative software
products and services. The Harbinger Group philosophy is to create
value for its clients through a culture of continuous learning, respect
for the individual, and innovation.

We are a fast growing company  with  offices
in Redmond, Pleasanton and Pune. Harbinger is led by entrepreneurs
who guide their team towards creating excellence and absolute
customer satisfaction; while achieving growth for everyone in the
organization.

The top management at Harbinger Systems has a rich experience in
product innovation, product development strategies and cadre

building.
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1.2 Existing System & Need for System
Existing System-

The existing system refers to the traditional learning system i.e the
system which includes Face to face standardized teacher training.
Traditional System implies to classroom teaching where there is a
Teacher who imparts education to Students through face to face
communication. In traditional system, Students are supposed to

attend the classroom sessions which are conducted by a teacher.
Need for System-

E-learning refers to the use of various kinds of electronic
media and information and communication technologies (ICT) in
education. E-learning is an inclusive terminology that encompasses
all forms of educational technology that electronically or
technologically support learning and teaching. Depending on
whether a particular aspect, component or delivery method is given
emphasis, e-learning may be termed technology-enhanced

learning (TEL), computer-based training (CBT), internet-based
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training (IBT), web-based training (WBT), online

education, virtual education, or digital educational collaboration.

E-learning includes numerous types of media that deliver text,
audio, images, animation, and streaming video, and includes
technology applications and processes such as audio or video tape,
satellite TV, CD-ROM, and computer-based learning, as well as

local intranet/extranet and web-based learning.

Information and communication systems, whether free-
standing or based on either local networks or the Internet

in networked learning, underly many e-learning processes.

E-learning can occur in or out of the classroom. It can be self-
paced, asynchronous learning or may be instructor-led, synchronous
learning. E-learning is suited to distance learning and flexible
learning, but it can also be used in conjunction with face-to-face

teaching, in which case the term blended learning is commonly used.
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Advantages of e-learning-

Class work can be scheduled around work and family
Reduces travel time and travel costs for off-campus students
Students may have the option to select learning materials that
meets their level of knowledge and interest

Students can study anywhere they have access to a computer
and Internet connection

Self-paced learning modules allow students to work at their
own pace

Flexibility to join discussions in the bulletin board threaded
discussion areas at any hour, or visit with classmates and
instructors remotely in chat rooms

Instructors and students both report eLearning fosters more
Interaction among students and instructors than in large
lecture courses

eLearning can accommodate different learning styles and

facilitate learning through a variety of activities



Develops knowledge of the Internet and computers skills that
will help learners throughout their lives and careers
Successfully completing online or computer-based courses
builds self-knowledge and self-confidence and encourages
students to take responsibility for their learning

Learners can test out of or skim over materials already
mastered and concentrate efforts in mastering areas

containing new information and/or skills.



1.3 Scope of Work

In technological parlance, the term 'progress' is associated with
technical and scientific advancement, or anything, which
enhances the comfort level, provided by the product. Raptivity
has made tremendous progress today.

Raptivity being a product has periodic releases and fortunately
we got the chance to work on a module of Raptivity.

For this proposed system, we have used “ACTION SCRIPT”
technology. As ACTION SCRIPT is used primarily for the
development of websites and software targeting the Adobe Flash
Player platform, used on Web pages in the form of embedded
SWEF files.

Raptivity is the system which is a platform for creating various e-
learning courses.

The system consists of more than 180 interactivities(templates)

which can be used easily to develop the course material.

10
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The important feature that system provides is that it makes the
course more interactive.
Each interactivity (template) has number of customizations which
allows course creator to design the course according to his &
students need.
After creating a course , creator has to just publish it & he may
upload the course on LMS.
System covers following areas —
1) Create a new interacttivity.
2) Customize the interactivity according to the need.
3) See the preview of the template which will be the
course material.
4) Publish the course i.e after publishing it will be ready
to get uploaded on any third party tools.
5) When the learner starts using or experiencing the

course material , his status or score details are tracked.
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Modules —
1) Interactivity (template) generation module
2) Customization module
3) Publishing module which can be —
- SFO
- MFO
- Mobile output
- SCORM Complient
4) Tracking Module

5) Report generation

12



1.4 Operating Environment — Hardware and

Software

e Hardware requirements-

1.

2.

Intel Pentium 111 Processor or higher
512 MB RAM or higher

200 MB free hard disk space
256-color monitor or better

Mouse or compatible pointing device

CD-ROM or DVD-ROM drive

e Software Requirements-

1.

2.

Flash Player 8 or above.
Microsoft Windows 7 / Vista / Windows XP /

Windows 2000.
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e Any latest Browser-

1.

2.

Safari
Google chrome
Opera

Mozilla Firefox
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1.5 Detailed Description of technology used

1. XML

Xml stands for Extensible Markup Language and is much like
HTML. Xml is used to describe data. Therefore its tags are not
predefined, you have to define your own tags. Converting the data to
XML can greatly reduce complexity and create data that can be read

by many different types of applications.

In our system Xml is used for creating storing Interaction data.

Basically-

1) XML stands for EXtensible Markup Language.

2) XML is a markup language much like HTML.

3) XML was designed to carry data, not to display data.

4) XML tags are not predefined. You must define your own
tags.

5) XML is designed to be self-descriptive.
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(Unicode) Character-

By definition, an XML document is a string of characters.
Almost every legal Unicode character may appear in an XML

document.

Processor and Application-

The processor analyzes the markup and passes structured
information to an application. The specification places
requirements on what an XML processor must do and not do,
but the application is outside its scope. The processor (as the
specification calls it) is often referred to colloquially as an

XML parser.

Markup and Content-

The characters which make up an XML document are divided
into markup and content. Markup and content may be
distinguished by the application of simple syntactic rules. All

strings which constitute markup either begin with the

16



character < and end with a >, or begin with the character &
and end with a ;. Strings of characters which are not markup

are content.

Tag-
A markup construct that begins with < and ends with >. Tags
come in three flavors:
e start-tags; for example: <section>
e end-tags; for example: </section>
e empty-element tags; for example: <line-break />
Element-

A logical document component either begins with a start-tag
and ends with a matching end-tag or consists only of an
empty-element tag. The characters between the start- and end-
tags, if any, are the element's content, and may contain
markup, including other elements, which are called child

elements. An example of an element IS

17



<Greeting>Hello, world.</Greeting> (see hello world).

Another is <line-break />.

Attribute-

A markup construct consisting of a name/value pair that

exists within a start-tag or empty-element tag.

XML Declaration-

XML documents may begin by declaring some information

about themselves, as in the following example:

<?xml version="1.0" encoding="UTF-8" ?>

2. ACTION SCRIPT

ActionScript is an object-oriented language originally developed
by Macromedia Inc. (now owned by Adobe Systems). It is a dialect

of ECMAScript(meaning it is a superset of the syntax and semantics

18
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of the language more widely known as JavaScript), and is used
primarily for the development of websites and software targeting
the Adobe Flash Player platform, used on Web pages in the form of
embedded SWF files. The language itself is open-source in that its
specification is offered free of charge and both an open source
compiler (as part of Apache Flex) and open source virtual machine

(Mozilla Tamarin) are available.

ActionScript was initially designed for controlling simple 2D
vector animations made in Adobe Flash (formerly Macromedia
Flash). Initially focused on animation, early versions of Flash
content offered few interactivity features and thus had very limited
scripting capability. Later versions added functionality allowing for
the creation of Web-based games and rich Internet applications with
streaming media (such as video and audio). Today, ActionScript is
suitable for use in some database applications, and in basic robotics,

as with the Make Controller Kit.

Flash MX 2004 introduced ActionScript 2.0, a scripting

language more suited to the development of Flash applications. It is
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often possible to save time by scripting something rather than
animating it, which usually also enables a higher level of flexibility

when editing.

Since the arrival of the Flash Player 9 alpha (in 2006) a newer
version of ActionScript has been released, ActionScript 3.0.
ActionScript 3.0 IS anobject-oriented programming
language allowing far more control and code reusability when
building complex Flash applications. This version of the language is
intended to be compiled and run on a version of the ActionScript
Virtual Machine that has been itself completely re-written from the
ground up (dubbed AVM?2).12l Because of this, code written in
ActionScript 3.0 is generally targeted for Flash Player 9 and higher
and will not work in previous versions. At the same time,
ActionScript 3.0 executes up to 10 times faster than legacy

ActionScript code due to the Just-In-Time compiler enhancements. !

Flash libraries can be used with the XML capabilities of the browser

to render rich content in the browser.
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Data types-

ActionScript primarily consists of “fundamental™ or "simple" data
types which are used to create other data types. These data types are
very similar to Java data types. Since ActionScript 3 was a complete
rewrite of ActionScript 2, the data types and their inheritances have

changed.

Top level data types-

« String - A list of characters such as "Hello World"

o Number - Any Numeric value

« Boolean - A simple binary storage that can only be "true" or
"false".

o Object - Object is the data type all complex data types inherit
from. It allows for the grouping of methods, functions,

parameters, and other objects.
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Complex data types-

There are additional "complex™ data types. These are more processor
and memory intensive and consist of many "simple" data types. For

AS2, some of these data types are:

« MovieClip - An ActionScript creation that allows easy usage of
visible objects.

o TextField - A simple dynamic or input text field. Inherits the
Movieclip type.

« Button - A simple button with 4 frames (states): Up, Over, Down
and Hit. Inherits the MovieClip type.

o Date - Allows access to information about a specific point in
time.

« Array - Allows linear storage of data.

o« XML - An XML object

o XMLNode - An XML node

o LoadVars - A Load Variables object allows for the storing and

send of HTTP POST and HTTP GET variables
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« Sound

o NetStream

« NetConnection

« MovieClipLoader

o EventListener

Appeared in- 1998

Designed By- Gary Grossman

Developer- Macromedia (now Adobe systems)
Major Implementations- Adobe Flash, Apache Flex
O.S — Cross-Platform

File extension- .as
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Flash CS4-
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2.1 Proposed System
Raptivity for E-learning-

Electronic learning (or e-Learning or elLearning) is a type of
Technology supported education/learning (TSL) where the medium
of instruction is through computer technology-learning is used
interchangeably in a wide variety of contexts .In companies; it refers
to the strategies that use the company network to deliver training
courses to employees. Lately in most Universities, e-learning is used
to define a specific mode to attend a course or programs of study
where the students rarely, if ever, attend face-to-face for on-campus

access to educational facilities, because they study online
Features of Raptivity 7.0-

eAS3 published output.
eFlash output is also supported along with HTMLS5 output.
eSingle flash file output- after customization of interactivity,

all the customized images, audio and other assets are merged

25



into a single swrf file.
eMultiple File output- one HTML file is created along with

all the required assets.
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2.2 Objectives of System

There is a need to view Raptivity output in all 10S devices
like iPhone, iPad also in Android. Flash files are not
supported on I0S devices. The aim is to remove flash
dependency and hence to make Raptivity output compatible
with all desktop browsers which support HTML5 features,
IOS devices and also all the operating systems.

Convert existing Raptivity Flash interactions to HTMLS5.
Create m-Learning interactions quickly and easily.

Develop interactions that can play on various devices -
laptops, tablets and smart phones.

Make the interaction models compatible with various third
party tools such as third party LMS. Make it work on
Different browsers.

Make the learning more interactive with the use of Action
Script.

Provide the functionality allowing for the creation of
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animations with streaming media (such as video and audio).
enable learner to take the courses offline and publish the

various updates like scores or completion status when they

are online again.

Tracking Support-

You can choose to publish the interactivity with tracking. To
publish the interactivity with tracking, you need to select the
option 'Publish with tracking'.

The information that is tracked is mentioned in the Output
Parameters section for the interactivity. For all interactions,
the completion status is tracked. For some of the interactions,
score and results are tracked.

Moodle LMS is SCORM 1.2 and SCORM 2004 compliant.
You need to first publish the Raptivity Interaction as SCORM
1.2 or SCORM 2004 compliant. Please ensure that the

interaction is published as a HTMLS5 output. After publishing
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the interaction, you can then zip the published output and host
it on Moodle. Please follow the below mentioned steps to

import the published output to Moodle LMS.

1) Importing the Output:

1. Type the URL Moodle server / URL path in any browser.

2. Home page for the Moodle LMS will be displayed with the
login link.

3. By clicking on the login link, the Login page for Moodle
LMS will be displayed. Then enter your username and
password on this page.

4. Click on the ‘Courses’ on the ‘Site Administration’ panel.

5. Click on the ‘Add/edit courses’ link from the same panel
under ‘Courses’.

6. Click on ‘Add a new course’ button.

7. Enter the details about the course.
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Note: The value of following parameters should be mentioned
as listed below:
1. Format — SCORM format.
2. Availability — This course is available to
students
3. Force Language — English
8. Assign the roles to the course.
9. We can assign different roles to the course such as
administrator, teacher, student, etc. An access right on the
course depends on the role of the user (Description for each

role is mentioned on the ‘Assign Role’ Page).

To assign students to the course, click on ‘student’ link.

Select ‘name of user’ from right panel.

Click on left arrow to add to the students list.

Click on ‘Assign roles in Course ID’ button to save (here
actual id of course will be displayed).

Click on the “Click here to enter your course’ button.

Click on ‘continue’ to add SCORM package.
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7 Enter name and summary. Then click on ‘Choose or update a
file’ button.

8 Click on ‘upload a file’ button in the displayed window.

9 Click on ‘Browse’ and search for ‘SCORM.zip’ package.

10 Then  click on ‘upload  this  file’ button.
(Now you will find the message ‘File uploaded successfully’

displayed on top of the window.)

I1) To Access the course from admin side:

1. To view the course, click on the course name link under the
course structure.
2. Attend the course.

3. Click on ‘EXxit activity’ link on top right corner to exit from the

course.

I11) To view reports of the attempted course by the student:
After attempting one or more time, you can find the ‘view reports

for 1 attempts (number of attempt)’ link on the top right corner of
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the course page.

1. Click on ‘view reports for 1 attempts’ link

2. You can find the name, attempt, start and end date and score on
the displayed page.

3. Click on ‘attempt number’ under attempt header.

4. Now, you will find the name, status, total time, score and ‘track
details’ link. By clicking on the ‘track details’ link, you can find all

the other details.
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2.3 User Requirements

The purpose of requirement analysis is to identify quantities required
for the application in terms of functionality, performance, ease of
use and so on. The task of developer is at this stage is to determine
exactly what it is that the client needs. It is helpful to use

requirement’s determination through two major activities:
Raptivity is rapid interactivity tool for effective learning.

Raptivity it is product of Harbinger Knowledge product Pvt Itd. This
Product is used to create E-learning Content using different
interactive module.

There are total 15 pack of this product . Each pack contains
different interactivity module of similar kind. E.g Raptivity Booster
Packl contains Certificate of Completion Interactivity module. In
that user can develop Certificate for there student in there

organization with different dynamic future such as

- Company Logo

- Authorized Signature

- Certificate Title

- Certificate Statement

- Certificate Holder Name

- Name of Course Completed

- Date on which course completed.
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Raptivity Essential
(HEmE R QD)

Raptivity Essential Pack contains a dozen different categories which
come with 35 interaction models that can be easily customized. The
interactions are 508 compliant, SCORM 1.2, SCORM 2004 and
AICC compliant. All interaction templates have HTMLS5 and Flash
publishing capability(AS2 and AS3).
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3.1 Object Diagram —

Question: CUSTOMIZATION

Games TurboPac

Fpack_id : int= 10
pack_name : string = Games Pack

Ldescription : string = Conslsts of fun learning games

-parameter_name : =unspecified> = Question Text

-parameter_value : <unspecified= = Which is the Capital «

Escape the Hangman : INTERACTION

Hnteraction_id : int =1 9
interaction_name : string = Escape the Hangman
-interaction_desc : string = Form the Words

—=%

1

SFO : PUBLISH
-publish_option : <unspecified= = SFO

¢m——w——m

Image : GLOBAL TOOL BOX

Fmedia_type : <unspecified= = image
[-media_name : <unspecified= = flower.png

-

1

Score : Track
-Scora :int = 60

-Statusl; s string = Completed

35



3.2 Class Diagram —

PACK

*pack i
* pack_neme : Srig

- a00Pak i
- geleePack))

PUBLIEH

« punlisn_ogiion : SYing

= Croose_ e ol

0 rreere
WFO
* movis_clip_name : MovieClp
- 250 _name < MFQ_name
 Creaoe_SFC0
* crame QU

INTERACTION CUZTOMZANON
© Imaraction_id - it * parameter_name : Sting
« inveraction_name - SYing * paramater_vaive
a_ chueaiondesciSTRg 48
- 8000
SBReRCR) R
4= = demaimaraction] - deie)
* Updaieinieraction))
1 1
1
1 I
B Qlodal_Tool_Box
- magie_type
- maga_name
* 300_GTS_Vigeo)
* 300_GTE_image))
* 800_GTE_Ten)
- 300_GTE_Bumon)
« remave_GTE_Vigeod
- remove_GTE_imsgeld
- rame_GTE_Tan)
= remove_GTS_Bumon))
TRACK
*Scoee i
* e oSS SV
TC0RM * sanaSoore))
- sangsians)
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3.3 Use case diagram —

-
Course Creat

Click to Open
the Raptivity
Select Pack

<<extends
g “cadend>> | TS~ o
Extend>> \_Pack @

Select the
interactivity

S

. \\<<e><tend>>

<<extend>>

Wizardbased Detailed
Customization customization

Save the
interactivity

is<include>>
'
'ublish the <<extend>=.
interaction <---/"Scorm
» T~ 3 complient

<<extend=
Zxgxtend>>

.
Q SFO Publish MFO Publish

Upload the course

View the resulits for the student
interaction

—

Learning Management System
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Learner-centric approach-

Learner

Logins to
Moodle

View & interact with
the course

View the
result
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3.4 Activity Diagram-

open interactivity

open new interactivity

select raptivity pack

( existing interactivity )

CEssential Pack) (Standard Pad<> Simulation Padck

( customize interactivity )

C Preview Changes )

if not as per requirement

if as per requirement

publish interactivity

1 1l
g (D
! !

Single File Output(SFO)
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3.5 Sequence Diagram —

sd Sequence Diagram0 J

. Learner

14 Respons!e after getting uploaded(|
T

|
12: Login to LMS()
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2.1 authenticate()

13: Login successfu| message()
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e e B e e
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1
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SFO Output

3.6 Module Hierarchy Diagram —

Interactivity Generation
Module

Interactivity Customization
Module

Publish Module

AN

MFO Output Mobile Output

SCORM Complient
Output

Tracking Module

Reportin Module
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cmp

3.7 Component Diagram —

Tracking Component 8]

A
|
|
|
|
|

Puish Component £
Database Component{XML) ]

___________

Create & Update Interactivity Component E.]

Customize Interactivty Component & ]
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3.8 Deployment Diagram

pkg

Course Creator

 eom———
Windows 7

FTP upload

Raptivity

Win7

HTTP

Windows

LMS

Browser

User

Database
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3.9 Module Specification

e Interactivity generation module —
It consists of the actions which are performed for
choosing the pack & interaction & then saving it.
Initially the pack is chosen then accordingly the
Interactivities from that pack are displayed from
which user selects the required interactivity.

e [nteractivity Customization module-
It consists of handling all the customizations those
are made in the interactivity & showing the preview.
When customizations are done that time the xml for
the particular interactivity is modified accordingly

which is further used to produce the required output.
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e Publish-
It deals with applying all the customization through
code & generating the output. Here the xml that is
created after customization is parsed and the swf file
IS generated as the output. Here publish can be SFO
publish, MFO publish or mobile publish.

e Track-
Its related with SCORM compliance which tracks the
learner status & score. Here for each user action
while experiencing the interactivity, a track is
maintained or particular score is evaluated & it is

uploaded on LMS.
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3.10 User Interface Design —

1. Escape the Hangman —

R Detailed Customization - Escape the Hangman
2 v _—
B A o @ (715 X500) # ity Edite

The activity of structuring the
response letter by letter helps
the leamer recall both the term
and the concept it is
associated with. The timer
provided motivates the leamer
to form accurate and correct
wiords with a greater efficiency.
This interaction model allows
you to specify:

1. Number of questions

2. Font and color for questions
and the answers

3. Time allowed for the game
4. Change the timer settings
5. Background image for the
interactivity.

OOOUOUWOUOOOO ,
VOLOOLVVLVVVLVLVLL Lot e puees 2|

Set Parameter Values

Question Text [ wicrosoft s =9

& Input Parameters

Background Setings
Audio Settings
Title
Instruction
Introduction
Scoreboard
Timer Settings
Letter and Number Settings
Answer Settings
Feedback Text Settings

& Question Collection

Question 1
= Additional Media
Media 1

Question Sound | @

Answer Text

start  [mec

View  Settings

Publish

T esch

reated using trial version of Raptivity

I

000LLVVVVVVVLLVVOV
LLLLVVLLVLYLLLLLLLL

area around the interacti
etailed Customization' | (B Wizard-based Customization | ' [ig} Preview

R Reptit an: B0 O waran
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R Detailed Customization - Escape the Hangman

P —_—
P o @ @sxso H 2 tity Editor OUTRO

The activity of structuring the
response letter by letter helps
o the leamer recall both the term
i 93:02 uu and the concept it is
associated with. The timer
provided motivates the leamer
to form accurate and correct
words with a greater efficiency.
This interaction model allows
you to specify:
1. Number of questions
2. Font and color for questions
and the answers
3. Time allowed for the game
4. Change the timer settings
5. Background image for the
interactivity

Guess the Answers  Give Up Restart

Parameter | |'Set Parameter Values

Introduction

Scoreboard Guestion
Timer Settings
Letter and Number Settings
Answer Settings
Feedback Text Settings

& Question Collection

Question Text  verdana

Question 2
Question 3
Question 4
Question §
= Agditional Media

Question Sound =

Media 1
Output Parameters.

7 start 6 Spark R Raptivit )_blank - Paint
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2. Swap the Letters —

R Detailed Customization - Swap the Letters
ERE AN o @ esxso

= Swap the Letters
& Input Parameters
Background Settings
Audio Settings
Title
Instruction
Introduction
Timer Settings =
Help Settings
Score Settings
Game Board Settings
Feedback Seftings
= Question Collection Time intewval (in
onds)

Question Text

Question Sound

= Agditional Media
Media 1 v

R Detailed Customization - Swap the Letters
DERE AN I o @ asxsn

= Swap the Letters
& Input Parameters

Background Setings
Audio Settings
Title
Instruction
Introduction
Timer Settings
Help Settings
Score Settings
Game Board Settings

End of Game
Feedback

End of Game Sound

& Question Collection Leave Game
Question 1 Feedback

& Additional Media
Media 1

Output Parameters.

2

; Microsoft San: 3 9

AB U

[ J

R Raptivi

2

Microsoft San: x 9

“AB U

[ | o

; Microsoft san: 9

ABZU

R Raptivi

ot Parameter Set Parameter Values

You want your leamers to
remember the key terms and
also be able to associate them
with key concepts. The Swap
the Letters helps you bring in a
positive impact in the clarity of
retention of the term-
description concept. This
game is played in a fun way
where the leamer simply has
t0 swap the letters to form a
word. Once the word is formed
more information about that
word can be obtained by
simply moving the mouse over
it. Each corectly identified
word increases the score

shich makes it m it

You want your leamers to
remember the key terms and
also be able to associate them
with key concepts. The Swap
the Letters helps you bring in a
positive impact in the clarity of
retention of the term-
description concept. This
game is played in a fun way
where the leamer simply has
to swap the letters to form a
word. Once the word is formed
more information about that
word can be obtained by
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R Detailed Customization - Swap the Letters

B A# o @ asxonH ?

About this Interaction Model

You want your leamners to
remember the key terms and
also be able to associate them
with key concepts. The Swap
the Letters helps you bring in a
positive impact in the clarity of
retention of the term-
description concept. This
game is played in a fun way
where the leamer simply has
to swap the letters to form a
word. Once the word is formed.
more information about that
word can be obtained by
simply moving the mouse over
it. Each comectly identified
word increases the score
which makes it more exciting
‘The interaction model allows
you to speci

1. Number of questions

2 Time allowed for the game
3. Change the timer settings
4. Background image for the

Mobile Publishing Optios
lect Parameter Set Parameter Values
Select a sound file for the leave game

= Swap the Lefters
& Input Parameters E;‘:ﬁziime Microsoft San: v 9 Eabdﬂhahc;\m‘c(asa\(‘m‘i'yi‘r::ITi’:[l;ngm
[publish the interactiv :
::::?’s":':: igm"gs Select a HTMLS compatiole audio file
g (mp3, .000).
Tite Format Type: mp3, ooy
Instruction
Introduction [Recommended
it Rate: 128 kops

R Raptivt swap11 -Paint
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3. Screen Sequence Thumbnails —

R Detailed Customization - Screen Sequence - Thumbnails
» = - F o @ anxsn B ? Editor

This interaction model helps
you describe the user interface
of software products and
applications by showing the
screens in sequence. On the
first screen of the interactity.
thumbnails of all screens in the
sequence are shown. The
leamer can click on any
thumbnail to view the screen
and the description associated
with it. The interaction model
allows you to specif

1. Number of screens

2. Screen images

3. Description for each screen

Mobile Publishing Options.

't Parameter Set Parameter Values

= Screen Sequence - Thumbnails [Enter the description text which will be

= Input Parameters Sérasnimagd shown along with the screen when the
Audio Seftings learner clicks on the thumbnail.

Title
Instruction
Description Text Box Properiies
= Sereen Collection g
Screen 1
Screen 2
Output Parameters:

Thumbnail Tite Text [} erosoft sane = 9

Description Text [} werosoftsan w9 = A B Z U

" start 6 spark

utlook R Raptivi

R Detailed Customization - Paragraph Sequencing Exercise
B A F o @ aqsxsn # tivity Editor

This interaction model helps
you create an exercise
displaying jumbled paragraphs
The leamer arranges the
paragraphs in the correct
sequence. Numbers
corresponding to each
paragraph are displayed at the
bottom of the screen. The
leamer drags the numbers onto
the appropriate paragraphs.
You can specil

1. Reinforcements or
Corective feedbacks
feedbacks to guide the leamer
2. Number of paragraphs

3. Font properties

4. Background color of the
paragraph box

5. Instruction text
6 B

a age for the
interaction model

Mobile Publishing Options.

eler | |'Set Parameter Values Notes

Audio Settings Enter the tex for the paragraph.
Tite Paragraph Text

Instruction
Text Setings
Feedback Text Settings
& Paragraph Collection
Paragraph 1

Text

[ Tiestionto o

Outlook ’ R Raptivi
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5. Banner —

R Detailed Customization - Banner

TBERE AN I o @ asxsn

= Input Parameters
Banner Text Audio
Title
Instruction
Banner Setings
nner Text
Output Parameters.

TUstart. [ am-pant

Set Parameter Values

Text

Text Font

Text Color

& banner

2

Avrial Select Font

R Raptivty

6. Tree Vertical-

R Detailed Customization - Tree - Vertical

B A# o @ esxso

= Tree - Vetical
= Input Parameters
Audio Settings
Title
Instruction
Description Text Box Properties
= Root Node
& Node 1 - Level 1
= Details for Node
Child Node 1
Output Parameters.

Nurnber of Childs

Node Text

Node Deseription
Header Text

2

[

— Select Color

| ['setparameter vaiues

This interaction model helps
create an animated graphic to
display welcome messages or
important information on the

screen. The banner text scrolls
horizontally or vertically on the
screen with a pre-defined

speed. The interaction model
enables you to specify

1. Banner text

2 Font properties

3. Alignment of the text L
4. Instruction text

5_Background image for the
interactivty.

You can resize and move
certain objects like text areas
pictures in this interaction.
However_not everything can

h

Wicrosoft San: = 9

A B LT

; Microsoft san: 7 9

A BLY

This interaction model helps
you describe certain hierarchy
among objects by showing
them in the form of a vertical
tree. The tree can be
presented with two levels. The
interaction model allows you to

speci
1. Text appearing at each level
of the tree

2. Desciiption for each item

3. Number of items appearing
at first level

Mobile Publishing Options.

&0 8 WA

51



3.11 Table Specifications

For global parameters

Sr.
No. | Input Parameter | Type Description
It is either stretch / maintain
1 | Image Scaling Text aspect ration
Its selects the Background
Type i.e either background
2 | Background Type | Text color/ image/none
Gives the path of the
3 | Background Image | Text background image
Background It is the Background Image
4 | ImageWidth Number | Width
Background It is the Background Image
5 | ImageHeight Number | Height
It is the Background Color in
6 | Background Color | Text RGB format
Show Audio It decides whether to show
7 | Control Boolean | the audio control or not
Audio Control It can be Default Audio
8 | Image Type Text Graphic or Upload an image
Image for audio It’s the path for audio control
9| ON Text when in unmute state
Image for audio It’s the path for audio control
10 | OFF Text when in mute state
11 | Title Text It’s the title text
Always display the It decides whether to show
12 | Instruction Boolean | the instruction or not
It has X, y, height, width for
13 | InstructionPosition | Text the instruction
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Sr.

No. | Input Parameter | Type Description

It has x, y, height, width for
14 | SndPosition Text the audio control

It has x, y, height, width for
15 | TitlePosition Text the Title

It’s the no. of GTB items
16 | Number of Nodes | Number | added

It has x, y, height, width for
17 | ToolBoxPosition Text the GTB

Gives the path of the GTB
18 | Set Image Text image
19 | Set Text Text It’s the GTB text

Gives the path of the GTB
20 | Set Video Text video

If true then mutes all the
21 | Mute other Audio | Boolean | audio except video

Gives the path of the GTB
22 | Button Image Text button image

Button Action

23 | Type Text Its either text, image or video
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For screen sequence thumbnails

Sr.
No. | Input Parameter | Type Description
Play Introduction It decides whether to play the
1| Sound Boolean | introduction sound
Introduction Sound Gives the path of the intro
2 | File Text sound file
It has x, y, height, width for
3 | ThumbnailPosition | Text the thumbnail
Gives the path of the screen
4 | Screen Image Text image of the thumbnail
It’s the description text when
5 | Description Text Text screen image appears
6 | Voiceover Wave It’s the path for audio file
Show Thumbnail It decides whether to show
7 | Border Boolean | the thumbnail border or not

54




For Banner IM -

Sr.
No. | Input Parameter | Type Description
1 | Banner Sound File | Wave It’s the path for audio file
It decides whether to play the
2 | Play Banner Sound | Boolean | banner sound or not
3 | Banner Type Text It can be vertical or horizontal
Gives the alignment for the
4 | Align Text banner text
It can be entirely/letter by
5 | Display Choice Text letter
6 | Speed of rotation Text It can be slow/medium/fast
7| Text Text It’s the banner text
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3.12 Test Procedures and Implementation

1. Test case for global functionality

Test Test Case | Test steps | Expected | Actual Stat
Case Descripti Result result us
ID on (P/F)
Title_In | Tocheck | Setcolor | Color & Color & | Pass
structio | the color | & font font style | font
nl & font for | style to must get | style
the title & | title applied to | gets
instruction the title & | applied
instruction
Title_In | Check the | Entera Scrollbar | Scrollbar | Pass
structio | scroll large text | should appears
n?2 appear
Title_In | Check the | Adjust the | Depth of | Title & | Pass
structio | depth flexi such | title or Instructi
n3 a way that | instruction | on are at
title or should be | highest
instruction | greater Depth
should
overlap a
button
Backgro | To check | Apply Image Image Pass
und_sett | the “image | image should get | got
ings 1 scaling- scaling as | properly properly
stretch ” “stretch” | stretched | stretched
option & attach
image.
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Test Test Case | Test steps | Expected | Actual Stat
Case Descripti Result result us
ID on (P/F)
Backgro | To check | Apply Applied Image Pass
und_sett | the “image | image image size | applied
ings 2 scaling- scaling as | should be | properly
maintain | “maintain | same as
aspect aspect that of its
ratio” ratio” & | actual size
option attach
image
with small
size
Backgro | To check | Apply Backgroun | Backcol | Pass
und_sett | backgroun | backgroun | d color or got
ings 3 d color dtype as |should get |applied
“Backgro | applied
und color”
SFO _te | Tocheck | Publish All images | Images | Pass
st if publish | the output | & sounds | &
with SFO | as SFO should get | sounds
option is properly loaded
working loaded proprly
MFQO | Tocheck | Publish File File got | Pass
test | if publish | the output | should get | publishe
with MFO | as MFO published | din
option is in MFO MFO
working
Introduc | To check | Apply All the Formatti | Pass
tion the different | formatting | ngis
Settings | formatting | formatting | should get | applied
1 of to intro applied properly
introducti | text
on text
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Test Test Case | Test steps | Expected | Actual Stat
Case Descripti Result result us
ID on (P/F)
Introduc | To check | Add a The Scrollbar | p5ss
tion the scroll | large intro | buttons for | appears
Settings text scrolling
2 should be
visible &
on
clicking
on them
text must
scroll
Introduc | To check | Apply All images | Images | Pass
tion intro different | should be | gre at
Settings | image types of attached right
3 images i.e | properly at .-
.png, expected positio
Jpeg, .jpg | position | N
GTB_te | To verify | AddGTB | GTB items | GTB Pass
stl GTB items should be | items are
depth through above all | at
the IM highest
toolbox specific depth
componen
ts except
feedback
screen
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Test Test Case | Test steps | Expected | Actual Stat
Case Descripti Result result us
ID on (P/F)
GTB te | Toverify | Add GTB | Whenwe |GTB Pass
st 2 GTB video & openthe | video
video & GTB popup the | stopped
GTB popup GTB on
popup video video popup
video should get | open
stopped
GTB_te | To verify | AddGTB | Whenwe |GTB Pass
st3 GTB popup text | click on popup
popup text popup text is
scrolling button not
GTB text | scrollabl
should not | e
be
scrollable
Button | To verify | For all the | All the Buttons | Pass
test button buttons do | buttons are not
functionali | not set should not | clickable
ty when any image | be if no
no image clickable | image is
is applied & hand- attached
cursor
should not
be shown
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2. Test Case for IM specific functionality of Escape the

Hangman IM —
Test Case | Test Case | Test Expecte | Actual Statu
ID Descriptio | steps d Result | result S
n (P/F)
Show_intro | To check | Uncheck | Intro- Intro Pass
screen when The screen screen
intro- show- does not | didn’t
Screen intro flag | appear appear
appears
ShowTime | To check Uncheck | Timer Timer Pass
r when The should not
Timer Show not be appeared
appears Timer displaye
flag d
Timelnterv | To check Settime | Timer & | Timer & | Pass
al time for in Game game got
the game | seconds | should stopped
be
stopped
when
timeout
happens
Time Out | To check if | Set some | Feedbac | Feedbac | Pass
Feedback | correct text to k should | k
time out time out | be appeared
feedback | feedback | appeared | at the
appears & when right
it is not timeout | time & it
editable happens | is not
& that editable
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feedback

should
not be
editable
Timer Tocheck | Apply All Proper Pass
Formatting | correct formattin | formattin | formattin
formatting | g for few | gshould |gis
for timer fonts, get applied
font applied
sizes, to the
font- timer
colors
Question To check if | Answer a | The On Pass
testl questions | question | hangman | correct
are correctly | should attempt
evaluated not be the
properly hang hangman
walks
away &
didn’t
get hang
Question To check if | Answer a | Thethe | The Pass
test2 questions | question | hangman | hangman
are incorrectl | should figure is
evaluated |y be drawn on
properly hanged | each
incorrect
attempt
Question To checkif | Try to It should | It’s not | Pass
test2 guestion editthe | not be editable
textisnot | question | editable
editable text
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Test Case | Test Case | Test Expecte | Actual Statu
ID Descriptio | steps d Result | result S
n (P/F)
Answer To check if | Use On click | Virtual Pass
Testl user is able | virtual of any keyboard
to answer a | keyboard | letteris | is
question to answer | should working
through appear in | properly
virtual the
keyboard blanks
given for
the
answer
Answer To check if | Type the | The Useris | Pass
Test2 user is able | answer in | typed able to
to answer a | the answer | user the
question textbox | should textfield
through the get for
text box submitte | answerin
d& g the
validated | question
properly
Score Test | Tocheck | Playthe | Score Score is | Pass
the score questions | should evaluate
evaluation | & check | get d
the score | evaluate | correctly
d
accordin
g to the
max
score
Check To check if | Click on | All the All the Pass
Answer on click of | check questions | questions
Btn check answer with with
answer button their their
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button answers | answers
proper should are
informatio be displaye
nis displaye |d
displayed d
Next To check | Clickon | Next Next Pass
Puzzle the Next question | question
Button functionali | Puzzle should IS
ty of Next | Button be displaye
Puzzle displaye |d
Button d
Give Up Tocheck | Clickon | Itshould | Proper Pass
Button the Next display | message
functionali | Puzzle the is
ty of Give | Button feedback | displaye
Up Button screen d
with
proper
message
Restart To check | Clickon | Game Game is | Pass
Button the Restart should restarted
functionali | Button be
ty Restart restarted
Button
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3. Test Case for IM specific functionality of Screen

Sequence Thumbnails 1M —

Test Test Case | Test Expected | Actual Stat
Case ID | Descripti | steps Result result us

on (P/F)
Thumbna | To check | Publish Thumbnai | Thumbnai | Pass
il the the IM & |Isshould |Isare at
Position | thumbnail | see the be at correct

position thumbnail | proper position

positions | place

Number | To check | Set IM should | IM works | Pass
of the IM Number | work for max.
Screens | with of properly | & min. no

maximum | Screens | with max. | of screens

& To max & min. no

minimum | no. & of screens

no. of min. no.

thumbnail

S
Screen To check | Apply Both type | Screen Pass
Image .png, .jpg | .png or of images | images

formats Jpg should get | are

for the image as | applied applied

screen the screen | properly | properly

image of | image for .jpg &

the .png file

thumbnail
Descripti | Tocheck | Seta It should | Descriptio | Pass
on Text if large be visible | n Text is

descriptio | Descripti | & not shown

64




n text is on Text | editable properly,
visible & | fora & hasto | & not
not thumbnail | be editable
editable & scrollable | &
scrollable scrollable
if required
Voiceove | To check | Setaudio | When One audio | Pass
rl if sounds | files to user IS getting
attached | the navigatin | stopped
to thumbnail | g through | when next
thumbnail |s the screen | image is
work fine images of | visited
while the
navigating thumbnail
through , one
the audio
thumbnail should be
S stopped
when next
image is
visited
Voiceove | Tocheck |Setaudio | When 2" | 1%timage | Pass
r2 if no file for 1% | screen is not
audio file | thumbnail | image is | continued
is attached | & don’t | visited, to the
for a setitfor |audioof | next
thumbnail | 2", 1%timage | image
should
not be
continued
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4. Test Case for IM specific functionality of Banner IM

Test Test Case | Test Expected | Actual Statu
Case ID | Descriptio | steps Result result S
n (P/F)
Vertical | Tocheck | Settype | Banner Banner Pass
scrolll type as as text rotates
vertical vertical | should vertically
& align, | rotate with the
display | vertically | given
choice, | with the alignment,
speed od | given display
rotation | alignment, | choice &
display speed
choice &
speed
Vertical | Tocheck |Seta It should | Textis not | Pass
scroll2 scroll for | large text | not be scrollable
the banner | to banner | scrollable
text text or mouse
wheel
action is
disabled
Horizont | To check | Settype | Banner Banner Pass
al scrolll | type as as text text
horizontal | horizonta | should rotates
| & rotate horizontall
align, horizontall | y with the
speed od |y with the | given
rotation | given alignmen
alignmen | & speed
& speed
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Test Test Case | Test Expected | Actual Statu
Case ID | Descriptio | steps Result result S
n (P/F)
Banner Banner Set Text Text has | Pass
text text formattin | should proper
formattin | formatting | g for have formatting
g banner proper as applied
text formatting
as applied
Banner | Tocheck | Setthe Audio Audiois | Pass
sound banner banner should be | played
sound sound played only once
only once | atthe
start.
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5. Test Case for SCORM testing —

Test | Test Case | Teststeps | Expected | Actual Stat
Case | Description Result result us
ID (P/F)
Statu | “In Publish the | At the “In Pass
sl progress” IM beginning | progress”
status In Progress | status is
status passed at
should be | the start
passed to
LMS
Statu | “Incomplete | Publish the | When IM | “Incomple | Pass
Y ” status IM & is not te” status
interact but | completely | is passed
don’t solved/ to LMS
complete it. | navigated, | when IM
status is IS
incomplete | incomplete
Statu | “Completed | Publish & | When IM | “Complete | Pass
s3 Successfull | play the IM | ends, d
y” status till the end | completed | successfull
successfully | successfull | y” status is
y status passed at
should be | the end.
passed to
LMS
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Test | Test Case | Teststeps | Expected | Actual Stat
Case | Description Result result us
ID (P/F)
Statu | “Completed | Publish & | When IM | “Complete | Pass
s4 Unsuccessf | play the IM | ends, d
ully” status | till theend | completed | unsuccessf
Unsuccessf | unsuccessf | ully”
ully. ully status | status is
should be | passed at
passed to | the end.
LMS
Scor | To check Publish & | Check the | Score is Pass
e the score play th IM | score when | calculate
IM is correctly
incomplete | when IM
or IS
completed | incomplete
or
completed
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Test Implementation

The Implementation Plan describes how the information
system will be deployed, installed and transitioned into an
operational system. The plan contains an overview of the system, a
brief description of the major tasks involved in the implementation,
the overall resources needed to support the implementation effort
(such as hardware, software. facilities, materials, and personnel), and
any site-specific implementation requirements.  The plan is
developed during the Design Phase and is updated during the
Development Phase; the final version is provided in the Integration
and Test Phase and is used for guidance during the Implementation

Phase. The outline shows the structure of the Implementation Plan.

Raptivity it the tool for creating the e-learning contents.
Initially this product available in the form of bita versions. And
released as the free trial version for 14 days along with user manual ,
some times free workshops and webinars are there to know how to
use the tool and ask the user for feedback. If there is positive
feedback from the user then final product is sale as licensed copy to

client and along with more training.
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After successful tesing ,it was decided to implementation of
the modules in real-world scenario. The system platform was created
for the system and limited number of users were also created so that
the pwrformance could be tested as well. The system responded as
per the expectation , only some performanace measures were

revealed and corrected accordingly.

1. Acceptance procedure.

After the system is completed and proper training is
given to the staff the system is run parallel with the
existing system and results are compared . When the
results will be satisfactory the system will be accepted by

the client.

All the required and critical information regarding the

system will be given to the respective personnel.
2.Post implementation review:

Since the system was developed with almost all care ,
there were not many modifications in the system. The
demonstration will be carried out with the manangement and
end users, who in turn will also very satisfy with the

outcomes of the system.
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MAINTAINANCE POLICY:

The maintenance of existing system software can account for
over 60% of all developed effort.Because change is inevitable,
mechanism must be developed for evaluating controlling and
making modifications. Maintenance is a set of software engineering
activities that occur after software has been delivered to the
customer and put in to operation. 70% of the cost is devoted to

maintenance. Maintenance activities cab be divided in to two types:

A. Modification
As the specification of computer system change,
reflecting changes in the external world , so must the systems

themselves.

B. Debugging
Removal of errors that should never has been there in
the first place . More than two- fifths of maintenance
activities are extensions and modifications requested by the

users.

The magnitude of this proportion seems to reflect the
lack of extendibility of commonly implemented software.

Maintenance can be defined as three types:
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1.Corrective maintenance

A process which includes diagnosis and correction of

errors.
2.Adaptive maintenance

Activity which modifies software which properly

interface with a changing environment.
3.Perfective maintenance

Activities which adds new capabilities, modifying

,existing function and making general enhancements.

This accounts for the majority of all the effort expanded on

maintenance.
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4.1 User Manual

Raptivity is a platform consisting of 180+ templates which allows

you to create your own courses very easily.

Following are the steps to be performed-

e Double click on the raptivity shortcut to open the raptivity.

e You will get the following screen —

N ®
FRAPTIVITY

74



Now you many create new interactivity by selecting a pack.
So as you click on new interactivity, you will get following

screen —

R Raptivity Media Explorer

>, ®
RAPTIVITY ™
N

Rapiiity Essential Rapivity Evotee
Pack

R R R R
Cul !
B 1 B |
Ragtivity Standard Rapihity Videos. Rapity Standard Rapiivity Standard
Packd TutoPack Pack1 Pack3

as
Crossword, Letter Pool, Swap the
Letters and many more

F Product A53-Fsse.. | BUssrMamselo-... R Repiiviy

e Now you need to select the pack which will have

number of interactivities from which you can choose

the required interactivity.
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After selecting the interactivity add contents to it &

customize it according to the need.

When the template/ interactivity is ready, save the
Interactivity & click on publish option to publish it.

Choose the appropriate publishing option from SFO,

MFO, Mobile output

When the IM is published you may upload it on

LMS.
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4.2 Operational Manual / Menu Explaination

1 .Escape the Hangman

1. Before you begin creating the interactivity you will need to be

prepared with:
2. Set of questions you would like to include in the assessment.
3. Answer key for your assessment question set.

4. Sound you would like to include in the interactivity. The

sound files must be in .mp3 format.

5. To design an Escape the Hangman, you need to:

6. Go to the Detailed Customization view
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7. From the Select Parameter tree, go to Input Parameters

branch.

R Detailed Customization - Escape the Hangman

A ¥ o @ asxso $ 7

Which South African Black leader was released in 1989 after
26 years in prison?

|Guessthe Answers| Give Up | Restart

S S AT ST R T T T e s e s s e

S Set Parameter Values
= Escape the Hangman
Image Scaling Stretch
Background Settings
Audio Settings
Start Buton
i Stan_BTN.ong ()
instruction
Infroduction Max Score 100
Scoreboard
Timer Seftings
Lefter and Number Settings Show Restart Buti
Answer Settings
Feedback Text Seftings
& Question Collection Restart Sution Restart_BTN.gng (3]
Question 2
Gueston 3 NextPuzle Buton  [NedPuzte BTpng | (]
Question 4
Question § Guess the Answer | GuessA_BTN png =]
=

start 6 sk 6 orit.mday

About this Inter action Model

The actiity of structuring the
response letter by letter helps
the leamer recall both the term
and the concept it is
associated with. The timer
provided motrvates the leamer
to form accurate and corect
words with a greater eficiency
This interaction mode! aliows
you to speciy

1 Hum

ions
2 Font and color for questions.
and the answers
3. Time allowed
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8. From the Title branch enter the title of the interactivity &

from instruction option set the instruction for the interactivity.

R Detailed Customization - Escape the Hangman

(15x500) L

About this Inte

The acthity of structuring the

. response letter by letter helps

5 the leamer recall both the term

ghiue:00 mn and the concept it is

associated with. The timer
provided motrvates the leamer
to form accurate and correct
words with a greater efficiency
This interaction mode! aliows
you to speciy
1. Humber ion:
2 Font and color for questions
and the answers
3 Tume allowed for the game
4. Change the timer settings
5. Background image for the
interactviy.

Escape the Hangman

Which fish lays the largest eggs?

The Raptiity Leaming

|Guessthe Answers|  Give Up Restart Interaction Guide can be

Select Parameter Set Parameter Values
@ Escape the Hangman

= Input Parameters et el
Background Settings
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Title Instruction [ Verdana =5
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Scoreboard
Timer Settings
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Feedback Text Settings
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9. Using Introduction option from input parameter, introduction

screen can be customized.

ization - Escape the Hangman

B A ¥ o @ asxsoff ?
Escape the Hangman ‘Aot this Inter action Model

.‘ The acthity of structuring the
L response letter by letter helps

the leamer recall both the term
Which fish lays the largest eggs? :2:0‘:;&"&3? 'HZ e
provided motivates the leamer
to form accurate and comect
words with a greater efficiency
This interaction model allows
you to specify

1. lumi

ions
2 Font and color for questions.
and the answers

3 Time allowed for the game

Mobile Publish

Background Setings
Show Introduction 3]
Screen

Audio Settings
Title

instruction
Infroduction Introduction
Scorenoard . - 0
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Letter and Number Settings lthe bottom provides you with the ltters of the
Answer Setlings English alphabet and numerals zero to nine.
Feadback Text Seftings Click all the alphabets or numerals in the
< Grsncomton A L )
Question 1 your sixth incorrect entry, the hangman fills in &
Question 2
Question3 Introduction E ‘Select Color
Question 4
Question 5
e Inroduction Image | inro_hangman pn =
Output Parameters

4 start

6 sk 6 prit.miday ry e4-pant &) sism
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10.Then from the Question Information branch enter your

preferred settings in the following fields

a. Question Text (for all the questions)

b. Correct Answer Text

R Detailed Customization - Escape the Hangman
B A ¥ o @ asxson P ?
Escape the Hangman

Ahout this Inter action Model 2
The activity of structuring the
‘ os:00:00 (% IO response letter by letter helps

the leamer recall both the term
Wl vhich fish toys the fargest egas? L
provided motwvates the leamer
to form accurate and comect
words with a greater efficiency
This interaction mode! allows
you to specify
1. Number of questions
2 Font and color for questions
and the answers

3 Time allowed for the game %
Mobile Publishing Options __*

Background Setings -
Audio Gettings Question
Title
Instruction Question Text

fredns  zz pABzUE2 B
Inroduct
;‘E':,E:‘D;: Which South African Black leader was
Timer Settings released in 1989 after 26 years in
?
Lstter and Number Settings prison?
Answer Settings
Feedback Text Settings
= Question Collection
Question 2 Quesiion Bound EH_G1.mp3 @
Question 3
Question 4 -

Question s AngwerTed Nelson Mandela
= Additional Media
Media 1
Output Parameters

Istart

6

6 ort.muday R Raptivky o6-Pant &)y sieem

11.0nce you are done with the settings, click OK. From the File
menu, select Save As to save the interactivity, and then

Publish to use it where you like .
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12.To customize this interactivity, go to the Detailed
Customization View. Customizations will be possible

through the Select Parameter section on your screen.

13. Parameters you can customize:

a. Passing Percentage (minimum score to pass the

assessment)
b. Image Scaling Type
Stretch

Maintain Aspect Ratio

14, Start Button Image
Recommended Dimensions : 70X30 pixels
Recommended Size : 1 MB

15. Submit Button Image

Recommended Dimensions : 90X30 pixels
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Recommended Size : 1 MB
16. Restart Button Image
Recommended Dimensions : 90X30 pixels
Recommended Size : 1 MB
17. Give-up Button Image
Recommended Dimensions : 90X30 pixels

Recommended Size : 1 MB

R Detailed Customization - Escape the Hangman

B AF o @ asxsof ?

EaIr  Quick View

About this Inter action Model
Which South African Black leader was released in 1989 after The activity of structuring the
26 years in prison? response letter by letter helps
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and the concept it is
associated with. The timer
provided motivates the leamer
to form accurate and correct
words with a greater eficiency
This interaction mode! allows
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1. Number of questions

2. Font and color for questions
and the an:
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4_Change the timer settings
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18. Background image
Under Set Parameter Values use the browse button to select

images from your local machine.

R Detailed Customization - Escape the Hangman
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The acthity of structuring the

. response letter by letter helps
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words with a greater efficiency
This interaction mode! aliows
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4. Change the timer settings
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19. Audio Settings

Audio icon - Default or image (Image - 25X25)

R Detailed Customization - Escape the Hangman

TERE A o G asxon P ?

Rou 7 T actlon Wodel
Escape the Hangman The activty of structuring the
. response letter by letter helps
5. the leamer recall both the term
os:00:00 (7 IEEEEN i a concest £
associated with. The timer
provided motivates the leamer
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words with a greater efficiency
This interaction mode! allows
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1 Number of questions
2 Font and color for questions
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Mobile Publishing Options.

Seloct Parameter
= Escape the Hangman
= Input Parameters

Introduction Sound | EF_intro mp3 13
File

Play ntroduction
und

Instruction
Introduction
Scoreboard
Timer Settings
Letter and Number Settings
Answer Setlings
Feedback Text Settings
= Question Collection
Question 1

Show Audio Control

Audio Control IMmage | Default Audio Graphic ¥
Tioe

istant

6 sosk

20. Title setting-
I. Title text
ii. Title Position
iii. Title formatting
21. Instruction settings-
i.  Instruction text

. Instruction Position
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. Instruction formatting
22. Timer settings-

Select type-
Upwards
Downwords

Set Time Interval(In Seconds)

R Detailed Customization - Fscape the Hangman
BAd o @15xs00) 7 . Quick View

Escape the Hangman ‘About this Inter action Model

The actiity of structuring the
5:00: response letter by letter helps

the leamer recall both the term
and the concept it is
associated with. The timer
provided motvates the leamer
to form accurate and corect
words with a greater eficiency
This interaction mode! allows
you to specify

1. Number of questions

2 Font and color for questions
and the answers

3 Time allowed for the game

Which fish lays the largest eggs?

Background Setlings !

Show Timer
Audio Settings
Title
Instruction StantTimer Downwards v
Infroduction
Scorepoard

Time Interval (n  [300
seconds)

tin
Letier and Number Settings
Answer Setlings
Feedback Text Settings Time OutFeedback
= Question Collection
Question 1
Question 2
Question3
Question 4
Question 5
= Additional Media
Media 1
Output Parameters
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Timer Font verdana Select Font =
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23. Timeout feedback
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2 . Swap the Letters

1. Before you begin creating the interactivity you will need to be

prepared with:
2. Set of questions you would like to include in the assessment.
3. Answers for your assessment question set.

4. Sound you would like to include in the interactivity. The

sound files must be in .mp3 format.

5. To design an Swap the Letters , you need to:
6. Go to the Detailed Customization view

7. From the Select Parameter tree, go to Input Parameters

branch.

8. From the Title branch enter the title of the interactivity.

9. From the Instruction branch enter the Instruction of the

Interactivity.

10. Using introduction branch , you can customize the whole
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introduction screen.

You can customize-

e Show introduction screen

e Introduction text

e Introduction Image
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11. Then for Question Information, enter your preferred settings

in the following fields

a. Question Text (for all the questions)

b. No. of words for each question.

12.0nce you are done with the settings, click OK. From the File
menu, select Save As to save the interactivity, and then

Publish to use it where you like .

13. Through input Parameters you can customize:

a. Passing Percentage (minimum score to pass the

assessment)
b. Image Scaling Type
I. Stretch

1. Maintain Aspect Ratio
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14. Start Button Image

1. Recommended Dimensions

pixels
2. Recommended Size : 1 MB
15. Submit Button Image

1. Recommended Dimensions

pixels
2. Recommended Size : 1 MB
16. Restart Button Image

1. Recommended Dimensions

pixels
2. Recommended Size : 1 MB
17. Give-up Button Image

1. Recommended Dimensions

pixels

2. Recommended Size : 1 MB

70X30

90X30

90X30

90X30
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18. Background image

Under Set Parameter Values use the browse button to select

images from your local machine.

19. Audio Settings

a. Audio icon - Default or image (Image - 25X25)
b. Title of the Interactivity: The title appears at the top
20. Title setting-
I. Title text
ii. Title Position
iii. Title formatting
21. Instruction settings-
a. Instruction text
b. Instruction Position

c. Instruction formatting
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22. Timer settings-
I. Select type-
1. Upwards
2. Downwords
ii. Set Time Interval(In Seconds)
23. Timeout feedback
a) Feedback Background Color

b) Feedback Text
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24. For a Question-
a) Aword (max length = 15)
b) Allignment
-Vertical
-Horizontal
c) Description show type
-On mouse ove
-On Click

d) Description Text

R Detailed Customization - Swap the Letters

B A : 7 (115 xs00) T

About this Inter action Model

Team and Individual Sports 7 You want your leamers to
remember the key terms and
Form the names of some popular team sports. i‘:: ::la:';“;;?ﬁ:‘;‘";m
the Letters helps you bring in a
positive impact in the clarity of
L retention of the term-
descnption concept. This

B e s pkves b £
[8lals k[e[T]BlAlL]L] iy

Mobile Publishing Options 4
N on o on e s oo s P —
Select Param eter Notes
= Swap the Letters Word 1 GOLF
& Input Parameters
Background Settings
Audio Settings Deseripten Ted 1 [Trconen =0 - A B 7 0
Tite A d
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introduction hole on  golf course in the lowest possible number of
Timer Setings strokes
Help Setiings
Score Settings
Game Board Settings

Feedback Seftings
= Question Collection Alignmentt Horizontal
Question 1|

= Additional Media Word 2 SNOOKER
Media 1
Output Parameters

Description Text 2

Snooker is a cue sportthatis played on a large baize-
covered table with pockets in each of the four comers and
i the middle of each of the long side cushions

6 soxik 6 oriti.mday by &)y sz
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25. Using Help setting, Help text can be set.

d Customization - Swap the Letters

—_
B A o @ (,,5,(,.,.,,’ > Editor Quick View

About this Inter action Model

Team and Individual Sports You want your leamers to
remember the key terms and
r also be able to associate them
Form the names of some popular team sports. biagpidobyiiuting
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Title
Instruction
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= Additional Media Help Background l:l Gelect Color
Media 1 Color
Output Parameters
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26. Score settings can also be customized with —
e Correct Word Score
e Score Heading
e Score font
e Score color
e Score background color

e Score header background

R Detailed Customization - Swap the Letters
TEREAI o @asxson ?
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Title
Instruction
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Timer Settings
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Game Board Settings
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Question 2
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Media 1

Output Parameters.

Scoe Color 1 Select Color
Score Background Select Color
ot I EE
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27. Game board settings can be customized for —
e Letter font
e Letter color
e Selected letter color
e Active letter color

e Disabled letter color

R Detailed Customization - Swap the Letters
TR A S 1sxso0) 7

Quick View

Team and Individual Sports ; You want your leamers to

remember the key terms and
Form the names of some popular team sparts. also be able to associate them
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Mobile Publishing Options.
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Instruction
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Timer Seftings Color
Help Setings.

Score Settings

Feedback Settings
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Question 1
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= Additional Media
Media 1
Output Parameters.
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Color
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3. Screen Sequence Thumbnails

1. Before you begin creating the interactivity you will need to be

prepared with:

2. Set of images you would like to show as thumbnails.

3. Sound you would like to include in the interactivity. The
sound files must be in .mp3 format.

4. To design Screen Sequence Thubnails, you need to:

5. Go to the Detailed Customization view

6. From the Title branch enter the title of the interactivity
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7. Set the no. of thumbnails (max = 10)

R Detailed Customization - Screen Sequence - Thumbnails

TEREAI o G asxon P ?

{17 ol A oA [

Step 2 Step 3 Step 4 Step 5

Screen 5

Screen 6

Screen 7
Output Parameters.

8. Once you are done with the settings, click OK. From the File

menu, select Save As to save the interactivity, and then

Publish to use it where you like .

9. To customize this interactivity, go to the Detailed
Customization View. Customizations will be possible

through the Select Parameter section on your screen.
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10. Parameters you can customize:
1. Image Scaling Type
i. Stretch

ii. Maintain Aspect Ratio

2. Background image
Under Set Parameter Values use the browse button to select

images from your local machine

3. Audio Settings

1. Audio icon - Default or image (Image - 25X25)
2. Title of the Interactivity: The title appears at the top
4, Title setting-
I. Title text
ii. Title Position

ii. Title formatting
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5. Instruction settings-
1.
2.

3.

6. For a thumbnail-

R Detailed Customization - Screen Sequence - Thumbnails

o @ @sxso) 7

TRE A

Instruction text
Instruction Position

Instruction formatting

Image of the thumbnail
\oiceover for that thumbnail
Thumbnail title text

Thumbnail description text

™

About this Inter action Model

2o A odf 2k o | o

This interaction mode! helps
you describe the user interface
of software products and

Step 2

5 0 g

arameter
n Sequence - Thumbnails.
out Parameters

Audio Settings

s
Screen Image Screen_Sequence_Thumb

applications by showing the
screens in sequence. On the
first screen of the interactivty.
thumbnails of all screens in the
sequence are shown. The
leamer can click on any
thumbnail to view the screen
and the description associated
with it. The interaction model

Step 3 Step 4 Step 5

| Mobile Publishing Options

Title Thumbnail Title Text
Instruction
Description Text Box Properties
= Screen Collection

Screen 2
Screen 3
Screen 4
Screen 5

Screen Description Ted [} wicrosoft san: g 9

i
»
L

- AB ZU:

Screen 7
Output Parameters.

istant
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4. Paragraph Sequencing Exercise

4. Before you begin creating the interactivity you will need to be

prepared with:
5. Set of paragraphs you would like to add.
6. To design Paragraph Sequencing Exercise, you need to.
Go to the Detailed Customization view.
7. From the Title branch enter the title of the interactivity
8. Set the no. of paragraphs (max = 10)

9. Once you are done with the settings, click OK. From the File
menu, select Save As to save the interactivity, and then

Publish to use it where you like .

10.To customize  this interactivity, go to the Detailed
Customization View. Customizations will be possible

through the Select Parameter section on your screen.
11. Parameters you can customize:

1. Image Scaling Type
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i. Stretch

Ii. Maintain Aspect Ratio

12. Background image
Under Set Parameter Values use the browse button to select

images from your local machine.

13. Audio Settings

e Audio icon - Default or image (Image - 25X25)

 Title of the Interactivity: The title appears at the

top
14. Title setting-
o Title text
o Title Position

o Title formatting
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15. Instruction settings-
e Instruction text
e Instruction Position
 Instruction formatting
16. For a paragraph-
e Background color
e Paragraph Text
e Paragraph Text formatting
17. Submit button-
e Submit Button image
e Recommended dimensions- 90*30 pixels

e Recommended Size- 1 MB
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3 . Tree Vertical

1. For designing Tree vertical IM you need to have —
2. The parent node data, in the form of

- Text

- Video
3. The child node data, in the form of

- Text

- Video
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Through input parameters you may customize following parameters

4. Audio Settings

e Audio icon - Default or image (Image - 25X25)

 Title of the Interactivity: The title appears at the

top

R Detailed Customization - Tree - Vertical

TERE A o @ asxon P ?

e

Microsoft PowerPoint Objects

— This interaction model helps
-8 you describe centain hisrarchy
Application among cbjects by showing
This represents the entire them in the form of a vertical
- ... DocumentWindows Microsoft PowerPoint tree. The tree can be
presented with two levels. The
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Mobile Publishing Options A
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The Application object
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=i Detals for Node
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Output Parameters

Show Audio Control 3]

¢“°‘°C°"W"msﬂe Default Audio Graphic v
e

5. Title setting-

e Title text
e Title Position

e Title formatting
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6. Instruction settings-
e Instruction text
e Instruction Position
e Instruction formatting

7. Description text box properties —

e Description text box header background color

e Description text background color
e Show close button

e Video player skin, play video onload

R Detailed Customization - Tree - Vertical

BE A I o @ asxsn P ?

Microsoft PowerPoint Objects

- B application
This represents the entire
= .. DocumentWindows Microsoft PowerPoint

epplication
] View

The Application object
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= Details for Node Color Select Colo

Chilg Node 1

Child Node 2
Output Parameters PlayVideo On Load 5]
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8. Root node properties —

No. of children

Root node text

Select root node type
Root node description text

Root node description video

R Detailed Customization

Tree - Vertical

B A TS

7 (15 xs00)

Microsoft PowerPoint Objects

" Q'Applicalion
This represents the entire
Microsoft PowerPoint
application

- ... DocumentWindows

] view

The Application object
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Output Parameters.
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Description Type

About this Inter

This interaction mode! helps
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tree The tree can be
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interaction model allows youto

Mobile Publishing Options.
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9. Child node properties-
o Node text
e Select node description type
e Node description text

e Node description video

R Detailed Customization - Tree - Vertical

A o @1sxso0) P 7

. . Aout this Inter action Model
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This interaction mode! helps
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4.3 Flow chart

Open
Raptivity

Open
Interactivity

if new interactivi

Select
Raptivity
Pack

if existing interactivity

customize
interactivity

preview
changes

save
changes

publish
interactivity

end
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Drawbacks and Limitations

e Drawbacks:

1)For Swap the Letters IM from Wordplay pack,it is expected to
have tweening effect but somehow it is not executing as per the

requirement of the client.

2)For many IMs from Standard pack,.png images are getting blurred

on Mozilla Firefox browser.

3)The Aim and Shoot IM from Booster pack is not working at

required speed due to static framerate issue.

4)For many IMs from Simulation pack,hotspots are not getting
placed as per the customization.Apart from that,hotspots are not

scrollable with respect to textarea.

e Limitations:

The AS3 published output can be viewed in desktop browsers
and devices. Only the browsers that don’t support AS3, Raptivity
output cannot be viewed properly. Currently, only Internet Explorer
has some limitations of HTMLS5.
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As is true with all tools, | found some limitations in Raptivity.
While I don’t consider any of these show-stoppers, if any of these
are important to you, be aware of them before you begin using
Raptivity.

1) No communication between Raptivity interactions-

One interesting omission is the inability to pass information from
one Raptivity interaction to another. Let’s say that you include 10
interactions, either of the same or differing types, in an e-Learning
lesson. It would be very cool to be able to pass information from one
interaction to another, for instance the learner’s answer on the first
interaction to be used in the second interaction. Harbinger has
indicated to me that they are considering this feature in a future

version.
2) No text-to-speech ability

The interactions do not include the ability to have included text read
aloud by text-to-voice utilities. This can be a hindrance if this is a

requirement for you.
3) Software simulations may not be what you think

If you’ve used a product like Adobe Captivate, when you hear

software simulation, you may immediately think of a fully animated

111



demonstration that you create by opening the application that you
want to simulate and pressing a button to record your movements.
Raptivity software simulations are not of this type; they are the
simpler types that ask the learner to click a part of a screen capture.
These are perfectly good interaction types but if you are accustomed
to full-motion types of software simulations, you may need to lower

your expectations.
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Proposed Enhancements

By considering the above limitation there is scope for

enhancement.

e Allow communication between Raptivity interactions:-
We can establish the communication between Raptivity intractions.
E.g Let’s say that you include 10 interactions, either of the same or
differing types, in an e-Learning lesson. It would be very cool to be
able to pass information from one interaction to another, for instance
the learner’s answer on the first interaction to be used in the second

interaction.

e Text-to-speech ability:-
This is new technology belongs to the voice recognition.By using
this technology text is converted in to the speech and this will make

our intractivity more interactivities.

e Software simulations may not be what you think:
When you hear software simulation, you may immediately think of a

fully animated demonstration that you create by opening the
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application that you want to simulate and pressing a button to record
your movements. Raptivity software simulations are not of this type;

so we can enhance Raptivity to that level.
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Conclusions

Raptivity is can build more interactive courses to make e-learning more
interesting & easier. It supports various third party tools. Output is
available in various formats such as SFO, MFO, Mobile, HTMLS5,
SCORM complient. Tracking is an important part supported which is

very important for tracing the results of students for various courses.

Raptivity has 180+ interactivities to present different types of courses so

as to make the content more effective.

e Ever since action script-3(as3) has been emerged as new technology,
Raptivity is the first eLearning product which takes the advantage of

as3 to make Raptivity output compatible with 10S devices.

e AS3 is fast emerging as the industry standard for building rich
interfaces. However, there are quite a few technical challenges while
developing content in AS3 and not all browsers support this format
consistently for instance; the video support is limited and many more
such issues. With Apple’s iPad, iPhone, and iPod devices choosing
AS3 over Adobe Flash, AS3 has the potential to become an

important factor in all the upcoming classes of portable devices.

115



Every elLearning developer and course creator today has many
queries about AS3 — its usage, benefits, issues, etc. They are in
search of a wholesome solution that creates engaging AS3 compliant
interactions. Raptivity leads the eLearning domain with its foray in

mobile learning.

This release is the world’s largest library of eLearning interactions

for iPhone, iPad and other cutting-edge mobile computing products.

On that account, to get acquainted with the AS3 interactions,
Raptivity team has organized a special webinar on the 15th April,
2013 in three different time zones.

us

Europe

Australia
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