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Preface

Have you ever wondered how e-learning developers create such powerfully effective
and creative learning solutions? With Articulate Storyline, you don't need to wonder
anymore. Storyline is a powerful authoring tool that allows you to take your creativity
to the next level and easily author your own stories. It is an e-learning authoring tool
that allows you to leverage built-in development functions to quickly create interactive
and engaging learning experiences.

What this book covers

Chapter 1, Building Your Story, familiarizes you with the Storyline interface and
teaches you how to add new scenes and slides to begin your storytelling journey.

Chapter 2, Using Content to Tell Your Story, explains how you can easily use text,
images, and characters to tell your story.

Chapter 3, Using Content to Enhance Your Story, teaches you simple ways of taking
your storytelling abilities to the next level by adding small amounts of interactivity
throughout your story.

Chapter 4, Making Your Story Come to Life, provides you with a basis for growing your
knowledge of triggers, states, and hotspot interactions to create an engaging story.

Chapter 5, Making Your Story More Realistic, explains how you can create a more
realistic story through the use of audio and video features.

Chapter 6, Testing Your Learners, identifies basic assessment concepts and explains
how you can easily test your learners using Storyline's built-in assessment features.

Chapter 7, Sharing Your Story, teaches you how to create a customized learning
experience by modifying the Storyline default player and explains publishing
options available to share your story.



Preface

What you need for this book

To ensure you reach your full potential in following along with this book, it is
recommended to have:

* An Articulate Storyline 1 or Articulate Storyline 2 license or trial

* Any amount of creativity you can muster.

Refer to Articulate's website for a full list of hardware requirements recommended
for operating Articulate Storyline.

Who this book is for

This book is intended for anyone and everyone interested in working within Articulate
Storyline to develop engaging and practical e-learning projects. From novice users to
experienced users wanting to brush up on the basics, this book lets you learn how to
easily navigate Storyline to build and publish your very own story.

Conventions

In this book, you will find a number of text styles that distinguish between different
kinds of information. Here are some examples of these styles and an explanation of
their meaning.

Code words in text, database table names, folder names, filenames, file extensions,
pathnames, dummy URLSs, user input, and Twitter handles are shown as follows:
"This option allows you to import a previously developed Storyline project template
(.storytemplate)."

New terms and important words are shown in bold. Words that you see on the
screen, for example, in menus or dialog boxes, appear in the text like this: "To add a
new scene, select the New Scene (1) icon from the Home tab."

Warnings or important notes appear in a box like this.
.

a1

~Q Tips and tricks appear like this.

[2]



Preface

Reader feedback

Feedback from our readers is always welcome. Let us know what you think about
this book —what you liked or disliked. Reader feedback is important for us as it helps
us develop titles that you will really get the most out of.

To send us general feedback, simply e-mail feedbackepacktpub. com, and mention
the book's title in the subject of your message.

If there is a topic that you have expertise in and you are interested in either writing
or contributing to a book, see our author guide at www.packtpub.com/authors.

Customer support

Now that you are the proud owner of a Packt book, we have a number of things to
help you to get the most from your purchase.

Downloading the color images of this book

We also provide you with a PDF file that has color images of the screenshots/diagrams
used in this book. The color images will help you better understand the changes in the
output. You can download this file from https: //www.packtpub.com/sites/
default/files/downloads/20790T ColorImages.pdf.

Errata

Although we have taken every care to ensure the accuracy of our content, mistakes
do happen. If you find a mistake in one of our books —maybe a mistake in the text or
the code —we would be grateful if you could report this to us. By doing so, you can
save other readers from frustration and help us improve subsequent versions of this
book. If you find any errata, please report them by visiting http: //www.packtpub.
com/submit-errata, selecting your book, clicking on the Errata Submission Form
link, and entering the details of your errata. Once your errata are verified, your
submission will be accepted and the errata will be uploaded to our website or added
to any list of existing errata under the Errata section of that title.

To view the previously submitted errata, go to https://www.packtpub.com/books/
content/support and enter the name of the book in the search field. The required
information will appear under the Errata section.

[31]
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Preface

Piracy

Piracy of copyrighted material on the Internet is an ongoing problem across all
media. At Packt, we take the protection of our copyright and licenses very seriously.
If you come across any illegal copies of our works in any form on the Internet, please
provide us with the location address or website name immediately so that we can
pursue a remedy.

Please contact us at copyright@packtpub.com with a link to the suspected
pirated material.

We appreciate your help in protecting our authors and our ability to bring you
valuable content.

Questions

If you have a problem with any aspect of this book, you can contact us at
questions@packtpub.com, and we will do our best to address the problem.

[4]



Building Your Story

Let's get you up and running with Storyline! This chapter provides all you need to
know about getting started with your e-learning project.

In this chapter, we will discuss the following topics:

Introducing Articulate Storyline 2
Getting started with Articulate Storyline
Navigating the Storyline interface
Adding new scenes and slides

Working from templates

Importing content

Saving your story file

Introducing Articulate Storyline 2

Alright! You've installed Articulate Storyline 2, and you are either testing out the
trial version or you're interested in using Storyline and want to find out how easy
(or hard) it's going to be. Don't fear; I'll make things super easy for you! I can assure
you that Storyline is a powerful tool that will likely address all of your e-learning
development needs.



Building Your Story

So, what is Storyline? Storyline is an authoring tool that allows you to challenge your
creativity to produce high-quality, interactive e-learning in a very easy manner! With
a user-friendly interface and an incredibly active online community, you can create
just about anything your imagination drums up (or reach out to the community

if you run into a Storyline situation you're not quite sure how to handle). Having
worked with many other authoring tools, I can confidently say that Articulate
Storyline is one of my favorite products to author e-learning projects, largely because
it is the easiest and most efficient tool I've used, so I think it will quickly become your
favorite tool too!

There are some primary differences between Storyline 1 and Storyline 2, which are
mentioned here:

¢ New, flat interface

* Enhanced text editing

* Dockable panels

* Toggling between slide and form views

* Autorecovery

* Slider interactions

* Animation painter

* Motion paths

*  Question importing
If you've been working in Storyline 1, you should definitely check out Storyline 2 by
downloading the trial version; you can run both programs independently, so you
don't need to choose between one or the other. The trial will put you in the driver's

seat and allow you enough time (30 days) to try out the new features, in an effort to
help you determine whether Storyline 2 is right for you!

[6]




Chapter 1

Getting started with Articulate Storyline

Whenever you open Storyline 2, you're presented with a start screen. This screen
provides you with access to tutorials and downloads, in addition to providing
options to create new projects and open recent projects.

When you're feeling stumped on the way ahead for your project, keep
the tutorials and free download options on the start screen in mind;
they will likely provide a solution or help you along by providing
s inspiration. The start screens for both Storyline 1 and Storyline 2
include links to helpful tutorials and free templates/ graphics that can
be used by course developers.

The following screenshot shows the start screen:

Story”ne P Learn Storyline Discuss Storyline

Find help, get inspired, and

E New Project
learn from the experts.

- "
B Record screen - ] 1
i@ LH | 1
Import v
|
I - = eme——s

Getting Started

- Gl - =
WBG_Draft 1 el i
_e
WBG_Prototype NE v
= u—l
L]

Creating Interactive Slides Building Quizzes

Storyline Discussions

Recent More Resources

1. Staryline Downloads
2. Storyline Examples

3. Storyline Support

Visit E-Learning Heroes

o —

Website_Customizatio
n

Creating Screencasts & Customizing the Player
Software Simulations

I Browse for more...
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Building Your Story

Your options to create a new project include the following;:

New Project: This option allows you to start with a blank canvas and
autopopulates a starting scene and blank slide.

Record Screen: This option allows you to record screen content and integrate
it into a new story.

Import: When you select this option, you will be provided with the following
five options:

o

Import PowerPoint: This option allows you to import content or
templates previously developed in Microsoft PowerPoint.

Import Quizmaker: This option allows you to import content
previously developed in Articulate Quizmaker.

Import Engage: This option allows you to import content previously
developed in Articulate Engage.

Import questions from file: This option is only available in Storyline
2 and allows you to import questions from text files (. txt) or
Microsoft Excel. Importing questions from files will be discussed in
Chapter 6, Testing Your Learners.

Import from Storyline template: This option allows you to import a
previously developed Storyline project template (. storytemplate).

You can also use this option to import Storyline content saved with a
. story extension.

To import Articulate Engage or Articulate Storyline content

in Storyline 1, you will need to select File (the Articulate

logo), Import, and either the Engage option or Storyline icon,
depending on the content you wish to import.

Storyline gives you tons of options to start your project, so determine the best option
for your needs and make your selection to get started!

Story View is one of my favorite features of Storyline. It provides an overall view of
your project, making it extremely easy to organize your scenes and slides, and I like
to use it to chunk my project in a logical manner. Alternatively, Story View can be a
great way to create a visual guide for your project template, allowing your colleagues
or clients to see what each screen style will look like —it is great for prototyping!

[8]



Chapter 1

Story View also allows you to easily see the flow of your project by illustrating
triggers (using lines and arrows), which, when hovered over, will reveal the assigned
trigger or path. From Story View, you can easily see which slides or scenes are
branching to other slides or scenes, and it helps streamline the overall development

by taking the guesswork out of structuring your course.

The easiest way to switch to Slide View is to double-click on

% a slide; however, you can also select the Slide View button.
L~ In Storyline 2, you can quickly toggle back to Story View by

selecting the Story View tab when you are in Slide View.

The following screenshot shows the buttons to toggle between different views:

m E o 2 = Untitled1® - Articulate Storyline 2

FILE HOME INSERT DESIGN ~ TRANSITIONS  ANIMATIONS VIEW HELP ﬂ
: i Layout ~ i =
xo golffl T B0 & 9GP
I Rese
Paste ECaW New Question  New Record  Player Preview Publish
- Seene Banks.  Shde [=/ DUPlcate! gereen . -
Clipboard Scenes slige Publish
-
Triggers il

11 Untitled Slide
|

CEemEl-1-] =

Slide Properties 5
Properties for *1.1 Untitled Slide™
Slide advances: By user -
When revisiting: Automatically deade =

Slide navigation controls

|+ Prev | Mext | Submit
Player features

Player defaults -
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Building Your Story

The Storyline interface predominantly uses ribbons and tabs to access various
functions, similar to PowerPoint. Each tab opens up a ribbon that contains the
options within that tab. You also have a quick access toolbar (1) and a File
button (2), which is indicated by the Articulate logo:

@

Adding new scenes and slides

Adding new scenes and slides is very easy. To add a new scene, select the New
Scene (1) icon from the Home tab.

. When adding a new scene, consider whether you need to move
% your starting scene (the first scene that will display in your course).
=" To do this, select the scene that you want as the starting scene and

select the Starting Scene (2) icon from the Home tab.

[10]



Chapter 1

To add a new slide, simply select the New Slide (3) icon from the Home tab in either
Story or Slide View. When in Story View, make sure you first select the scene in
which you want to add the new slide.

B B® - Untitled1® - Aticulate Storyfine 2 x
FILE HOME INSERT DESIGN TRANSITIONS ~ ANIMATIONS VIEW HELP a
E layout = = =
& cut @ W neset i @ @
Paste ECap\r Question Record  Player Preview Publish
- Banks Duplicate | sereen « -
Clipboard ] slide Publish
4
Triggers i,
LlEezEl-l-] =@
11 Untitled Slide
| Slide Properties *

Properties for "1.1 Untitled Slide™
Slide advances: By user v
When revisiting: Automatically deade . «

Slide navigation controls
| Prev | Mext | Submit
Player features

Player defaults -

Working from a template

Now, I'm probably not going to be the first to tell you that if there's a way of making
your life easier, occasionally, you should take the opportunity presented. Templates
are one of those opportunities! Templates can make your day that much better
when you're working on a large project that needs a little streamlining. The built-in
templates within Storyline can also be a great starting point for inspiration; they're
easily modifiable, and with all of the free downloads kicking around, you can really
leverage your project design with minimal effort.

[11]



Building Your Story

There are a few ways you can work from a Storyline template; they are as follows:

*  You can double-click on a Storyline template file saved to your computer

*  You can open Storyline and click on Import (process discussed in the
next section)

*  You can navigate to File | Import | Storyline, or you can select New Slide
and select a slide from the Templates tab:

Insert Slides

Basic Layouts

Quizzing

Screen Recordings

Import

Insert into scene:

» Top Interactions

B w

Templates Template: Top Interactions

w  Download free templates

Sorting Drag and Dr...

Tabs Interaction

Current scene -

Sticky Notes

Two-Person Scenario
The Two-Person Scenario is an
interactive convarsation.

Use it to modk up a conversation where
tha learner collects information and
chooses a correct action.

[12]




Chapter 1

Importing content

On the start screen, there are five options to import content: Import PowerPoint,
Import Quizmaker, Import Engage, Import from story template, and Import
questions from file.

Sto ry\ ine 2 Learn Storyline Discuss Storyline
B nNew Project =T S - T . Find help, get inspired, and
i - e learn from the experts.
a Record Screen
[}, mport ~ - # ) | Storyline Discussions
Import PowerPoint

Import Quizmaker

Import Engage

Import questicns from file
P More Resources

Import from story template

1. Storyline Downloads
2. Storyline Examples

3. Storyline Support

Visit E-Learning Heroes

Building Quizzes

Creating Screencasts & Customizing the Player
Software Simulations

W Browse for more...
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Building Your Story

Importing from PowerPoint

To import content from PowerPoint, select Import PowerPoint, browse for

the PowerPoint file you wish to import, and select Import. You will be presented
with a series of slides (those contained within the selected PowerPoint file), and
you can either import all of them or select those you wish to import. From the
drop-down menu, choose which scene you want to import the slides to and then
select the IMPORT button. All the selected PowerPoint slides will then be imported
into the scene you specified.

Insert Slides

Import From: NAMSYU_Proposal.ppt

Select Al None

* Presentation

— e ——] | e———— i e e—— ]
= |—
o B . e e Bure L
MONTH / DATE HERE Slide 2 Slide 3 Slide 4 Slide 5 Slide &
o —— S —
s e e e Bure- B
Slide 7 Slide & Slide @ Slide 10 Slide 11 Slide 12

Slide 13

Insert into scene: Mew scene w» | Scenet | MSVU_Proposal IMPORT
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Chapter 1

Importing from Quizmaker

To import content from Quizmaker, select Import Quizmaker, browse for the . quiz
file you wish to import, and select Import. You will be presented with a series of
slides (those contained within the selected Quizmaker file), and you can either
import all or select those you wish to import. From the drop-down menu, choose
which scene you want to import the slides to and then select the IMPORT button.
All the selected Quizmaker slides will then be imported into the scene you specified.

Insert Slides

Import From: MNAMy Articulate Projects\Sample.quiz
Select All None

» Question Group 1

What is the third lett...  Identify the PowerPo..

Insert into scene: Mew scene - Scene: | Sample IMPORT CANCEL

[15]



Building Your Story

Importing from Storyline

To import content from Storyline, select Import from story template, browse for the
story file you wish to import, and select Import. You will be presented with a series
of slides (those contained within the selected Storyline file), and you can either
import all or select those you wish to import. From the drop-down menu, choose
which scene you want to import the slides to, and then select the IMPORT button.
All selected Storyline slides will then be imported into the scene you specified.

Insert Slides

Template: Modern Interactions w» | Download free templates

* Templates T BT [ ) B

b

:

iMemwaE
Tabs Interaction Process Interaction Timeline Interaction Media Interaction
e - Tabs Interaction
i | ] The folder tabs interaction is a non-
— i - ~ linear way for learners to explore
e . - ] ms.
= ) . |'.: IT_‘ related items
Use this interaction to:
Drag and Drop Labels Sorting Drag and Dr... Sequence Drag and...

= Condense multiple slides into folder
tabs

= Create an informal knowledge check
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Importing from Articulate Engage

To import content from Articulate Engage, select Import Engage, browse for the
Engage file you wish to import, and select Import. You will be presented with the
Engage interactions contained within the Engage file, and you can either import all of
them or select those you wish to import. From the drop-down menu, choose which
scene you want to import the slides to and then select the IMPORT button. All the
selected Engage interactions will then be imported into the scene you specified.

Insert Slides

Import From: EAFAQs.intr

Frequently Ask I s (FAQs)

Please click the frequently asked question below to view the answer.

Am | required to make a comment in the text boxes located in Self-Assessment s...

What is the difference between activities in my Learning Log and those used to i...

If | make a change to my list of certifications in the College’s Member Only secti...

How can | review stored information from a previous year?

What if | don't work in a position where | have direct patient/cli

Insert into scene: New scene - Scenes | FAQs IMPORT CANCEL

Once the content has been imported, you will be able to edit
s these slides fully within Storyline.
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Building Your Story

Saving your story

Saving your story is a critical factor — trust me, you don't want to spend hours (or days)
on a project without saving it, only to have Storyline crash when you're publishing...
or sooner. Storyline 2 has an autosave feature; however, Storyline 1 does not, and you
really don't want to be nearing the end of a critical deadline having to replicate the last
30 hours of work. We've all been there, and it's an awful feeling.

The moral of this story is save your story, and save it often!

To save your story, you can use the keyboard shortcut Ctrl + S, or you can navigate
to the File tab and select either Save or Save As:
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-
e
<
o
o

E]% Translation »
7 WEBG Draft 2.0
|' I Save § WEBG Draft_
'}

9 WBG_Draht_Lstory
L_z;‘ Save As A YMCA_Orientation vl story

B YMCA_Oriental
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=3 Print - When th he previous b,
A Orientation-Holly's
_:;_ Serid E Website Customization.story Slide Properties
-
—- G Flat Desktop.story Properties for "1.1 Untitled Shde”
(b} Publish e g
& H Node G  CHT.story &lids advanc
de_Gle y_CBT.story Slide advances: By user b
e | Portfolio Template.story
ose
J Tabbed Interaction.story When revisiting: Automatically de
+] Storyline Cptions 2 Bt Storyline slide navigation contrals
v Prev v Net Submit

Player features
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Summary

This chapter introduced you to Articulate Storyline 2, some of the main differences
between Storyline 1 and Storyline 2, and some key concepts to get started with a
new project in Storyline. You should now be able to easily create a new project using
blank scenes and slides; create a project from a template; or import content from
PowerPoint, Articulate Engage, or Articulate Quizmaker to create a new project.

Now that you have the basics out of the way, you should be ready to get started
and let your storytelling abilities grow! In the next chapter, I will show you how

to use content to tell your story. You'll discover how to add and format text, insert
images, and add characters —it might seem basic, but these elements will be critical
to effectively telling your story!

[19]







Using Content to
Tell Your Story

Now that you are up and running with Storyline, we're going to discuss some of the
basic functions that are important for sharing your story. This chapter explains how
to insert text, images, and characters to enhance your storytelling abilities!

In this chapter, we will be discussing the following topics:

* Telling your story
* Adding and formatting text
* Inserting images

* Adding characters

Telling your story

When you develop e-learning projects, you're essentially telling a story. It might be
the story of how to remove or install the rotor blades of an aircraft, or it might be a
story about how to prevent workplace violence. Whatever story you're going to tell,
Storyline has a variety of content options that will facilitate your storytelling.

Adding and formatting text

Adding text is essential to any course; I am yet to see one that doesn't make use of
text...don't quote me on that.



Using Content to Tell Your Story

To add text, you will need to access the Insert tab and then select Text Box as shown
in the following screenshot:

Alternatively, you can use the shortcut key combination Ctrl + T,
and a textbox will magically appear on your slide.
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Chapter 2

Once you have added some text to your screen, you can select the text to format it.
You have several options for formatting, and I'll provide you with a brief summary
of these options:

* Option 1: From the Home tab, you can highlight your text and adjust
the size, the appearance (bold/italics/underlined) of the text itself, or
your can adjust the appearance of the textbox by applying an outline or fill.
In the Paragraph section, you can adjust line spacing, whether your text is
bulleted, the direction of the text, and the text alignment as shown in the
following screenshot.

B H 5 Untitied1® - Articulate Storyline 2 DRAWING TOOLS
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Slide Font & Paragraph £ Drawing ] Publish
[E3 sTory viEw IIIMEEH &
Scenes Triggers
1 Untitled Scene = i 3 ‘ O =
‘Here is some lovely text ‘
=l ) Player Triggers
JU'“P to next <lide
-} When the user clicks the next button
Jump to previous slide
When the user clicks the previous button
Slide Layers
Timeline  States Notes
o 1s 2 35 45 55 65 7s
L] h 4
o Text Boxl Bl Here is some lovely text »
Base Layer
Bl vritieasiae o]
0@ 7| [v!| oim
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* Option 2: With the textbox selected, you can also format your text using
the Format tab as highlighted in the following screenshot. Here, you have
several of the same options as you do on the Home tab; however, these
are almost exclusively related to the textbox itself, and not the text. Here,
you can apply an outline or fill, rotate, or add an effect to the textbox —and
much more. While formatting from the Format tab can be handy, it's not as
practical as formatting from the Home tab. The Home tab provides you with
more text-editing-specific options, and as a best practice, I would recommend
formatting from this tab.
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* Option 3: If you're like me, you probably like to get down to the nuts and
bolts of things when it comes to formatting. In that case, Option 3 will be
your new best pal! Here you will format your text using the Format Shape
option. To access this, select your text, right-click, and select Format Shape as

shown in the following screenshot:
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You will be presented with a Format Shape menu as shown in the following
screenshot, and you will want to select the Text Box tab. Here, you will be able
to tinker with the vertical alignment, auto fit, and internal margins. Once you
have finished tinkering, you can select CLOSE to view the now formatted text
on your screen.

Format Shape

M Fill Text
Vertical alignment: Top v
[# Line Color
Text direction: Haorizontal -
Autofit

Do not Autofit

Shrink text on overflow

B shadow

e Resize shape to fit text

Internal margin

& Picture

Left: 10px : Top: 5p'a[k 3

[E] Text Box Right: 10px : Bottom: Spx :

| Wrap text in shape

() LEARN MORE.. CLOSE
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Inserting images

There are two types of images you can add to your story: pictures and screenshots as

shown in the following screenshot.
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Inserting a picture is pretty simple; you just select the Picture icon from the Insert

ribbon, browse for the picture, and then double-click.

Untitledl* - Articulate Storyline 2
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Once added, you can easily format the picture by either selecting the Format tab (1)

or by right-clicking and selecting Format Picture (2).

PICTLIRE TOOLS

B HS

o

Timeline  States

Base Layer

+ Dim

1"

Formatting allows you to recolor, use presets, and adjust variables such as brightness,
contrast, and transparency. You can also rotate, zoom in on, or crop the picture.
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MOME  INSERT D Format Picture

Za F Recolor
B W -
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= . a0 ’
3 Blend
@
= picture Cular L
Aode ma

| (D) 1eaRM MORE

FCTVRE TOOLS

Boners
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Using Content to Tell Your Story

-

the needs of your course.

Using the formatting features is an easy way to customize graphics
without knowing anything about graphic design. The options
provided allow you to adjust the image to your liking and to suit

Another cool feature in Storyline is that once you have an image in place, you can
easily replace the picture and maintain most of the formatting (depending on the
size of the image, the overall size may differ) by right-clicking on the picture and
selecting Change Picture as shown in the following screenshot.
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Inserting screenshots

Screenshots allow you to capture a portion of your computer screen as an image.
To insert a screenshot, select the Screenshot icon in the Insert tab, and then select

Screen Clipping:
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Once selected, you will be able to select the area of your computer screen that you
would like to capture as shown in the following screenshot, and select it using the
crosshair icon. Your selection will then be imported into your Storyline screen, and
you are able to format the screenshot as you would a picture.
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Adding characters
Characters can be used to bring life to your course and provide a realistic

element. You have two options when adding characters: Illustrated Character
or Photographic Character.

Storyline is equipped with several default illustrated and photographic characters,
both containing a series of available poses. However, the illustrated characters tend
to have more flexibility in their pose and expression range.
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To add an illustrated character, select Character from the Insert tab (1), and then
select Illustrated Character (2):
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A character menu will appear, and you will need to first select your Character (1),
and whether you want them to be posed Left, Front, or Right (2):
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Once you have selected your character and their position, you can then select their
Expression or Pose by selecting the appropriate term at the top of the character menu.

Expressions can help your character convey emotions relative to the material you are
presenting. For example, if your screen content relates to the concept of workplace
stress, you can choose to have your character appear stressed:

Characters

Character Expression Pose Get more characters...

Neutral Happy Talking Thinking

Surprised Asking Disappointed

Worried Confused Alarmed Angry
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Adjusting the pose of your character can help orient the learner to the context of the
material being discussed. In the example of workplace stress, our character may work
within an inbound call center environment, and is perhaps dealing with an irate
customer. To contextualize this scenario for your learners, you can choose to place the
character in a context-based pose, sitting at a desk and talking on the phone:

Characters

Character Expression Get more characters...

Thumbs down Holding suitcase Holding folders Holding papers Holding small sign

f
8 8 .8 .8
i mmmm

Helding poster Sitting with phene Sitting arms crossed Sitting typing Sitting at computer wit..

B

INSERT
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Once you have selected your character, their expression, and their pose, you
can select Insert, and your character will be added to your slide as shown in the
following screenshot.
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As your characters are vector-based images, they can be scaled however large you
like. You can also format your character using the Character Tools tab as highlighted
in the following screenshot. Here, you can change the character, expression, or pose.
Additionally, you will be able to format your character in the same manner as if you

were formatting a picture.
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To insert a photographic character, select Character from the Insert tab (1), and then

select Photographic Character (2):

H® = Untitled1® - Articulate Storyline 2
HOME  INSERT = DESIGN  TRANSITIONS  ANIMATIONS  VIEW  HELP
=3 -t —1 I un—
Ef e & a F02|EH0
B G I i | SIS g e T e e

Slide

Blustistions U Ilustrated Character

[ storvview BRI

Photographic Character

Text
Box.

Text

Trigger Controls Marker

Interactive Objects

Scenes

1 Untitled Scene  w

Timeline States Notes

© ] - 1s

w
&
o

Untitled Slide

Triggers
Y e

E

Player Triggers
Jumpto 1
When the

er clicks the next button
Jump to pre

When the user clicks the previous button

Slide Layers

Base Layer

O

v Dim

[37]



Using Content to Tell Your Story

Similar to the Illustrated Character option, you will be provided with some character
options —these are the most realistic ones as they are real-life human beings, rather
than illustrations. Once you have selected your character (1), you can choose how
much of your character you would like to display: Headshot, Torso, or Full (2):

Once you have decided on a character and how much of them you would like to
display, you can choose their pose. As with the illustrated characters, the pose can
provide context for your learners, so you should ensure you are selecting a relevant
pose for the onscreen content. In this example, I want to convey that the user has
answered a quiz question incorrectly, so I am using an oops pose for my character:

ﬁ dzz @
ﬁéw@ﬁé&n

Headshet | Torse Full
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Once you have determined your character, display orientation, and pose, you can
select Insert, and your character will be inserted onto your screen. As with the
illustrated character, the photographic characters are fully scalable, and you can
format them using the Character Tools tab as shown in the following screenshot.
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Summary

This chapter provided you with several options to tell your story: through text, using
images, and using characters. Your ability to become a storyteller savant can easily
be supported by Storyline, and you should now have a solid understanding of how

to easily incorporate and format text, pictures, and characters.

In the next chapter, I will show you how to use content to enhance your story.
You'll discover how to add and format buttons, markers, and hyperlinks. These

elements can be viewed as building blocks to incorporating more robust interactivity
within your courses, which will be discussed further in Chapter 4, Making Your Story

Come to Life.
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Using Content to Enhance
Your Story

Now that you've learned how to insert and format text, pictures, and characters,
you should be prepared to learn about some additional Storyline features that can
enhance your story. This chapter explains how to inject small doses of interactivity
by adding and editing buttons, markers, and hyperlinks.

In this chapter, we will discuss the following topics:

* Easy ways to enhance your story
* Adding and formatting buttons
* Adding and formatting markers

* Inserting hyperlinks

Easy ways to enhance your story

Buttons, markers, and hyperlinks are all options that allow you to easily enhance your
story, allowing you to add interactivity with minimal effort. These interactive objects
will provide you with options to customize the look and feel of your story, and I'll
explain how these functions can inadvertently maximize your screen real estate.

Adding and formatting buttons

Buttons are an easy way of creating functional activity within any course. You can
use them to create custom next and previous buttons, or you can use them to trigger
other events (for example, moving to the next scene or changing the state of an
element on screen, just to name a couple of functions). Buttons are one of the most
usable features within Storyline!
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You can add buttons in one of two ways:

* Selecting Controls on the Insert tab

* Creating a Custom button, using the shape function

We'll explore both of these options further.

Selecting a new button

To add a button, select Controls on the Insert tab. You will be provided with several
options. Storyline comes equipped with two basic buttons, four checkboxes, and four
radio buttons, as shown in the following screenshot:

The Insert tab has changed a bit between Storyline 1 and
Storyline 2. If you are using Storyline 1, you will find the
buttons by going to the Insert tab and selecting Button.
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Determine which button style you wish to use and select it. For the purpose of
this example, we are using one of the text buttons. Then, you can either left-click
on your screen or click and drag to draw the button where you want it to appear
on your screen.

You will notice that two things occur: your button is applied to your screen and an
empty trigger for your button has appeared in the trigger panel. The trigger will be
used to make your button functional; but we'll come back to that a little later on.
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Storyline also has some built-in custom states for the button feature. Whenever you
add a button and click on States, you will see that there are five states pre-populated.
These states provide a little pizzazz to your otherwise static buttons.
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Now, you probably want to add some text to this button to make it meaningful

to your users. To do this, you do not need to add an additional textbox; you can
simply select your button and type the desired text. The text will default to center
alignment within the button. If you're familiar with using Microsoft PowerPoint,
you will quickly realize that adding and editing text in Storyline is similar to adding
and editing text for shapes in PowerPoint.

. If you're new to Storyline, your gut might tell you to add text
to your button by adding a textbox, but resist this urge. It will
K= save you the headache when you realize your triggers aren't

working properly later on.
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The following screenshot shows how text can be added to a button without creating
an additional textbox:
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Once you've added text to your button, your next step will be to create a trigger. In
this example, we will set the button trigger on the trigger panel to show the response
layer. A layer is used to display additional content without requiring an additional
screen, or to display content as a response to a user action.
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We'll talk more about all the triggers Storyline offers in the following chapter; here,
we will discuss one specific example for setting your button trigger: jump to the next
slide. First, you will need to select the Add Trigger hyperlink in the Triggers panel
under Button 1.
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A Trigger Wizard dialog box will appear. Within the Trigger Wizard dialog box,
you will dictate how you want the button to behave. In this example, we want to
jump to the next slide when the user clicks on Button 1, so we will set up our trigger
as follows:

* Action: Jump to slide
e Slide: Next slide
*  When: User clicks

Object: Button 1

The following screenshot shows the Trigger Wizard dialog box:
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Once you have selected these variables from the appropriate drop-down menus,
click on OK. You will see that your trigger has been applied to Button 1, and that

your screen now links to the next slide.
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Now that you've made your button work, you might want to change the formatting
to closely match your design aesthetics. You can easily do this using the Button
Tools Format tab.
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The Button Tools Format tab allows you to add icons to the button, adjust the colors
and effects, and even adjust the button trigger.

Now, it might seem as though it was long ago, but I did mention that there were two
options for adding buttons in Chapter 2, Using Content to Tell Your Story .
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Creating a new shape

Option 2 is to create a new shape by selecting Shape on the Insert menu, selecting
the desired shape, and clicking on or clicking and dragging it on to the screen

to create your shape. Creating a custom shape works similar to using a button;
however, a placeholder trigger isn't applied, so you will need to do this manually;
you'll learn more about this in Chapter 4, Making Your Story Come to Life.
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You can format the shape in the same manner you would with the button; however,
you will access the formatting options by clicking the shape on your screen and then
selecting the Format tab.

Note that you will be unable to modify the trigger from the
s shape Format menu; you will need to do this manually within
the Triggers panel on the right. Additionally, your shape will not
have any custom states autopopulated, so you will need to add
these manually if you wish to jazz up your static buttons.
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Using markers

Markers are a great way to turn static screens into something a bit more interactive.
They also give you the opportunity to expand your screen real estate by containing
text you may have otherwise placed on the screen itself.

Instead, your audience will get to see more of the screen content and imagery, while
stashing all the good information away —which can either be text-only, audio-only,
images, or a combination of any of those elements —in a hover and revealing or
clicking and revealing the marker. Sneaky interactivity is the best kind!

One of the most common uses for markers is to display textual content associated
with a relevant portion of the screen. For example, if you were looking at a map,
markers may be used to display city-related statistics. In this example, I'll be calling
attention to the anatomy of a friendly wildlife creature, the bear.
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To add a marker, select Marker from the Insert tab and choose the icon that speaks
to your design need. Or, if none of the built-in options work, select the blank marker.
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Once you have selected your marker icon, click on your screen. The marker will
appear on your screen along with its description box. You can click and drag the

marker wherever you would like to place it.
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You can format the text for your marker using the text formatting options available
on the Home tab, and you can customize the look of your marker by using the
Format tab. Here, you can change the marker icon, colors, and animating effect,

to name just a few.
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Within the Format tab, you can also choose to add audio or other multimedia to your
marker, if you feel it is of value. This is a great way to add supporting content. For
example, when talking about the bear's ears, we might include a picture of the bear's
inner ear anatomy. To add media, simply click on either Audio or Media within the

Format tab, and browse for the file you want to insert.
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Adding hyperlinks

Hyperlinks allow users to navigate to different sections of the course or to external
web pages and/or documents.

To insert a hyperlink, highlight the item on the screen (for example, text, image, and
so on) you wish to convert into a link and then navigate to the Insert tab and select
Hyperlink, as shown in the following screenshot:

To create a hyperlink, you can also highlight the screen item you
= wish to convert into a link and use the hotkeys Ctrl + K.

1% )

&  Aficulate Storyline 2 File Edit  View [ ] Bl o 3% = m TuGEPM Q

You'll be presented with the Trigger Wizard; notice that the Action is Jump to
URL/File. Enter the URL for the website you wish to link to or use the browse
option to locate the file you wish to link to, and select OK.

If you wish to jump to another scene, slide, or lightbox slide, you can easily do so by
changing the Action drop-down menu to the appropriate selection. Once selected,
you will then navigate to the appropriate scene, slide, or layer, using the drop-down
menu that appears below the Action menu. (For example, if the Action is Show
layer, the drop-down menu layer will appear below Action, but if the Action is
Jump to URL/File, the File menu will appear below Action.)
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The screen item you highlighted will now appear as a hyperlink.
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The hyperlink text will default to a blue color, but you can format your hyperlink
just as you would format text by highlighting the relevant text and using the text

formatting options located on the Home tab.
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Summary

This chapter provided you with several options for using content to enhance your
story: using buttons, markers, and hyperlinks. These Storyline functions allow you
to engage your audience with tidbits of interactivity, without having to worry about
developing complicated interactions.

Storyline's built-in buttons and markers can easily allow you to transform traditional
static elements into animated course components, and the ability to create hyperlinks
within your course will provide you with the opportunity to link to internal or
external content.

In the next chapter, you will see how to make your story come to life! You'll learn how
to use triggers, states, and hotspots. Building on what you've learned in this chapter,
these elements will teach you how to engage your audience with interactivity.
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Making Your Story
Come to Life

Now that you've learned some ways to incorporate basic interactivity, you should

be ready to build on that knowledge by learning about some more complex ways of
creating interactive elements within your story. This chapter explains how to amplify
the interactivity in your story by using triggers, states, and hotspots.

In this chapter, we will be discussing the following topics:

*  Ways to make your story come to life
* Using triggers
* Using states

* Using hotspots

Ways to make your story come to life

Triggers, states, and hotspots are all elements that will make your story come to life.
These elements will allow you to create enhanced interactivity, and liven up your
story with actions. You can use these elements to customize your story and take your
learner on an engaging learning experience.

As alluded to in the previous chapter, these elements are essential Storyline
functions, and we'll be discussing how you can harness the power of triggers,
states, and hotspots to take your static story and transform it into an interactive
empire — the only real limit is how far you want to let your creativity take you.
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Using triggers

Triggers allow you to create conditional interactivity. They are incredibly versatile,
in that, you can add a trigger to most screen objects, controlling that object in a sense.
It might be hard to believe, but once you begin working consistently in Storyline you
will become a Trigger Wizard, using them here, there, and everywhere. So let's get
started; there is quite a bit to cover here!

The Trigger panel is located on the far right of your screen as shown in the
following screenshot:

+ In Storyline 2, you have the ability to dock or undock these panels.
% So by using the icon in the upper-right corner of the Trigger panel,
you can move this panel, or any other panel, wherever you prefer.
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This panel allows you to:

* Create a new trigger
» Edit the selected trigger
* Copy and paste the selected trigger
* Move the trigger up or down in the list of triggers
* Manage your project variables
You will become friends with the Trigger panel, and depending on your mood, you

might love it or hate it. Regardless of how you feel, you'll need to learn to get along
with it—triggers are here to stay!

Talking about triggers is a rabbit hole of excitement and it's easy to get distracted.
For the purposes of this book, this section will explain trigger options, with the more
common options discussed further. If you want to learn more about triggers, check
out Learning Articulate Storyline by Stephanie Harnett.

Alright! Let's talk about trigger basics. With triggers, you have options, and loads
of them! Storyline separates these options into several groups, and you can easily
remember these groups as the What, Where, and When.

The What is the action, and this is where you identify the event you want to see
happen. In Trigger Wizard, this is Action.
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When you select Action from Trigger Wizard, you are presented with a drop-down
menu containing all of the available actions. These actions are broken down into five
types: Common, Media, Project, More, and Quiz. Here you will select what you

want your trigger to do:
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Next, we have the Where category. This is where you dictate where you want the
action to occur. For example, if I select Jump to slide, the next drop-down menu will
be categorized as Slide. If I select Show layer, the next drop-down menu will be
categorized as Layer. So the menu will change depending on the action you select.

Finally, we have the When category. This is where we dictate when the action will
occur. Storyline breaks these events into four categories:

* Click Events

* Timeline Events

* Drag Drop Events

e Other Events
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Adding a trigger

So there it is — the basics! You have a lot of options with triggers, and now I'll show
you an example of how to make them work. Let's go back to the Button example in
Chapter 3, Using Content to Enhance Your Story. Remember adding a custom shape for
a button? Now you will learn two ways of adding a trigger to that shape to turn it
into a functional button.

Adding a trigger from the Triggers panel

To create a new trigger, use the following steps:

1. Select the Create a new trigger icon on the Triggers panel.
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2. Trigger Wizard will appear, and we will specify our operating parameters.
In this example, we want the user to click on the button to move to the next
slide, so here is how we do it:

° Action: Jump to slide
° Slide: Next slide
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°  When: User clicks

o

Object: Snip Diagonal Corner 1

3. Once you have set these parameters and have clicked on OK, you will see
that the two screens have been linked together with the specified action,
allowing the user to navigate to the next slide by clicking on the button.
You will also notice that there is a trigger in the Triggers panel.
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Adding a trigger from the Insert tab

Alternatively, you can add a new trigger by selecting Trigger from the INSERT tab
as shown in the following screenshot, which will call up Trigger Wizard. Here, you
can specify your operating conditions as discussed in Option 1 of Chapter 2, Using
Content to Tell Your Story
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_— L
If you're using this method, I would recommend selecting the object for
. which you wish to add a trigger. This will make things easier for you in
% the long run, especially if your screen consists of many objects. Another
L= important thing to note is that if you copy an object that already has a
trigger associated with it, the object's trigger will also be copied; this can
help make your development process more efficient.
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The best way to learn about how to use triggers is to play around with all of your
options, and see what works and what doesn't. Another good analogy for triggers
is to think of them similar to that of an if/then statement in Philosophy or computer

programming. If this, then that— this helps me think clearly about how I want my
trigger to behave.

[64]



Chapter 4

Editing a trigger

It's really easy to edit triggers. All you have to do is select the trigger you wish to
edit, and either double-click on the trigger or select the Edit the selected trigger icon
on the Triggers panel, as shown in the following screenshot. Doing either of these
things will bring up Trigger Wizard, and you can edit your trigger accordingly.
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Alternatively, you can also edit a trigger by right-clicking on the trigger in the
Triggers panel, and select Edit from the context menu.
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Depending on the trigger type, you may also be able to edit the elements of the
trigger without entering Trigger Wizard. For example, the Jump to slide trigger
allows you to select the hyperlinked target slide and change the target location
from a drop-down menu of available slides, as shown in the following screenshot:
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Deleting a trigger

Deleting a trigger is even easier than editing one! All you need to do is select the
relevant trigger, and then select the Delete the selected trigger icon from the Triggers
panel, as shown in the following screenshot. You will be prompted to confirm that you
want to delete the selected trigger, and once confirmed, the trigger will be removed.
As with editing a trigger, you can also delete a trigger by right-clicking the trigger and
selecting Delete from the context menu.
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Using states

States are an easy way to add interactivity to your story, and they can make
otherwise static objects appear more lively. States allow you to change the
appearance of static objects based on how the user is interacting with the object.
Some of the great ways to use states include:

* Adding effects (for example, shadows or glow) or subtle color changes to
buttons or icons

* Displaying additional content

* Creating roll-over style images
The default state for all objects is Normal, and you will need to create additional
states to objects if you wish to include more than the default state. However, if you
insert a button, your button will automatically include five states: Normal, Hover,

Down, Visited, and Disabled. You will also see the Selected state if the button is a
radio button or checkbox.

To access object states, select an object on your screen and toggle to the States panel
on Timeline, as shown in the following screenshot:
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In the preceding example, you can see that the object selected is a button and it
comes with five built-in states. As previously mentioned, not all objects come with
these built-in states, and instead only have the Normal state available, so let's discuss
how you can add new states!

Adding a new state

Perhaps we want our call center employee, Gina, to have different facial expressions
based on different events. To add a new facial expression to Gina's repertoire, we
will need to select Gina, toggle to the States panel, and click on EDIT STATES:
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The menu in the States panel will change, and to add a new state, you will click on
the New State icon. An Add New State menu will appear; here, you will specify the
name of the new state. Once you enter the name, select Add:
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In this example, I specified Angry as the new state, which is an expression that exists
within the character repertoire. So when I selected Add, the new character state
was automatically generated. To exit this menu, click on Done Editing States. The

following screenshot shows that Gina is angry:
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Editing states

Maybe Gina's default expression, Angry, isn't quite the angry look you were going
for. You can edit her expression by accessing the States panel and selecting Edit
States. Select the state you wish to edit, and from the Design tab within Character
Tools, select Expression and identify the expression you would prefer to use for the
Angry state. Once selected, the new expression will be applied to the state you chose
to edit, and you can select Done Editing States to exit the Edit States menu.
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Deleting a state

To delete a state, all you need to do is select Edit States from the States panel, select
the state you wish to delete, and click on the Delete icon. You will be prompted to
confirm whether you want to delete the selected state, and once you confirm, the

state will be removed:
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Specifying an initial state

Earlier, you learned that all objects will default to the Normal state. If you wish to
start Gina off as Angry, you will need to change the initial state to Angry. To do this,
select the Initial State drop-down menu from the States panel as highlighted in the
following screenshot, and select the Angry state —it's as easy as that!
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Making your states work

Built-in states (for example, button states) will automatically work; however, custom
states, such as Gina's Angry expression, will need to have a trigger applied before it
will work. This trigger will allow you to toggle between the available states.

For state triggers, you will add a new trigger, as previously discussed in the Triggers
section, but when you select Action, you will want to select Change state of from
Trigger Actions.

In this example, we will set the trigger to Change state of and our character to
Angry, when the user clicks on Button indicating that they refuse to pay their bill.
This will allow Gina to appear Angry when the customer indicates they need to pay
their bill.
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Once you confirm your trigger selection, you will notice that the Change state of
trigger has been applied:
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Using hotspots

Hotspots are a great way of creating button-style interactivity, and allow you to
focus on smaller areas of a larger image or screen element so that the learner can
interact with the smaller area as an individual element. Some of my favorite ways
to use hotspots include:

* Creating custom navigation from graphics
* Revealing textual content on visual screens (for example, statistics
on infographics)
* Showing zoomed in components without using Storyline's zoom function

Hotspots can help engage your audience by adding interactive elements to onscreen
content and, when combined with layering, can truly maximize screen real estate.
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When it comes to hotspots, the user will not physically see the
hotspot in the published file. It will be invisible. However, you
will be able to see the hotspot during development. As these
objects appear invisible in the end product, it is recommended to
use a prompt to guide your user through the interaction.

Adding hotspots

To add a hotspot use the following steps:

1. Select Controls from the INSERT tab. You can choose an oval, rectangle, or
freeform hotspot. In this example, the arrows are a single graphic, and you
will be adding hotspots to each arrow to make the single image behave as
thought it were six independent arrow shapes:
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2. Once you have decided on the appropriate hotspot shape, you can draw your
hotspot on the screen. You will notice two things: an opaque shape and an
automatically populated trigger on the Triggers panel.
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. When it comes to choosing a hotspot shape, I would recommend
basing your decision on the object for which you will be drawing
B

best due to the angles of the arrows on screen.

Chapter 4

Chapter 3 story* - Articulate Storyline 2 DRAWING TOOLS

around. In this example, the oval or freeform hotspot will work
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Once your hotspot is on the screen, you can resize it by dragging
the arrows on the side of the hotspot. You can also move the hotspot
around by dragging it to the desired onscreen location.
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Adding a trigger

As previously stated, you will see that whenever you create a hotspot, a trigger is
automatically generated. However, it defaults to a Show Layer trigger that is set

to unassigned. To make your hotspot functional, you will need to edit the trigger.
You will do this in the same manner you would any other trigger. Select the Edit
the selected trigger icon as shown in the following screenshot, and dictate how you
want the trigger to behave.

B H® = Chapter 3.story* - Articulate Staryline 2 DRAWING TOOLS
HOME INSERT DESIGN TRANSITIONS. ANIMATIONS VIEW HELP FORMAT @
~ 7 —_— e oy
Bf J@Qsel &g 45 F EODO =, %mol e}
New Slide Convertto Zoom Record Picture Screenshot Shape Caption Character Video Flash Audio Web Text Trigger Controls Marker ~  Preview
Slide Layer Freeform Region Screen - - - - - . Object Box @' -
Slide Hlustrations Media Text Interactive Objerts Publish
] story view  [ERREYE . -
Scenes : Click each arrow to acr2ss each chapter. Triggers =
4 Hotspots - | D .E . =
[ Hotspot 1

Show layer ui

When the user chcks

41 Cycle

‘ Slide Layers

Timeline  States  Notes

& Is 23 3s 45 5¢ 65 Base Layer

v
CLCTISUNE N Rectangular Hotspot 1 » a . I

Rectanglel | [C] Click each arrow to access each ch... »

e|[of ¢

0 [@[m|elE] v om

i b A O— s _

[78]




Chapter 4

Summary

This chapter provided an explanation of the ways in which you can make your story
come to life with more complex interactive elements: triggers, states, and hotspots.
These Storyline functions allow you to take your storytelling one step forward and
draw your audience in by having them do more and become active participants
within your story.

Storyline has so many options for adding interactivity, and with triggers, states, and
hotspots, you have endless opportunities to take your imagination to another level.
Triggers are an essential function in Storyline, and states and hotspots make use of
triggers. Now that you have a basic understanding of triggers, you should be ready
for almost anything Storyline has to throw at you!

In the next chapter, you will learn how to make your story more realistic! You'll learn
how to incorporate audio, video, and screen recordings. These elements will help
your audience feel as though they are part of your course, and depending on how
they're used, they may enhance overall engagement.

[79]






Making Your Story
More Realistic

Now that you've learned how to increase interactivity within your story, you should
be prepared to learn some easy ways of making your story come to life and seem more
realistic to your audience. There are a few easy ways of doing this and this chapter
explains how to make your stories come to life by incorporating audio, adding video,
and recording webcam content to create a more realistic user experience.

In this chapter, we will be discussing the following topics:

* Ways to make your story more realistic
* Incorporating audio

* Recording audio narration

*  Working with video

» Editing your video

Ways to make your story more realistic

Bringing your story to life involves giving it a real and tangible quality. For example,
enhancing a visual dialog between two characters (for example, as in a comic book) by
adding audio narration, bringing a nature-related scene to life with the background
audio of chirping birds, or providing effective application simulations to effectively
facilitate your student's learning of a complicated software program.



Making Your Story More Realistic

When these elements are added, the story will likely resonate more with your
audience, making them feel as though they are in your story. Now that you've
learned how to turn static content into interactive content, this chapter will take
you another step forward by showing you how to easily create realistic and tangible
learning experiences for your audience.

Incorporating audio

Adding audio is a way of easily injecting some personality or physical dialog
into your story, and it can go a long way in helping to contextualize the story
for your audience.

Finding audio can be the tricky part—you'll want to either create your own audio or
source audio that is free to use in the public domain. This is important to ensure you
don't run into any copyright issues (or lawsuits), and is especially important when
your story is being used commercially or for profit.

Storyline supports various audio formats (AAC, AIF, AIFF, M4A, MP3, OGG, WAV,
and WMA), and once you have sourced your audio, it's very easy to import audio
into the slide you're working on.

To import audio files, select Audio from the INSERT tab, and then select Audio
from File, as shown in the following screenshot:
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Look for the relevant audio file, and once selected click on Open and you will see
your audio file appear on the timeline; when this audio file is selected, you will see
an OPTIONS tab under AUDIO TOOLS:
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Within the OPTIONS tab, you are able to preview, adjust the volume, change the
audio, export the audio, and edit the audio.

Audio Editor is a great tool and can be used to easily crop audio files instead of
paying someone else to do it or instead having your voice-over artist re-record
audio files.

To access Audio Editor, you have three options:

1. Double-click on the audio file on the timeline.
2. Right-click on the audio file on the timeline and select Edit Audio.

3. Right-click on the speaker icon to the left of your slide and select
Audio Editor.
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Using any of these options will call up Audio Editor. The following screenshot
shows the Audio Editor window.
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There are many functions within Audio Editor; however, only the basics will be
discussed in this text. As such, you will learn how to:

*  Crop audio files
* Delete sections from an audio file
e Insert silence into an audio file

* Adjust the volume of an audio file

Cropping audio files

Cropping audio files allows you to select a portion of the existing audio file that you
want to keep, and delete the remaining audio in that file. To do this, left-click the
audio track, in the Audio Editor, where you want your new audio file to begin and
while still left-clicking drag until you reach the desired end point of your audio file.
Then, select Crop, highlighted in the following screenshot. Anything not highlighted
as a selection in blue will be removed from the audio file.
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] 5 Audio Editor
e 2 0

& * b Wl c w b

_ BEacopy i
Save & e Import Deletel} Crop Silence  Volume Show Zoom
Close raste Al Selection
Close Clipboard Edit Volume View

&>

Select Begin:
Select End:
Select Duration

E— Position:
| Total Duration:

You will notice that your audio file has gone from being more than 5 minutes in
length to being just over 1 minute in length, and you can use the playback controls
to determine whether you need to crop any more of the audio file to achieve the
desired outcome. The following screenshot shows the edited audio of 1 min length:

9 = Audio Editor *

& o wb Lot

Save & P i Import Delete  Crop Sitence  Violume Show  Zoom
Close  [Paste Al Selection

Close Clipboard Edit Volume View

== Pasition: 3827 Select Begin
| Total Duration: 0107.15 Select End:

Select Duration
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Deleting sections of audio files

Deleting sections of audio files allows you to delete a portion of the existing audio file.
To do this, left-click the audio track, in the Audio Editor, starting at the location you
want to begin removing and while still left-clicking drag until you reach the end of
where the audio you wish to delete. Then, select Delete, highlighted in the following
screenshot. Everything highlighted in blue will be removed from the audio file.

Audio Editor *

ey

4 G

Silence  Volume Show

Volume View

Inserting silence into an audio file

Inserting silence into an audio file is a great idea if you need to add conversational
pauses. You want your learner to be able to listen to and synthesize the information
they're hearing, and adding some silence can help.

To add silence to an audio file, select the area of the audio where you want to add
silence and click on the Silence button. The Insert Silence dialog box will appear;
here you will specify how much silence you want to insert. The following screenshot
highlights the section which will be deleted:
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] 5 Audio Editor *
FILE HOME @
Cut
= Gl
Eacopy »
Save & o Silence  Volume Show  Zoom
Close BPaste Al Selection .3
Close Clipboard Edit Volume View

Position: 3153 Select Begin 1347

—
‘ Total Duration: 0107.15 Select End: 3153
‘ Select Duration: 1870

Once you've entered the amount (in seconds) of silence you want to insert into the
audio file, click on OK. You will then see that 5 seconds of silence has been inserted
into the audio file and is indicated by a section highlighted in blue:

] 5 Audio Editor *
FILE HOME @
@ e &b T B 045k
Hacopy by
Save & 5 Import Delete Crop Silence  Volume Show Zoom
Close  [EhPaste Al Selection
Close Clipboard Edit Volume View b

Position: 3748 Select Begin 374

—
‘ Total Duration: 01:12.15 Select End: 4247
' Select Duration: 0500
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Adjusting the volume of an audio file

You might want to adjust the volume of your audio file to make it louder or quieter
to ensure that the volume is at the desired level of loudness so that your users can
focus on their training instead of fidgeting with the volume controls of your story.

Adjusting the volume of an audio file is simple! With Audio Editor open, select the
Volume button. The Change Volume dialog box will appear, as highlighted in the
following screenshot; here you can increase or decrease the audio file to the desired
percentage, and when you're satisfied, click on OK. The specified volume will be
applied to the audio file.

Change Volume

Increase or decrease volume by

(D) LEARN MORE...

Recording audio narration

Recording audio narration is a great way to inject audio into our story without
breaking the bank, as recording your own audio narration is often more cost-effective
than sending it to a voice-over artist. This is also a great option if your client has a
shoestring budget and can't afford to hire a voice-over artist.

Alternatively, recording your own audio narration can be helpful for use as scratch
audio, or placeholder audio. For example, you might want your client to have the
look/feel/sound of the big picture during their initial review, and adding the audio
narration can be very helpful for your client in finalizing the script before you send
it to a voice-over artist, and doing this can save you a lot of time and money (against
your project budget)! Plus, it allows your client to base their review on a more
realistic representation of the end product.

[88]




Chapter 5

To record audio narration, select Audio from the INSERT tab, and

select Record Mic:

H = Chapter 3.story - Articulate Storyline 2
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Change state of Character1 - "Female 5,... to
Angn
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Slide Layers

Base Layer
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B Response

o (|1 O | Dim

The Record Microphone screen will appear. Here, you will be able to record,
play/pause, rewind, remove, edit, or import audio files:

Record Microphone

MNo audio 00.00

() LEARN MORE... @
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Another great feature of the Record Microphone menu is the narration script,
and I realize that I'm mentioning this before I explain how to record narration, but
it's something you should consider using before you record! The narration script
function allows you to compose the text to be recorded, so that once you begin
recording your narration, you can easily read from the narration script without
having to toggle between Storyline and another script document. The following
screenshot shows the Record Microphone menu.

Record Microphone

No audio

@ LEARN MORE...

To access the narration script, select the icon on the Record Microphone menu that
looks like two panes (one for the text and one for an image). A Narration Script
popup will appear, as shown in the following screenshot, and you can add the
relevant narration script, selecting CLOSE once you have completed your recording
and no longer need the narration script.

MNarration Script

To record audio narration, select Audio from the insert tab, and
select Record Mic,

(@) LEARN MORE...
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Alright —back to actually recording the narration. Once you have the Record
Microphone screen open and are ready to begin recording your narration, click on

the Record button highlighted in the following screenshot. A three-second countdown
will occur, and your recording will begin once the countdown has finished.

Record Microphone

MNo audio 00.00

(@) LEARN MORE.. SAVE

Once you have finished recording your narration, select the stop button:

Record Microphone

Recording 09.78

(@) LEARN MORE.. SAVE

Using the play and rewind buttons, highlighted in the following screenshot, you can
playback the recorded audio, and you can determine whether it's satisfactory.
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Keep in mind that you can use Audio Editor to crop out any

extended pauses, delete minor errors in the recording, or even
’ add to the recording.

Record Microphone

Paused

(=]
(=

LY
(=]

(@) LEARN MORE...

Adding videos

Video is a great way to enhance your e-learning project by offering another means

of engaging your audience. It's always nice to break up text-based slides, no matter
how interactive you've made them, every once in a while. Plus, people come from all
walks of life when it comes to their learning styles, so adding video files can really go
a long way at enhancing the learning experience for individuals who learn best from
video-based courses.

As with audio, finding video files can sometimes be tough, and you'll want to
make sure you aren't infringing on anyone's copyright, especially if your course
will eventually be sold. Luckily, Storyline has some options for adding video, and
one of those options allows you to create your own videos, using your webcam.
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Within Storyline, you have three options to add video:

e Video from File
¢ Video from Website
e Record Webcam

To access these options, select Video from the INSERT tab:
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Adding a video from the file

To add a video from the file, select Video from File from the Video drop-down
menu, look for the video file you wish to add, and select Open:

[ = > = Chapter 3.story" - Articulate Storyline 2
HOME  INSERT | DESIGN  TRANSITIONS  ANIMATIONS  VIEW HELP 7]
. + == 5 (R
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Slide Tilustrations 0 Video from File.. ITexl [nteradivzobjedz Publish
Video from Website... %
[E3 sTory viEw
@ Record Webcam...
Scenes f i Triggers 5
Here's a brief video! o [ =
P QFEEEE e
| T —
42gyde
Slide Layers
Timeline States Notes
o -3 45 55 65 Ts
° L3 Base Layer

T Cycle =3
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Storyline can support the following video files: FLV, MP4, SWF, 3G2, 3GP, ASF, AV],
DV, M1V, M2V, M4V, MOV, MPE, MPEG, MPG, QT, and WMV.
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Once you select Open, you will see that your video file has been added to the slide,
the video file appears on the timeline, and when the video is selected, you are
presented with a Video Tools Options menu:

B H® ] Chapter 3.story* - Articulate Storyline 2 2 VIDEQ TOOLS
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Play Video Options Arrange Size & Publish
[ sTory vIEW IM. =
Scenes Triggers
Here's a brief video! z e
4 Hotspots v 4 ] 2]
e e .
=l (|
sy, <ig e
e
Slide Layers
=
Timeline  States  Notes
o &
Base Layer

Within the Video Tools Options menu, you can adjust the video volume, edit the
video (including trimming, cropping, adjusting the brightness or contrast, adding
a logo, or even swapping the entire video out), change the size of the video, and
dictate where the video will show when it is played, and whether it will include
video controls.
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Adding a video from the website

Adding video from a website allows you to stream the video content directly from
the Internet; the caveat is that the user will require an Internet connection to access
the embedded content.

To add a video from the website, select Video from Website from the Video
drop-down menu:
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The Insert Video from Website window will appear. You will need to paste the
embed code from the website video into the textbox.

Insert Video from Website

To insert a link to a video you've uploaded to a website, copy the embrgd code from that website
and paste it into the text box below:

<iframe src="//playervimeo.com/video/113723774" width="500" height="313"
framebarder="0" webkitallowfullscreen mozallowfullscreen

allowfullscreen> </iframe> <p><a href="http://vimeo.com/113723774">Video
Demo - Artie</a> from <a href="http://vimeo.com/user27073423"> Ashley
Chiasson</a= on <a href:"https:ffvimeo.com">\-’imeo<,-’a>.q,-’p;-|

() HELP AND EXAMPLES INSERT @

Once you have your embed code entered, select INSERT and your video will appear
on the slide and on your timeline as an online video:
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Recording a video from the webcam

To record a video from your webcam, select Record Webcam from the Video

drop-down menu:
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The Record Webcam window will appear, as shown in the following screenshot.
To begin your recording, select the Record button. A three-second countdown will
appear and your recording will begin once the countdown has finished.

Record Webcam

Show device settings

(@) LEARN MORE... -
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Once recorded, you can playback your recording, stop the recording, or delete the
recording using the available icons, highlighted in the following screenshot. If you
are satisfied with the recording, you can select OK:

Record Webcam

D 0000000 /00:06:560 D

Show device settings
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Once you've selected OK, your webcam recording will appear on your slide and on
your timeline, as shown in the following screenshot.
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i You can change the settings for all videos you add, regardless of how

they're added (for example, from a file, website, or webcam recording)

using the Video Tools Options menu, as previously discussed.
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Editing your video

Storyline lets you easily edit videos with the Edit Video feature. To access Edit
Video, select your video and then choose Edit Video from the Video Tools menu
highlighted in the following screenshot.
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Articulate Video Editor will appear, and here you can trim, crop, adjust the
volume/brightness/contrast, insert a logo, and change or reset the video. For the
purpose of this book, you will learn how to trim and crop your video, as these
features may be more complicated than others offered in Articulate Video Editor.
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Trimming your video

Trimming videos is great when you only need to show a portion of the video. To
trim the video, select the Trim button highlighted in the following screenshot and
then drag the timeline to the desired start and end points. Once you have determined
the appropriate start and end points, select the Trim button again, and your video
will be trimmed. You will notice that Trim Start, Trim End, and Trim Duration are
indicated in the video editor.

Articulate Video Editor

Logo Video
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Cropping your video

Cropping videos allows you to adjust the height and width of your video, in essence
allowing you to crop out elements you don't wish to see (for example, excessive
white space). To crop the video, select the Crop button highlighted in the following
screenshot and then drag the crop window to the desired height and width. Once
you've determined the appropriate height and width of your video, select the Crop
button again. You're video will be cropped to the specified height and width.

Articulate Video Editor

@
iﬂ Insert Logao -
Brightness: 0% u§3 Change Video
(D Contrast: 0% = T 0 : & Reset Video
Adjust Loga Video
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Summary

This chapter explained the ways in which you can make your story feel more
realistic by incorporating audio and video elements. These elements can liven up
your projects by adding a human quality, allowing your audience to feel as though
they are part of your story.

If you want options for audio and video, Storyline has them! You can easily record
audio narration, import preexisting audio or video files, import video from websites,
and record your own webcam video. With so many options, you can take a varied
approach within your story or you can pick and choose what works best for the story
you're trying to tell.

Storyline has so many options for adding interactivity, and with triggers, states, and
hotspots, you have endless opportunities to take your imagination to another level.

By now your story should be looking less like just words on paper and more like an
elaborate story that engagingly describes whatever story you're trying to tell. Now
that you've told your story, you'll probably want to assess your audience to see
whether they were paying attention.

In the next chapter, I will show you how to test your audience. You'll learn about
basic assessment concepts, all of Storyline's built-in question types, how to add and
edit these questions, how to add a results slide, and how to use question banks.
These elements will help you gauge whether your audience is actually learning the
content you're testing them on, and will allow them to interact with your story in a
new way.
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Now that you've learned how to create an interactive, engaging, and realistic story,
you should be prepared to learn about how you can assess whether your audience
has actually learned anything about the story. Storyline has a lot of options when
it comes to developing assessment items, and in this chapter, we'll explore how
you can use the available options to create meaningful questions that will test your
learners' understanding.

In this chapter, we will discuss the following topics:

* Basic assessment concepts

*  Question types

* Adding and editing questions
* Adding a results slide

* Using question banks

Basic assessment concepts

Assessment entails testing your learners to determine whether they understand the
material that they have been presented with. Typically, courses include learning
objectives. These objectives are used to guide the learner through the course,
providing them with an expectation of their learning outcomes.
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The two main concepts you should understand are that of formative and
summative assessment:

* Formative assessment: This assessment occurs while the learner is
progressing through the course. This type of assessment typically occurs
as knowledge checks sprinkled throughout the e-learning project.

* Summative assessment: This assessment occurs at the end of the course and
is designed to measure the learner's achievement of the learning objectives.
For example, at the end of your course, you might include a graded quiz to
determine whether the learner has passed or failed (based on your specified
criterion and the learner's mastery of the content on which they were tested).

Question types

Storyline has 20 built-in question types that are all form-based. What this means is
that you can select the appropriate question type and customize it by modifying the
options presented to you in Form View. These questions take the guesswork out of
building question slides, and can save you a lot of time. Within the Quizzing tab,
you can see these question types appear under two headings: Graded and Survey.

Insert Slides
| Graded Survey Freeform Draw From Bank Result Slides
emp

Basic Layouts — o—
Quizzing True/False Multiple Choice Multiple Response /

een Recordings — SR AT |

ab| &i‘* o ] True/False
e ey

True/False is a graded question that

Fill-in-the-Blank Werd Bank Matching Drag-and-.. requires the user to select the single
correct choice from two choices. ltis
usually written in the form of 2
statement that is either true or false.

123 £ ﬁl
imeric pot
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Built-in graded questions include the following;:

True/False: The user must select the correct answer from two options
Multiple Choice: The user must select the correct answer from multiple options

Multiple Response: The user must select the correct answer(s) from
many options

Fill in the Blank: The user must fill in the correct term/phrase to complete
the question

Word Bank: The user must drag the correct term into the empty box

Matching Drag and Drop: The user must drag items from one column to
match items in another column

Matching Drop-Down: The user must select items from a drop-down menu
to match column items

Sequence Drag and Drop: The user must drag and drop items to arrange
them in the appropriate order

Sequence Drop-Down: The user must use the drop-down menus to arrange
items in the appropriate order

Numeric: The user must enter the correct numeric value

Hotspot: The user must select the correct area within the image and/or screen

Insert Slides

. e o —
® — QUESTION 1 @
QUESTION 2 @
Quizzing Likert Scale Pick One Pick Many QUESTION 3 @
ah] Z
e ab| | Likert Scale
Likert Scale is a survey question that
Which Word Short Answer Essay allows the user to choose the response
that best represents his or her opinion
relative to a series of statements. There
is a maximum of 10 statements for each
173 Likert Scale question.
[ Lo T2 23 5

Graded Survey Freeform Draw From Bank Result Slides

Ranking Drag-and-D.. Ranking Drop-down How Many

INSERT
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The built-in survey questions include:
* Likert Scale: The user must choose the response that best represents their
own opinion
* Pick One: Similar to multiple choice, the user must select a single option
* Pick Many: The user can choose many options from a maximum of 10 choices

*  Which Word: The user must drag and drop the word or option that best
presents their opinion

* Short Answer: The user may enter a short response (up to 256 characters)
* Essay: The user may enter a long, essay-like response (up to 5,000 characters)

* Ranking Drag and Drop: The user must drag and drop options to rank them
in order of the user's preference

* Ranking Drop-Down: The user must select options from drop-down menus
to rank them in the user's sequential preference

* How Many: The user must enter a numeric response to the question posed

If time is not a concern, you might opt to create a freeform question. With freeform
questions, you can choose from six interaction types and create your own question
using any object on the screen. While this approach may be a bit more time
consuming, it's a great option to step up your game and produce customized
assessments that your clients won't see anywhere else! You can find these question
types within the Quizzing tab under the Freeform heading.

Insert Slides
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—
a 1.
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The built-in freeform questions include:

* Drag and Drop: This allows the users to drag shapes to set drop targets

* Pick One: This allows the users to select a shape, from multiple available
shapes, as a correct answer

* Pick Many: This allows the users to select multiple shapes, from multiple
available shapes, as correct answers

* Text Entry: This allows the users to enter their response in a text field

* Hotspot: This allows the users to click hotspots on the slide

Alternatively, you can convert any of your slides to a freeform assessment by
selecting Convert to Freeform from the Insert tab:
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Adding and editing questions

Adding a question is easy! First we'll discuss adding form-based questions.
Form-based questions are any of those contained within the Graded or Survey
options, and they are named as such because you essentially customize them by
filling in form fields.

From the Insert tab, select New Slide. Then, select Quizzing. Here you can select the
appropriate Graded or Survey question type for your purposes.

% You can also use the shortcut key Ctrl + M to bring up the
L Insert Slides menu.
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After selecting your question type, click on Insert. Form View will be displayed.

;s Form View is a feature in Storyline 2; it allows you to toggle
between the form view and slide view. In Storyline 1, once
you select Insert, the question form will appear.
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Once Form View is available, you will need to specify your question, choices, correct
response, and feedback.
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The Points column allows you to specify points per correct or incorrect response,
and these points can be changed based on individual course requirements.
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Type your question in the Enter the question field, type your choices in the Enter
the choices field, specify the correct response by clicking on the correct choice in the
Correct column, and enter your Correct and Incorrect feedback in the appropriate
fields, or leave the canned feedback responses generated by Storyline. Once you are
satisfied with your options, click on Slide View, and you will see how the question
will appear in your course.
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When you switch to Slide View or submit your form-based question, you
* will notice that there is a Player Trigger panel already set up to submit
% the interaction (in this case, Multiple Choice) when the user clicks on the
’ Submit button. This functionality is fantastic because it helps automate
the question-building process and streamlines your workflow.
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Once the question slide has been populated with content, you can go ahead and
make any technical adjustments using the Question Tools Design tab. This tab
allows you to dictate when feedback will occur (for example, by question, by choice,
or no feedback), shuffling (for example, by answers / not at all), whether there is a
results slide associated with the question —more on that later —how the question is
scored, and how many attempts the user gets to answer the question.
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Now, you might be thinking that these slides look NOTHING like any of the other
slides in my course. It's so boring... Not to worry! You can customize the elements of
your question slides, just as you would any other slide.
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For example, you can take that plain looking question slide, format the background,
add some pictures as graphical elements, and shift around the question and choices
text appropriately to end up with a very visually-pleasing question slide that has a
similar design aesthetic to that of the other slides in your course.
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To leverage the aesthetic of your question slides, you really need to channel other
basic formatting elements that you've learned in the previous chapters of this book.
You're really only hindered by your imagination!

Now that you know how to add form-based questions, let's discuss how to add
freeform questions. You can create freeform questions by modifying form-based
questions to suit your aesthetic, but sometimes it's just easier to structure your
design elements and then incorporate the assessment.
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The first step in

creating a freeform question is to layout your slide, including all of

the elements necessary for the interaction. Once all of the interaction elements have
been added, select Convert to Freeform from the INSERT tab.
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In this example, users will be required to drag three social media items to the social
media folder. Once you select Convert to Freeform, you will be presented with the
Convert Slide to Freeform Question menu, where you can choose the appropriate
question type. In this example, we will select Drag and Drop and click on OK.

Convert Slide to Freeform Question

Pick Cne Pick Many

ab| Hotspot
Hotspot questions let the user click
Text Entry Hotspot Shortcut Key hotspots on the slide.
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Once you make the question type selection, Form View will appear, and this is
where you will define the Drag items and drop targets.
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On the right-hand side of Form View, you will see a small

% mock-up of the slide. When you select an option from the Drag
L item and drop target drop-down menus, the item you choose

will be highlighted in red on the mock-up.

While in Form View, you can also customize your feedback or leave the feedback as
the Storyline default, in the same manner you would with the form-based questions
previously discussed.

Now, there is another way to add a freeform question, and that's by selecting New
Slide and choosing Freeform from the Quizzing tab, in the same manner that you
would add a Graded or Survey question. If you choose to add a freeform question in
this way, once you choose the freeform question you wish to add and select Insert,
the view will default to Slide View (versus Form View), and you will need to add
the necessary objects for the interaction type.
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It's an option, but you might find the first option of initially setting up your slide and
then converting to freeform to be a much easier route.
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Using the Convert to Freeform option is also great because you
can add all of the screen elements and then select the appropriate
freeform interaction type, whereas adding a freeform question
from the New Slide menu forces you to make the interaction type
choice prior to laying out the slide. This isn't a huge deal —you can
always change the interaction type at a later time, if necessary.

Please note that you can edit questions at any time simply by selecting the question
you wish to edit and toggling to Form View to edit the question accordingly.
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Adding a results slide

Results slides are used primarily for tracking course completion or progress in a
Learning Management System (LMS). However, they can also be used to notify the
user of their grade upon completing a quiz, or to thank the user for taking a survey.

To add a results slide, click on New Slide from the Insert tab, and from the Quizzing
menu, select Result Slides. There are three options for result slides:

* Graded Result Slide: The user will be provided with a success or failure
message, which is dictated by the user's graded score

* Survey Result Slide: The user will be thanked for completing the survey

* Blank Result Slide: This option produces a blank results slide

Insert Slides

Graded Survey Freeform Draw From Bank

Basic Layouts PASSE, Thoank BLANK
a0k L PASS /)
Quizzing Graded Result Slide Survey Result Slide Blank Result Slide 0

Graded Result Slide

. Create a result slide with success and
Impost failure messages.
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Once you have selected the appropriate results slide for your purposes, click on
Insert. The Results Slide Properties menu will appear as shown in the following
screenshot. This is where you can customize how the results slide tracks result. You
will also dictate which questions the results slide will calculate results for.

Knowledge checks or pop quizzes throughout the course may
not need to be tracked; they may only be used for the purposes
» of reinforcing the learning objectives. However, you may have an
% end of course quiz wherein the results need to be calculated. In
’ this case, you would want to ensure that the knowledge checks are
deselected from the slides to calculate results for, and ensure that
only the end of quiz questions are selected.

Result Slide Properties

/ Results Calculate results for: Selected questions -

Question Include
{8 Options
q‘:} : Hotspots

m ! may also be referred to as W

Drag and Drop
43 Chapter 1 v

Passing Score: 20

End quiz after:

(i) LEARN MORE ABOUT RESULT SLIDES “
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From the Results tab, which is the default tab of Result Slide Properties, you can
also dictate a passing score percentage or whether you want the quiz to time out
after a certain duration, and if so, when the timer will begin and what will be the
timer format.

Selecting the Options tab will bring up additional settings:

Result Slide Properties

Show passing score

. v | Allow user to review guiz
&} options
| v/ | Show correct/incorrect responses when reviewing

Allow user to print results

Allow user to retry quiz

(i) LEARN MORE ABOUT RESULT SLIDES “

When you add a new results slide, the Options tab will apply two defaults: Allow
user to review quiz and Show correct/incorrect responses when reviewing.
Depending on how you want your results slide to appear, you may wish to deselect
these defaults. Additional options include showing the user's score, showing the
passing score, allowing the user to print their results, and allowing the user to retry
the quiz.
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The selections you make for your results slide ultimately depend on the requirements
for your individual course, but you can select as many options as you'd like —you can
select all of the options or none of the options; it's really up to you!

Using question banks

If you're developing a large course or just want to be supremely organized, then
you'll want to use question banks! A question bank provides a storage facility for
all of the questions within one course. Don't worry, you can pick and choose which
questions go in the bank; once they're there, you can quickly pull them out of the
bank and insert them or reuse them in your course as necessary.

To create a new question bank, you will need to return to Story View. Here you can
select Question Banks and Create Question Bank.
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You will first be prompted to enter the name of your question bank. Once you do

so, you will be presented with the Question Bank screen. Once you have questions
within your Storyline project, you can choose to import them by adding them from
the Insert questions already in this project prompt link.
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The Import Questions menu will appear, and you can select all questions you wish
to add to your question bank.

Import Questions

Import from: Story - Import: Copy questions into question bank -
Markers Include All
5 ﬂ 3.1 Untitled Slide
Hotspots Include All

’ E e
Multiple Choice
7 v 4.2 Learning in real-time may also be referred to as which type of learning?

Drag and Drop
-] 43 Chapter 1
Assessment Include All
9 5.1 Untitled Slide
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Once you have selected all the questions to add, select OK. You will see that they
have been imported into your new question bank. Storyline couldn't make this

any easier!
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The Question Bank menu also provides all the necessary options for adding a new
graded or survey question, adding a new slide, importing questions, loading other
question banks, and editing, deleting, moving, or locking questions within the
question bank.
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The question bank feature is one of my favorite features, and it will save you a
lot of headache when working on larger projects that require reuse of questions
or added organization!
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Summary

This chapter explained some basic assessment concepts, which are important
considerations when creating a quiz. For example, knowing the difference between
formative and summative assessments may help you determine which quiz
questions within your course you wish to have your results slide calculate.

Storyline really does make testing your learners a very easy process. With 20 built-in
quiz questions, you don't need to feel hampered by a lack of creativity. However, if
creativity is truly where you excel, you can easily customize the built-in questions

to visually suit your course. If you're feeling an even bigger urge to empty your
creative bank, you can work with freeform questions and create a truly custom user
experience for your course.

You should now feel comfortable programming your results slides and setting your
courses up for reusable content through the use of question banks. Throughout

this chapter, you've learned about many of your assessment options, all essential
elements in building a meaningful story.

In the next chapter, I will show you how to share your story! You'll learn about how
to preview your story, customize basic elements of the Storyline default player, what
all of those player properties mean, and how to publish your content, including the
many options you have for publishing. This chapter will take everything you've
learned in the previous chapters and will allow you to get your course in front of

its audience. You'll see the fruits of your labor, and will be able to easily share your
story with everyone else!
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Throughout this book, you have learned how to build an engaging and realistic story
that will likely liven up the training experience for your audience. In order to reach
your audience, you'll need to learn how to share your story.

Storyline has some great default player and publishing settings, but depending

on the purposes of your course, you can customize the look and feel of your player
and optimize your publishing settings as appropriate. We will explore most of these
customization options and settings. Before you know it, your story will be in front of
a live audience.

In this chapter, we will discuss the following topics:
* Previewing your story
* Exploring the player

* Publishing your content

Previewing your story

Previewing a story might sound like a straightforward concept, and it is, but
Storyline gives you a ton of different previewing options, and you can pick
and choose what works best for you!
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There are two main ways for you to preview an entire story. The most straightforward
way of previewing a story is to select the Preview button from the Home tab.
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The other way to preview an entire story is to select the Preview icon on the bottom
pane of the Storyline interface.
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You can also use the shortcut key F12 to preview an entire story.
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Once you choose to preview the full story, the Preview menu will appear. Here
you can go through the story as your audience would and make any necessary

adjustments prior to publishing the story.

Within the Preview menu, you can close the preview; select individual slides; replay
a particular slide, scene, or the entire project; and edit an individual slide.
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Maybe you only want to preview a particular slide or scene. In this instance, you'll
want to select the drop-down icon on the Preview button on the Home tab, and then
select whether you want to preview This Slide or This Scene.
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,;  To preview the selected slide, you can use the shortcut
%@‘\ key Ctrl + F12. To preview the selected scene, you can use
’ the shortcut key Shift + F12.

These options are fantastic and will save you a lot of preview-generating time,
particularly when you have a slide- or scene-heavy story and don't want to go
through the motions of previewing the entire story each and every time you
wish to see a certain piece of the story.
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It is important to note that not all content within Storyline is

available during preview. These items include hyperlinks, imported
K interactions (for example, from Articulate Engage), web objects,
videos from external websites, and course completion/tracking status.

Once you have selected Preview, you will be provided with the Preview menu.
This menu allows you to do several things:

* Close the preview

* Select a different slide (if previewing the entire story or a scene)

* Replay the slide, scene, or entire course

e Edit the selected slide within Slide View
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Once you have previewed your story and have determined that everything is as you
want it to be, you're ready to customize your Storyline player and publish!
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The player

The Storyline player is essentially the frame or shell for your course. It is highly
customizable and can include features such as menus, resources, notes, and media
controls, among many other features.

Storyline's default player is effective for almost any training situation, but if you
want your story to stand out for your audience, you might consider some of the
options for customizing the player. To access the player, select Player from the
Home tab.
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You will be presented with the Player Properties screen, and will notice that the
player defaults to enable the Resources link in Topbar Right, the menu in the
sidebar, the title on the left, and the Volume controls. You can see a preview of the
selected Player Properties on the right-hand side of the Player Properties window.

Plaver Tabs Preview - Storyline Player
ayer Tabs

1 Topbar Left

= Chapter3
‘ Topbar Right

‘ Resources '

* ¢ PREV.  NEXT »

(D) LEARN MORE. “

It is highly recommended to select and deselect all of the options to see exactly what
they do. The preview on the right will show you what your selections have done,
and you can always hit CANCEL and go back into the Player Properties if you've
customized the player beyond belief and absolutely hate how it turned out.

Within the Player Properties screen, there is a Properties tab that allows you to
customize various elements of the player. By default, you're taken to the Features
tab. However, there are many more options available for customization!
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You can change the position in which elements appear in the player using the
up/down arrows and moving elements between Topbar Left, Topbar Right, and

Sidebar. In the following screenshot, for example, the Resources element is located
in Topbar Right:
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However, if you select Resources under Topbar Right and use the up arrow to move
Resources to the Topbar Left player tab, you will notice that it moves accordingly.

Player Properties - Storyline Player
PROPERTIES

@ Q ‘L" B Colors & Effects @

o Aa Text Labels
Features| Menu Resources Glossary

Current
@ Other Player =
Layout Data Custom Player
Player Tabs Preview - Storyline Player
7
Topbar Left
|
Resources
Topbar Right
\rnitted Siide
Features
| Title: Chapter 3
Sidebar: On Left

SLIDE

' Yolume Search (Requires menu})

Seekbar

Logo Click to add a logo...

< PREV  NEXT 3

(@) LEARN MORE...
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The Menu tab allows you to customize the menu displayed in your player. Here,
you can customize which slides appear in the menu (including adding and deleting
slides or scenes), what they're labeled as, the order in which they appear, how they're
indented, and how the menu functions. For example, is it locked or free? Are the
menu items numbered? Will the menu autocollapse as the learner progresses? Only
you can answer these questions, but Storyline can make your menu function just the
way you need it to!

Player Properties - Storyline Player

PROPERTIES

3' g u‘:i B colors & Effects @
Aa TextLabels
Features |l Menu Wesources Glossary Current
& other Player =
Layout Data Custom Player
i Preview - Storyline Player
1 Buttons 1
. Menu
1.1 call Centre Main T e Chigitar3 —
1.2 CC Main Response
2 Buttons 2 .
2.1 Call Centre Main e ik
2.2 CC Main Response i s
3 Markers ”
3.1 Untitled Slide

wre heain
Resporne

SLIDE

= s 5 - € PREV | NEXT »
[HE o|[=] [@/=]

The Resources tab is where you can add supplemental resources for your story.
You can use resources from existing files or from URLs. Here, you can customize
the description given for your resources, add new resources, edit existing resources,
delete resources, and change the order in which resources appear within the
Resources menu.
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-

Remember that the Preview pane on the right-hand side of Preview

a Properties will adjust based on any change you make, so you'll be

PROPERTIES

Player Properties - Storyiine Player

able to see the cause and effect of your changes at any time.

Features

Eﬁ B colors & Effects @

Aa Text Labels
Flossary Current
8} Other Player =
Layout Custom Player
Resources
Description: | Here are some useful links and documents:
Title Resource

Chapter3
= Sample Reso... Drawing 1.jpg

ID@’ﬁ

(©) LEARN MORE...

Preview - Storyline Player

&

Fes

tiere ars some schul links and documerns:

&l samaile Resoures

SLIC

< PREV | NEXT 3

«»

It could act as a bibliography for your story!
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The Glossary tab is not a default within the player. However, if you wish to include
a Glossary in your story, you can select it from the Features tab. Within the Glossary
tab, you can add, edit, delete, and change the position of glossary terms.

Player Properties - Storyline Player

PROPERTIES

$ g B colors & Effects @
o Aa TextLabels
Features  Menu Resource: Current
&} other Player =
Layout Data Custom Player
Glossary Preview - Storyline Player
¥ "
An example of what you might see. A e
Hiers are some LA ks and cosmens
i sampss mesurce
D @ .ﬁ. - CPREV | NBCT 3

[143]




Sharing Your Story

The Colors & Effects tab allows you to customize the color scheme, background
page color, and player font. The only limitation here is your imagination.

PROPERTIES

@ﬂiﬁ@

Features  Menu Resources Glossary
Layout Data
Colors

Color scheme:

Default -

Show advanced color editing
Background Color

Page background: H v
Font

Player font: Open Sans

(©) LEARN MORE...

{g} Other

Custom

B

Current
Player =

Player

Player Properties - Storyiine Player

Preview - Storyline Player

Hars 2% 50me LseAl lies and doaumerTs

[E sampre mesourca t

SLIC
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As for colors, Storyline 2 provides you with ten built-in color schemes, but you can
also duplicate, delete, reset, and save color schemes. If the built-in color schemes
don't suit the purposes of your story, you can select Show advanced color editing,
and you will be provided with many more options to customize each element of the
player. Again, the only limitation here is your imagination!

Player Properties - Storyline Player

PROPERTIES

é g u’j\ B Colors 8 Effects @

Aa TextLabels
Features  Menu Resources Glossary Current

@ Other Player =
Layout Data Custom Player
Galiis Preview - Storyline Player
Color scheme:
. Chapter3
Default ~ | OTlel| 3 sesources
Hirs 208 39me LS ks 3n QoumErTS
Hide advanced color editing m
F sumpo mosaurcs t
Edit item: Base >> Main Background A4
Top color: & - Bottomcalor | & w
Transparency: 0%
Background Color S LI D
Page background: & -
Font
Player font: Open Sans v
- CPREV | NBCT 3
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The default page background is white, but if you want to change the background
color of your Storyline output, you can do so by selecting the Page Background
drop-down menu and choosing the desired color.

Note that this selection does not change the actual player colors, it changes the
background of the HTML page that is produced in your Storyline output. As you can
see in the following example, the page background has been set to green while the
player color scheme is set to the default grey. The Preview pane shows you what this
will look like in the Storyline output.

Player Properties - Storyiine Player
PROPERTIES
% ﬂ ua B Colors & Effects @;
» Aa Text Labels
Features  Menu Resources Glossary Current
6} other Player -

Layout Data Custom Player

Calors Preview - Storyline Player

Color scheme:

Default ~ || DT el
Show advanced color editing
Background Color
Page background: D~ I
Font
Player font: Open Sans i

(©) LEARN MORE...
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Font allows you to easily change the font displayed throughout your player. Any
text-related item in any of the Player Properties (for example, Menu, Resources,
Title, and so on) will change from the default to whichever font you choose.

Player Properties - Storyline Player

PROPERTIES
$ g fffi B Colors 8 Effects @
o Aa TextLabels
Features  Menu Resources Glossary Current
&} other Player =
Layout Data Custom Player
Colors review - Storyline Player
Color scheme: o
[ o Chapter 3
|| e * Bumons 1 Moy
Default v D L " H a0 Carma M 1 R
Hirs 208 39me LS ks 3n QoumErTS
Hide advanced color editing
% & ssmmeamnst
Edit item: Base >> Main Background A
ummeasics
Top color: & o- Bottom color: | &y v

Transparency: 0%

Background Color S LI D

Page background: & -

ont
Player font: Open Sans %
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You can even customize the text labels that appear throughout your story. For
example, if you had a list of course materials necessary for the completion of your
course, you might opt to change the Resources tab to read Course Materials, and
then contain all of your course materials within the Resources tab. Alternatively, you
might want to include a transcript and make it obvious that this transcript exists.

In this case, you might change the Notes tab to read transcript, and when users
navigate to each screen, they can select the Transcript tab to read instead of listening
to the content!

Player Properties - Storyline Player

PROPERTIES

v B
= [ |
0 @ L

Features  Menu Resources Glossary Current
Player =
Layout Data Player

Player Text Labels Preview - Storyline Player Q

Language:

English

Buttons/Messages

1 And

2 AttemptQuizWarningSlide
3 Check To Include Header

4 Clear Search Button

ok ClearText

6 CompleteQuizWarningSli.
7 Continue

8 CorrectFeedbackTitle

(©) LEARN MORE...

3t
Custom Text

and ﬁ
Attempt Quiz Warning

Check to include

Clear and return to Menu

Clear

Complete Quiz Warning

Continue

Correct

UPDATE PREVIEW

Hars 2% 50me LseAl lies and doaumerTs

[E sampre mesourca t

SLIC

< PRV

NET 3

Once you have made all the relevant text label changes, ensure that you save these
changes. When you select the Save icon, you will be prompted to enter a filename for
the custom labels. Do so and click on Save. Once saved, you can load custom labels
for reuse in other stories.

To view your custom label changes in the Preview pane, select Update Preview.
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The Other tab allows you to dictate the browser and player size and define whether
the player launches in a new window, and if so, whether it has browser controls

/ allows the user to resize the browser. You can also change the default Resume
settings; this is great if you don't want your users to be prompted to resume each
time they access the course. You can also define whether you want the text to be read
left to right or vice versa.

Player Properties - Storyline Player
PROPERTIES
% g []f B Colors & Effects ’Eg’
o Aa Text Labels
Features  Menu Resources Glossary (i Current
BED Flayer -

Layout Data Lstom Player

Browser Settings review - Storyline Player

Browser size: Display at user's current browser v

Chapter3
Player size: Lock player at optimal size -
s 20 same usetl s and doumeres
Launch player in new window (creates launch page) o
[ same mesourca 1
Resume
On restart: Prompt to resume v S I I D
+'| When running in LMS, ignore Flash cookie
Text
Text is read from: Left to Right -
- <PREV | NEXT »

@ {EARIMORE “ @

Once you've finished customizing the player, select OK beneath the Preview pane,
and your Player Properties will be applied.
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Publishing your content

Publishing your story is the last step in creating your very first Storyline project,
except for revisions, of course. Now, Storyline provides you with five different
Publish options, which might seem overwhelming; however, we're going to
discuss each option at the end of this section so that you feel comfortable

making the appropriate selection for publishing your story.

When you are ready to publish, select the Publish icon from the Home tab.

B =] = Chapter 3.stary" - Articulate Staryline 2
HOME INSERT DESIGN TRAMNSITIONS ANIMATIONS VIEW HELP @
| [E] Layout =
=0 ) Reset
Hev -
slide (] Duplicate
Clipboard Scenes Slide Publish
Triggers
™ 1Buttons1 v 2 Buttons 2 v 3 Markers v 4 Hotspots 4 ™ 7 e
. . —_——
1 Jump to next s
When the user clicks
- Change state of Characterl - "Fem... to
Call Centre M. 31 Untitled Slide
| | Slide Properties
-]
+
Properties for "1.1 Call Centre Main
Slide advances: By user L4

When revisiting: Automatically de

Slide navigation controls

Prev Next Submit

Player features

Player defaults v
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You'll be presented with the Publish menu, where you

will see the five publishing

options: Web, Articulate Online, LMS, CD, and Word.

| Allow downloading for offline viewing

Properties
Player: Storyline Player
Quality: Optimized for standard delivery

(@) LEARN MORE ABOUT PUBLISHING

¢ Articulate Projects

Publish
@ web Title and Location
Title: Chapter 3
&l Articulate Online Description:
S s
Folder: \psfiHome\Documents\|
.'\'.;;. cD Publishing for HTMLS and mobile devices
v'| Include HTMLS output
Werd | Use Articulate Mobile Player for i05 or Android
War

Learn more about publishing for HTMLS and mobile devices

Storyline provides you with so many options for publishing your story, and it will
take no time for you to learn which publishing option is right for you!
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Publishing to the Web

Publishing to the Web is a popular option because it allows you to provide users
with a standalone version of the course accessible online. However, if you choose to
publish to the Web, you will be unable to track user progress or course completion.
To publish to the Web, select the Web tab from the Publish menu.

Publish

&l Articulate Online

M werd

(i) LEARN MORE ABOUT PUBLISHING PUBLISH

Title and Location

Title: Chapter 3

Description:

Folder: [\psf\Home\Documents\My Articulate Projects|

Publishing for HTML5 and mobile devices

v | Include HTMLS output

v*| Use Articulate Mobile Player for iO5 or Android
+*| Allow downloading for offline viewing

Learn maore about publishing for HTMLS and mobile devices

Properties
Player: Storyline Player
Quality: Optimized for standard delivery

Before selecting Publish, you'll want to edit the Title, Description, and Folder
location for accuracy. You can customize the publish settings if you'd like, but
Storyline's defaults will get your course online quickly!
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Once you select Publish, your course will begin processing, and once it has finished,
the Publish Successful menu will appear as shown in the following screenshot:

Publish Successful

Congratulations!

Chapter 3" was published successfully.

VIEW PROJECT

EMAIL FTP P OPEN HTMLS

(:);£ARNrﬂOREABOUTDUEUSHHﬂGm

We will briefly discuss the functions of each available option on this menu:
* View Project: This launches the published story in your web browser,
allowing you to view the final Storyline output.

* Email: This opens an e-mail message with a compressed file of your Storyline
output attached.

* FTP: This opens a window where you can use your FTP login credentials to
transfer your Storyline output to the Web. This might be a desirable option if
you're publishing to your personal domain.

* Zip: This creates a compressed file of your Storyline output.
* Open: This opens the folder where your Storyline output is contained.

e HTMLS: This launches the HTML5 version of the story in your web browser.
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If your courses require tracking capabilities but you don't have access to a Learning
Management System (LMS) for testing and/or for distribution, you can subscribe
to Articulate's Articulate Online service and avoid the hassle of having to deploy,
manage, and maintain your own LMS.

Publishing to Articulate Online

To publish to Articulate Online, select the Articulate Online tab from the Publish
menu, customize your settings to suit the needs of your course, and select Publish.

Publish
D Web Title and Description
Title:
Articulate Online Description:

8 ws

Publishing for HTMLS and mobile devices

v | Include HTMLS output

LU

v'| Use Articulate Mobile Player for i05 or Android
+'| Allow downloading for offline viewing

Ei Word Learn more about publishing for HTMLS and mobile devices

Properties
Player: Storyline Player
Quality: Optimized for standard delivery

Tracking: Slides viewed (9 of 9)

Account Information

Account URL: -

Start your FREE Articulate Online trial now.

(i) LEARN MORE ABOUT PUBLISHING
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Your course content will be published to your Articulate Online account. The
Publish Successful menu will provide you with one option: Manage Content;
selecting this option will take you to your Articulate Online account where
you can manage your content.

Publishing to LMS

Publishing to LMS is necessary if your course is going to be launched and tracked
within an LMS. To publish for LMS, select the LMS tab from the Publish menu,
make the appropriate selections to suit the needs of your story, and select Publish.

Publish
@ web Title and Location
Title: Chapter 3
& Articulate Cnline Description:
Folder: \psfHome\DocumentsiMy Articulate Projects
@) cD Publishing for HTMLS and mobile devices

v | Include HTMLS output
+"| Use Articulate Mobile Player for i05 or Android

+*| Allow downloading for offline viewing

Learn more about publishing for HTMLS and mobile devices

Properties
Player: Storyline Player
Quality: Optimized for standard delivery

Tracking: Slides viewed (9 of 9)

Output Options

LMS: SCORM 1.2 A

@ LEARN MORE ABOUT PUBLISHING PUBLISH m
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The Publish Successful menu will appear, and you will have all of the same options
available, with the exception of HTMLS5.

Publish Successful

Congratulations!

"Chapter 3" was published successfully.

VIEW PROJECT

X| | & | H| B

EMAIL FTP Fily OPEN

@ LEARN MORE ABOUT PUBLISHING...

Publishing to CD

Publishing to CD is a great option if you need to launch your course locally on a
CD. You may also choose this option when completing the final delivery of a project
so that the client has a hard copy of the Storyline output, or if the client works in a
controlled goods industry (for example, the military) and requires access to hard
copy standalone versions of the developed courses.
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To publish to CD, select the CD tab from the Publish menu, customize the Title,
Description, and the destination folder, and select Publish.

Publish
@ web Title and Location
Title: Chapter 3
2 Articulate Online Destiption
Folden \psf\Home\Documents)
Properties
Player: Storyline Player
Quality: Optimized for standard delivery

(i) LEARN MORE ABOUT PUBLISHING

; Articulate Projects

The Publish Successful menu will appear and you will be provided with the
same options available as when you publish to LMS (for example, EMAIL,

FTP, Zip, and Open).
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Publishing to Word

Publishing to Microsoft Word is a fantastic option for creating a visual storyboard of
your course. Internal and external reviewers can easily print, review, and mark-up
this storyboard, and it makes the review cycle that much less painful!

To publish to Word, select Word from the Publish menu, customize the Title,
Description, and destination folder, identify what should appear in the Word
document, and select Publish.

Publish
) Web Title and Location
Title: Chapter 3
cl Articulate Online Description:

Folder: [\psf\Home\Documents\My Articulate Projects|

@ cD Properties

v | Show layers

v Show slide notes

Screenshot size: Medium v

(i) LEARN MORE ABOUT PUBLISHING PUBLISH
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The Publish Successful menu will appear, and you will be provided with the same
options available as when you publish to LMS and publish to CD (for example,
EMAIL, FTP, Zip, and Open).

Now, there are plenty more options for customizing your publish settings, but the
Storyline default selections will make sure your story is published effectively. As
you gain more experience with Storyline, you can explore each option and customize
your publish settings as necessary.

Summary

This chapter explained how to preview your story, customize the player, and publish
your story. Storyline makes it easy to customize your learners' experience and share
your story.

Previewing your story allows you to streamline your development; without a
preview feature, you would have to publish every single time you wanted to see

a slide —no one has time for that! You should now feel comfortable working with
the player customization options, so let your imagination flow and create a custom
player for your story! Publishing is important; it allows you to share your story
with others, and you should now understand the purpose of each publish option,
allowing you to publish your story for its target environment.

Throughout this book, you have learned how to become an engaging storyteller,
enchanting audiences with dazzling interactions and realistic elements. You have
learned all you need to know (and likely a bit more) to build out your very first story
and publish it for all to see!

If you're looking to dig a bit deeper into Articulate Storyline's capabilities, please
check out Learning Articulate Storyline by Stephanie Harnett, and stay tuned for
Mastering Articulate Storyline by Ashley Chiasson (slated for release in mid 2015),
where you'll learn all about pushing Storyline's features and functionality to the
absolute limits!
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