QUICK START

Download €xg, try it out and let us know what you
think.

€Xxe releases are currently available for Windows XP
and Linux. A Mac OS Xinstall will be supported in
future releases.

To begin installation, download the appropriate

package from Eduforge:

B http:/leduforge.org|projectsfexe

For installation instructions see Installation
in the User Manual at:

B http://exelearning.org|

HOW TO CONTRIBUTE

®

Join the project on Eduforge -
http://eduforge.org/projects/exe

Send us feedback on your likes, dislikes and ideas for
further development by completing the online survey at

http://exelearning.org/exe_survey|

Evaluate the pedagogical tips provided with iDevices and let
us know how these could be improved

Submit ideas for iDevice development

Tell us about any bugs you discover

Good clean code is always welcome

If you want to report an issue, submit an iDevice idea or provide

feedback, please visit the project website: http://exelearning.org
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INTRODUCINGEXE

The elearning XHTML editor (€x€) project is a desktop
authoring environment to assist teachers and academics in
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elearning content.

With the exe users can develop learning structures that suit

% DEVELOPING CONTENT

Developing content with eXe is easy.

exe is divided into two functional areas: the Sidebar and the
Authoring pane. The Sidebar is divided into two panes: the Outline
pane, used to develop the structure of your content; and the
iDevice (instructional device) pane which contains a standard set
of iDevices. iDevices are structural elements that describe learning
content e.g. objectives, reflective questions, etc.

will add an empty iDevice into the Authoring pane into which
content can be entered. A learning resource may consist of as few
or as many iDevices as required to deliver the learning content
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provides something to talk about (content) and the means to

hold the conversation (interaction). Unfortunately, the power of this hy pertext medium is

constrained in edicational seftings because the vast

majority of teachers and academics do not have the technical skills to build their own web

pages, and must therefore rely on the availabilty of web developers o generate
professional looking online content. The eXe is being
developed to overcome a number of identified limitations

 Traditionally web-authoring software entails a steep leaming curves; it is not intuitive

and the applications were nat designed for publishing learming content.
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IMS Content Package - IMS Content Packaging is a simple content
packaging specification that is compatible with a variety of Learning
Management Systems and Learning Object Repositories.
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