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1. Introduction

1.1 Purpose

This document presents a detailed design description of the Healing Touch system. Using text
and diagrams this document depicts how the user will interact with the system as well as
illustrating how each component of the system interacts with one another.

1.2 ldentification

The goal of the Healing Touch system is the development of a computerized system designed to
provide therapeutic and rehabilitative exercises through gaming on multi-user, multi-touch
devices. The Healing Touch system is devised to be symmetric among the two multi-touch
gaming platforms available to the program: the Microsoft Surface and the Apple iPad.
Therefore, the user interface for the Microsoft Surface will be almost identical to that of the
Apple iPad. Along with the gaming framework, the Healing Touch system consists of a
standalone application, Healing Vision, and a database.

1.3 Scope

Healing Touch will initially be released with the support for: a uniform framework for both
platforms that allows for the augmentation of games, a standalone application for clinician usage,
and a database that accommodates the patient and game data.

1.4 Overview

The remainder of the document consists of the following sections:

Section 2 - Glossary: Informs the reader of any technical terms and/or abbreviations used
throughout this document.

Section 3 - System Architecture: Summary of the hardware, communication architecture, and
software architecture. Communication architecture and hardware descriptions focus on the two
multi-user gaming platforms utilized. In the software architecture section, a system diagram is
included which outlines the interaction between software components.

Section 4 - Database Architecture: Summary of the database architecture as well as an
overview of the tables used to store and retrieve patient and game information.

Section 5 - Detailed Design: Information pertaining to the detailed design of the Healing Touch
system. In the software section, sequence and class diagrams present how the user interacts with
the system and how different components within the system interact with each other. In the
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database section, diagrams outline the columns of each table and how the tables relate to each
other.

Section 6 - External Interface Architecture: Informs developers how to develop a game that
can be augmented into the framework.

Section 7 - Human Machine Interface: Overview of the graphical user interface (GUI) using a
series of paper prototypes.

Healing Touch Introduction 2
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2. Glossary

Apple iPad The Apple iPad is a touch-interface tablet computer
designed and distributed by Apple.

Healing Touch Framework The framework is the backend software that allows a user
to login and choose a game. It also handles data collected
from game plays and sends this data to the database.

Microsoft Surface Microsoft Surface is a multi-touch product from Microsoft
which is a combination of software and hardware
technology that allows a user, or multiple users, to
manipulate digital content by the use of gesture

recognition.
THR Texas Health Resources
Session Time between patient log in and log out
Healing Vision Standalone application designed to access the Healing

Touch database

Healing Touch Glossary 3
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3. System Architecture

3.1 Hardware and Communication Architecture

The Healing Touch system consists of four primary hardware components:

1) Multi-touch, multi-user devices (Microsoft Surface and Apple iPad) running the
Healing Touch application

2) Clinician workstation to run the Healing Vision application

3) Database for the storage of clinician profiles, patient profiles, and game results

4) Wireless access point for providing network access and communication between

components
3.2 Software Architecture

Figure 3.1 represents the Healing Touch software architecture. It outlines the structure of the
system, as well as, the flow of data.

— Tag Info.
@
Printer

Healing Vision System

New Patient
Game Options
Edit Patient Profile
Queries
Report

" Game
Games [ Framework Options

!
-
Profile

Game Data

Surface System
Database Environment

Figure 3.1 System Architecture

Healing Touch System Architecture 4
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4. Database Architecture

4.1 Database Model

Figures 4.1 and 4.2 represent the database architecture. It outlines the contents of the database,
as well as how the tables within the database relate to each other.

4.2 Tables

There are two parts to the database design: the patient tables and the game tables. All patient
tables are interconnected through the key PatientInternalID which is a unique number assigned to
the patient once they are registered in the system. In the Game table, each game is given an ID
which is referenced throughout the other games tables. Each game will have a game options and
game data table. The PatientinternalID is again referenced in the GameData table where data on
all gameplay sessions for each patient is recorded.

Patient PatientAttributesData PatientAttributeValues
PK |PatientlnternallD PK,FK2 | PatientAttributelD PK |PatientAttributelD
< | PK,FK1 | PatientinternallD >
PatientlD Definition
PatientLocation Value DataType
DateCreated DateModified Length
Additionallnformation Required
Active Comment
DateCreated
HasDefinition
Administrator IsEntered
PK | AdminID T
FirstMame
LastName PatientAttributeDefinitions
EmployeelD - -
Password PK,FK1 | PatientAttributelD
Location PK PatientAttributeDeflD
Username n
Email Description
DateCreated

Figure 4.1 Patient Tables

Healing Touch Database Architecture 5



DESIGN DOCUMENT

2010-2011

R GameDefinition
PK,FK1 | GamelD PK,FK1 (GamelD
PK GameAttribute
PK Name
OptionType gttnbL.‘ltiiDataType : :
escnpuon FroggieSaysGameOptions
- PK | PatientinternallD
TouchdownGameOptions
PK |Patientinternall v praversai requency
Isplay lype
Game .
MinTargetDistance Tlmerc_o untDown
MaxTargetDistance PK |GamelD DelayTime
ShowCurrentShot
ShowlLastShot > GameName T
WindType DateCreated -
GameOptionsTable FroggieSaysGameData
T GameDataTableName PK,FK1 |PatientinternallD
> 3 PK  |DatePlayed
TouchdownGameData
i T IF
PK.FK1 | PatientinternallD MeteorDefenseGameOptions Dr;;\lzr::ypr:quency
PK DatePlayed PK | PatientinternallD Sequence
TimerCountDown
ngdwareType MinSpawnRate DelayTime
DistanceToTarget MaxSpawnRate SequencePointer
ThrowsTaken ) MinSpeed OverallAverageRT
ThrowsCIoserThanPrewqus MaxSpeed OverallDeviationRT
ThrowsFarlherThanF'rewous SpawnRateDelta ButtoniAverageRT
AverageDistanceFromTarget SpeedRateDelta ButtoniDeviationRT
STDofDistanceFromTarget ButtonZAverageRT
WindType ButtonZDeviationRT
ShowCurrentShot Button3AverageRT
ShowLastShot MeteorDefenseGameData Button3DeviationRT
- ButiondAverageRT
PK.,FK1 | PatientinternallD ButtondDeviationR T
PK DataFla[sd HardwareType
HardwareType
TimeaPlayed
TotalAccuracy
Quad0Accuracy
Quad1Accuracy
Quad2Accuracy
Quad3Accuracy
MinSpawnRate
MaxSpawnRate
MinSpeed
MaxSpeed
Figure 4.2 Game Tables
Healing Touch Database Architecture 6
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5. Detailed Design

In this section, the design overview is expanded with class and sequence diagrams. It is
important to note that these diagrams map Healing Touch’s software and hardware foundation.

5.1 Class diagrams

Class diagrams are used to illustrate the structure of a system by showing the system’s classes,
the class’s attributes, and inter-class relationships.

5.1.1 Framework Package (Surface)

[ Appl = | HomeScreenController =
Class Class
—+ Game —+ GameCom pornemt
r r
= pukblic B public
% ChangeHealingState) @ woid % HomeScreenController)
& CheckAdmin() : bool & SetSelection() : woid
% Logini @ int W SwitchVWiew() : void
% SubmitCuerny(D : int = private
= private ” albumbDownSize : int

archery : Archerny albumltpsSize : int

currentHealingState : HealingState currentPositicon : Vector2
currentWiewMode : DisplayWiew
o int

iyt int

gridDownSize @ int

gridUpSize : int

currentPatient : Patient
froggieSays : FroggieSays
GetGameCptions() : string[]
homeScreen : HomeScreen
isFreeplay : bool
numButtons : int
numlInEachRow : int

loginSplashScresen @ LoginSplashScresen
myConnecticon : SglConnecticn
previcusPosition : Vector2
rowPadding : int

spriteBatch @ SpriteBatch
surfaceHockey : SurfaceHockey

SRR A% RRNE

F et

Mested Types roewWidth @ int
L. A =crollablefreaX @ int
scrollablefreay @ int
" =) selecticon : int
ST ELETEET = speed : Vector2
Class : int
—+ DrawableGameComponsmt Famn
i ¥iint
= pukblic sted Types
% DisplayHomel() : void e =
= § ;
private - =
. Positi LW > [ Patient =
L‘,‘:‘ currentPositicn : Wector Class
= icons:string[]
L‘,‘E‘ menf_lli:ontrorllrer : HomeScreenController = puklic
;1,? prE’\."lDLISpDSItID-r‘I : Wector? r? InternallD : long
= selectedWalue: int - .
- 2= Locaticn : leng
=¥ speed : VectorZ @ Patient)
= iteBatch : SpriteBatch
= sprite arc pritesate i P patientlD : long
= TakeActicnOnButton() @ wvoid = i
2" UpdateButtons() : wvoid pr}vate
o =*  internallD: long
=" location : leng
= = g - .
[ LoginS plashScreen = 1 =¥ patientlD: long P
Class h
—+ DrrawableGameComponernt
v

= protected

% CheckFreePlayPressed() : void
= private

= backgroundImage : Texture2d

=" CheckForSurfaceTags() : woid
= freePlayButtonRect : Rectangle

Mested Types

Healing Touch Detailed Design 7



DESIGN DOCUMENT

2010-2011

| RadioButton [# | Button @ | | ScrollBar @ |
Class Class Class
=+ DrawableGameComponent = DrawableGameCompaorent =+ DrawableGameComporent
F s s
= public = public E public
% Draw() : void ‘% Button() ‘W ScrollBar()
% Hit_Image_Alpha() : bool % Draw() : void ‘% UpdateScrollbar{) : double
W Initialize() : void ‘% Hit_Image_Alphal] : bool = private
fv RadicButton() . v Initialize() : V?Id &% backgroundRec ; Rectangle
:'V RelocateRects() i\.fmd % Update() : void ;‘," diff : int
:'V TranslateX() :\.fo!d = protected 4% font: SpriteFont
:v TranslateY() :_VDId 7% LoadCentent() : void L‘," fPressed : bool
; W Update() : void = private ;‘," 1 int
pr.wa . o buttonPressedTexture : Texture2D *“v fy 2 int
@ albumTexture : Texture2D _'," buttonTexture : Texture2D a7 GetSelectedValuel) : void
ﬁf color: Color _‘," buttonTexturePath : string L‘," hasMultiplier : bool
@ currentState : RState % color: Color 2% Hit_Imagel) : bool
,y downRectangle : Rectangle 4% currentState: BState 2% Hit_Image_Alphal) : bool (+ 1 overload)
¥ downSize: int ;,V height : int ¥ isFocused : bool
g,: ar.id;fexture : 'It;extlure2D 5% HitImagel) : bool ;‘," isSIiiI‘jnlg : bzol y
8Y HitImage() : boo &% Hit Image Alpha( : bool &% maxValue: double
&* Hit_Image Alpha() : bool Jv isButtonPressed : bool “* minValue: double
ﬁf isAlbumView : bool _‘," rectangle : Rectangle L‘," multiplier : double
g,'f isSelected : bool &% spriteBatch : SpriteBatch ;',V offset : double
@* radicDownTexture : Texture2D S width s int =¥ prevFPressed : bool
ﬁf radioTexture : TextureZD _'," x:int L‘," scrollBackground : Texture2D
ﬁf radicTexturePath : string _‘," viint L‘," scrollButton : TextureZD
. g y: .
,J,V singlelmage: bD.D| Nested Types ,;',V scrollMame : string
#* spriteBatch : SpriteBatch =* scrollRec : Rectangle
¥ upRectangle: Rectangle P ¥ selectedValue: int
. f ) .
¥ upSize:int TagData E3 #* spacing: int
@ wiint SEe =¥ spriteBatch : SpriteBatch
2 yint . 2% valueDisplay : int
= public _'," idth i
Mested Types % width :int
| . % ChangeCurrentldState() : void #* x:int
¥ currentldState : IdState ¥ yiint
g \ % TagData() (+ 1 overlcad . %
{ RadioButtonContraller & L ghatal { )
Class private s =)
. SpriteData E3
—+ GameComporert ﬁ" byteTag : byte Class
= i #* identitySeries : string il
I & identityValue : string = public
% CheckRadioButtons() : int Jf location : Vector? .
] . . . . “w  SpriteData()
% DisplayRadicButtons() : void &% crientation : float
= . = private
' IsFocused : bool Nested Types p_
% RadicButtonController() L &* location : Vector?
W SetSelection() : void .;‘n" crientaticn : float
= private - ) &7 scale: float
P. o | Sprite E3 A
@" downSize: int Class
,y fPreszed : bool
@ fuint = public
*"v fy:int % Draw() : void
&) ¥n|t|allze[) ¢ void W LoadContent() : void
*"v isFocused : bool ¥ position : Vector2
#* numButtons: int @ ecale: float
‘y prevFPressed : bool ® size: Rectangle
@ radicButtons : RadicButton(] % Sprite)
,f selection : int ¥ spriteTexture : Texture2D
@* upSize:int L .
g,'f woint
_1.'4 ¥ int
I\

Healing Touch
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| FroggieSays
Class
—+ DrawableGameComporent

= public

% ShowButtons() : void

‘% ToggleOptionScreen() ! void
= private
keginTime : double
bettombLeftAverageRT : double
bottomLeftDeviationRT : double
bottomRightAverageRT : double
bottomRightDeviationRT : double
currentFroggieType : int
currentGameState : GameState
delay : double
EndGame() : void
fPressed : bool
froggyCOptions : FroggyOpticns
futint
fy ! int
GenerateRTValues() : void
GetFroggieTypel) : string
initialDelay : double
initialTraversalFreq : double

length : int
location @ int
minute: int

minuteRec : Rectangle
overallAverageRT : double
overallDeviationRT : double
patientCptons : Butten[]
patternDown : bool
playerTeCompDelay : doubkle
prevFPressed ! bool
responseTimes : LinkedList<double>
sec :int

sequence : int[]

tenSec : int

timer: double
timerlncrement : deuble
topleftAverageRT : double
topLeftDeviationRT : double
topRightAverageRT : double
topRightDeviationRT : double
totalBottomLeft : int
totalBottemBight ! int
totalTopleft ! int
totalTopRight : int

traversalFreq : double

TP LLLTHT LD LT TP L L TR %

\
.

=

ested Types

( FrogayOptions ®)

Class
—+ DrawableGameComporent

= public

W DisplayCptionsScreen() : void
= private
# backButton : Button
compFreq : ScrellBar
delayScrell : ScrollBar
gameType : RadicButtonController
gameTypeMames : string[]
parent : FroggieSays
prevFPressed : bool
timerscroll : ScrollBar
2" UpdateCpticns() : veid

% %% B %%

—+ DrawableGameComporent

= public
W ShowQptionsScreen() : void
= private
# btnCancel: Button
parent: Archery
UpdateCptions{) : void
windSpeed : ScrollBar
windStyle : RadicButtenController

% %% % % %

wind5tyleMames : string[]

[ SurfaceHockey @ |
Class
—+ DrawableGameComponent
7
= private
" BeginGame() : void

paddleSpeed : Vector2[]
paddleX : int[]

paddleY : int[]
prevPaddleX : int[]
prevPaddleY @ int[]
prevPucki: int
prevPucky : int
puckRect: Rectangle
puckSpeed : Vector2
puckTexture : Texture2D
puck¥: int

pucky :int

scorel tint

score? @ int

spriteBatch : SpriteBatch
TestForCollisions() : void
xDiff ¢ int

yDiff ¢ int

%L LT e L%

[ Archery
Class
—+ DrawableGameComporent

= public

W Average() : void
% Draw() : void
Initialize() : void
MewWindValue() : void
SetWindValuel) : void
ShowCompenents() : void
STD0) : void
W SwitchQptionScreen() : void

[ SR R R -

5 private

# acceleration : Vector2
angle: double
angleMagnitude : int
average : double
btnCancel : Button
btnCption : Button
current : Vector2
EndGame() : void
football : Sprite
foothallLength : int
furint

fy:int

initial : Vector2
LineAngle() : double
LineMagnitude() ! int
magnitude : int
maxTarget : int
minTarget : int
prevAngle: int
previinger: bool
prevFoctballlocation @ int
previdagnitude : int
scrollMapSideways : bool
shotsClosers @ int
shotsFarther : int
shotsFired @ int
showCurrentShot : string
showlastShot : string
showlastShow : bool
spriteBatch : SpriteBatch
std : double
targetlsEnabled : bool
targetCriginX : int
targetCriginY @ int
throwsCaught : int
velocity : Vector2

wind : Vector2

TR L LU LT L LR e e%

windType: string

|
g

=

ested Types

Healing Touch
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5.1.2 Healing Vision Package

MainWindow

Hlogin : object
-addpatient : cbject
~editpatient ; object
Fraports | object
~reportbuilder | object
-gameaptions @ object
Fadministrator : object
-reprintcards © object
~variables | object
Hlocation @ int
H+ifloggedin @ bool

+serverconnection : object

+SelectionChanged()
HiogoutButton_Click])

+OnAvailabiliityChanged()

2010-2011

FAVAVAVAWAVAVAY
Login Reports
LadminlD ; int -reports ; string
FadminPassword @ string -solConnection @ abject
FsglConnection | object +actionPerformed)
+yalidated) +genFormi)
+actionPerformed() +genRepori()
Report Builder
-sglConnection  object
AtddUser . ~gamadatatable : objact ReportData
-userAttributes : string FpatiemsListCollection : abject -
-sqlConnection © object -gameaptionscollection - ohject K J—reportDataSet ; object
+validate() -querystring : string FoenExcel()
+actionPerformed() +actionPerforrmed() +populatDatGrid()
+EanFormi) +genSaL) +genForm()
|
- VariablesPage
quwﬂr = datagrid - objact
_usarmtnbut_as : string Lreportdata - ohject {4‘1
FsgliConnection geDatal)
Hvalidate]) HnewWindow()
HgenFaormi)
+actionPerformedi)
ReprintPage P |
- ] ames
-gridobjects : abject AddClinician e
::EE:?;:L:’ i.nltnt Fhocation @ int -sqICnnr;ectIan - object
- +climicianid : int
+genFomm +genReport()
+%oltupF'att::anh{] +sendData() ‘+genFarm()
+qanCard() +genCard() +actionPerformed()
Healing Touch Detailed Design 10
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5.2 Use-case model

Create Patient
Profile

Edit Patient
Profile

Print Patient
Profile

Receptionist/Clinician

Generate Reports

Save Reports

Reprint Patient
Cards

Add Clinicians

7

Patient

‘ Game Select

Select Game Options

]

Play Game

Guest

Healing Touch Detailed Design
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5.3 Sequence diagrams

Sequence diagrams are used to show how processes and components interact with one another
during a series of events. In this document, the sequence diagrams are divided into the specific
system components.

5.3.1 Framework

Once a user logs in, the Surface will require a connection to a server containing the relevant
database. If this condition is not met, the login attempt fails. However, on the iPad, it will first
synchronize with the server if there’s a connection; otherwise it will use a local database.

Framework Login Manager Database Menu Game
| | | | 1
| | | | 1
User I | | | I
I | | | 1
[] | | | | 1
| | | | 1
Start Application : : : : 1
I
| laginManager() : : : :
Prompt for 1D | [ 1
e ] [ ! ! 1
Card Placed / ID Entered : : :
| |
Authenticate(ID) | | X
Read From Database : : :
[ .
| 1D Not Fourd : :
AT T | !
Prompt for 10 | 1
e ] e __] ! 1
User/Game Info : :
T | ! i
]
Clase Completa() : : I
_________ I
= — Menu(pref) : : :
Display Games() J i I
P N o I
Selected Game : :
Game Info Displayed : ] :
- T Pl i !
| »
Launch Selected Game | :
Launch tIBama I :
Display Game : :
T Tt GamePlayed | TTTTTTTT T
Data Sent :
I
[ Write to Database T :
Acknowledged 'U :
A T |
Display Games()
A B lagouiy "~~~ T TTTTTTTTTTTTS
Shutdown
| | | = m s s s s s s s s s m e — =

Healing Touch Detailed Design 12
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5.3.2 Healing Vision

5.3.2.1 Healing Vision Login

When the user starts Healing Vision, the “Main” class is called which triggers the
“MainWindow” class. From here, the login screen appears prompting the user to login. If the

user enters incorrect credentials, they are notified that the credentials are incorrect and prompted

once more. If the user enters the name and the database verifies the credentials are correct, the

user is logged on and the add user screen appears.

T T | T ]
[ I | ! I
User | | I I |
Start Program : : I : 1
| |
Start | [ ! I
I I ! |
Display | : I
R R | . !
| : I
Start | | I
] I
Display : |
R Lt ¥ EEEEEE . !
Prompt Login | I
]
Enter ID/Pass I :
——————— === ———————— ~ I
Verify ID/Pass I
________ 1
|
ALT Invalid ID/Pass :
Display Invalid ID/Pass e ——— === |
P I Il 1 !
Prompt Login I
Enter ID/Pass |
——————— i Bttt —————— e I
1
Valid ID/Pass I
________ |
Close - L I
|
Closed I
. |
Start
Display
% __________________________

Healing Touch

Detailed Design
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5.3.2.2 Healing Vision Add User

To add a patient, the user must fill out the information on the screen. If the information is filled
out correctly and “add user” is clicked, the application creates a report with the user data and
automatically saves the report to the desktop. Next, the data is saved in the database.

Prompt for Data

Enter Data

Main MainWindow Add User Database Eeport
T T ; T T
| I | |
thr | | : I |
Start Program : : I : :
1 | I I
Start I I I |
Display : : :
= ———== B Start | I |
H I I
Display 1 |
& _____ = = o e L o e e o — — I I
| |
| |
| |
I |
|

Create Report

Report Created
———————— - t—————

Healing Touch Detailed Design 14
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5.3.2.3 Healing Vision Edit User

Editing a patient is a very similar process to adding a patient. The exception is that the user must
enter an ID to retrieve the patient information. If the ID entered does not exist, the user is
prompted that the credentials are incorrect and the user must try again. If the ID does exist, the
patient’s information is queried from the database and used to populate the screen. At this point
the user has the option to edit any information in the UserTable and save the new information
back to the database.

T T [ T
| ] |

User I
- | ] | |
Start Program : : [ :

[
Start ! [ '
| [ |
Display | :
- N | |
| |
Start I |

1
Display |
— === B ety Ffr————=======9 |
Prompt for User 1D |
|
Enter User ID |
——————— -Fr—-——-——-—------tr---—---=---- |
|
|
Get User Data I

User ID Not Found
ALT I
Prompt for User 1D
} Send User Data I
e —
Prompt for User Data
1
User Data Sent
_______ e e e e - __________%
User Data Sent

Healing Touch Detailed Design 15
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5.3.2.4 Healing Vision Game Options

When a user clicks on the games tab, the games screen appears. At the same time the database is
queried for all the game names, and this information is used to populate the screen. Once a user
clicks on a specific game and who they want the options to apply to, a box gets populated with
the game options for the clicked game and selected patient group. From here, the user can edit
the game options and save the changes back to the database.

blain M ainWVwin o Games Database

T T T
| I 1 1
Usear | i " 1
Start Program : : : :
1 1 1
Start ' " 1
Dl'splay : :
& _____ - — — — — — — —_——
Start ! !
0 1
Queries all game nameas :
| -
Returns all game namas
_ e————————
Display
& _____ b - — — — — —_——_—— - e e e e — — — — —
Selects "default”
Selects a game
Chueries default game options
returms default options
_ : e ———————
Display default options for selected game
% _____ b - — — — — —_——_—— - e e e e — — — — —
Sawves options
Sawves new default options
Acknowledges
& ________
Selects "one user”
Prompts for a user Iy
& _____ — - — — e — —_—— b [ e . — — — — —
Enters user ID
Selects a game
Cuweries game options for user
I~ returns options
; . e — — — — — — —
Display user's options for selected game
T~ [ T Saves options
Acknowledges
e — ———— — —
Reaturms nothing
————————
Displays imwalid user |D
Frompts for user 1D

Healing Touch Detailed Design 16



DESIGN DOCUMENT 2010-2011

5.3.2.5 Healing Vision Query Data

Using a series of GUI components, the clinician can select attributes, patient groups, and range
values for each attribute in order to generate a report. Also, in addition to generating the report,
the user is able to save the Query as a report. In this case, the user clicks “Save Query” and a
dialog box appears prompting the user for the query title and description. When this query is
saved, it will appear in the “Reports” tab of Healing Vision.

Izin MainWindow Query Database Excal Document
T T ™ T |
| | I I
User | ! I I :
Start Program : : : : I
|
| I I
Start ! I | |
Display : : |
e ————— Y T |
Start ' ! |
I I |
Display : |
e ————— S e e —————— - |
Enters Query Data |
|
Clicks Query |
|
Parform User Query :
Get Query Data |
e — — — — — = =] |
Generale Repor |
Clicks Save Query
i |
Open Dialog Box
|
|
% _—
Prompt user for query title/description
|
Enter Title/Description
——————— T Tt —dd-——————3
Click Save in Dialog Box
Save report info
———Close Dialog Box
Lser clicks cancel
Displays all fields cleared
("_ _____ b o o e - e [ e - — —— —
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5.3.2.6 Healing Vision Generate Reports

To generate a report, the user clicks one of the reports from a list on the screen. The title of this
report and a description of this report will appear. If this is in fact the report the user wants to
generate, the user clicks “Generate Report.” Finally, an excel document with the data gathered
from the report query is generated.

Database

Get Saved Reports/Report Details
| N

Main MainV¥indow Reporis
T I
User I | I
| | I
Start Program : : :
Start : :
Display :
===~ Fp-=-===--- I
Start 1
Display
(_ _____ U _,—_— e ——
Saelect a report
Display Report Name/Details
& _____ [ Py N — e o ——

Generate Report

k4

Generate Report

Rlelum Saved Reports/Report Details

Healing Touch

Detailed Design
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6. External Interface Architecture

The Healing Touch system is designed to accommodate the addition of new games to the
framework. Every game should possess its own package. A game’s main class needs to extend
the “Game” class in the Framework package to inherit several properties such as: a reference to
the framework, an icon, a brief description, and appropriate methods.

Healing Touch External Interface Architecture 19
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7. Human Machine Interface

The following prototypes walk the user through the Healing Touch and Healing Vision interface.
Two uses of the prototypes are to illicit system requirements from THR, Healing Touch’s client,
and to outline the application’s work flow.

[ Healing

Touch

Healing Touch Human Machine Interface 20
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c&/ Home Screen %

Archery

ghl |2 )[2]k

\ P!

‘ Game Information % ﬂ"

@j Home Screen alt. @

BDDF
LJL
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B/

Froggie Says

Game Directions

! Go Back f Launch

)

[

2010-2011

\&

\’.

#/
Froggie Says

| Back |

Healing Touch Human Machine Interface
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%/

WINNER!!

Patterns correct: xxx

Replay BiCk to
ome

2010-2011

N

Archery

X

Game Directions

Go Back | Launch (

\&

Healing Touch

Human Machine Interface
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3 ®
Archery
Angle
?au:e"/ Lt _un
T >
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¢/ ‘&

WINNER!!

Shots taken: xxx

Replay B?\Ck to
ome
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&/ \8

Meteor Defense ~

s

[

Game Directions

! Go Back f m

Healing Touch Human Machine Interface 26



DESIGN DOCUMENT

3/

WINNER!!

Meteors Destroyed: xxx
Cities Saved: xxx

Replay Be:]ck to
ome

2010-2011

N

%/

Air Hockey

C

Number of Players: \I’ E 3

Game Directions

\‘ Go Back f @

\&

Healing Touch
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Game End

Scores:
Player 1: xx
Player 2: xx
Player 3: xx
Player 4: xx

Replay BahCK to
f { ome

2010-2011

Y
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L4 i

" JHealing Vision

Login

User Name:

Password:

. Healing Vision

Add User | EditUser ‘ Reports ‘ Query ‘ Games‘
Add User

User First Name: I:l
User Last Name: I:l Additional Information:

Date of Birth: ‘ 04 ‘ Ju ‘ 2010 ‘ iu ]

Left Handed: @ Right Handed: D

ColorBlind: D

Deaf:
cd @ Add User
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@ Healing Vision

Add User ‘ Edit User ‘ Reports ‘ Query ‘ Gamcs‘

Edit User

User ID: ‘ ‘

Search

ﬁ Healing Vision
Add User ‘ Edit User ‘ Reports ‘ Query ‘ Games‘ )
Edit User
User ID: ‘ 12355 ‘
Invalid User ID
Search
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. THealing Vision

Add User ‘ Edit User ‘ Reports ‘ Query ‘ Games‘

Edit User

UserID: | 12345 |

Date of Birth: ‘ 04 ‘ iu ‘ 2010 ‘ lu Additional Information:

This is additional information that
will help the clinician.

Left Handed: @ Richt Handed: D

Color Blind: El

Deaf: Q

Update Clear

. JHealing Vision

Add User | EditUser ‘ Reports ‘ Query ‘ Games‘

Reports

Froggie Says A
Froggie Says
Maze
Thisis a description of the Froggie
Meteor Defense | Says report.
Air Hockey
Archery

Generate Report
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@ Healing Vision

Add User | Edit User ‘ Reports ‘ Query ‘ Games‘

Query

Query

Save Query

Clear

Query Name:

Query Description:

Save

Cancel

Healing Touch

Human Machine Interface
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E:i Healing Vision
Add User | EditUser | Reports | Query | Games
Games
Default Options: D User Options: @
G tions:
User ID: ‘ ‘ ame Options
Sound: j
Froggie Says Colors: D |
M
aze Speed:
Meteor Defense L
Air Hockey
Save Cancel
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