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Figure 1 - Elizabeth Glass
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Figure 2 - Architecture Diagram
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Figure 3 - System Diagram



Figure 4 - Menu Layout
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Figure 5 - Login scene and backend
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Figure 6 - Gesture Diagram
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Figure 7 - Setup



Figure 8 - Flow diagram



Figure 8 - Flow diagram



Figure 8 - Flow diagram

http://www.youtube.com/watch?v=E8FinvUdHes


Figure 9 - Community College Module
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Figure 10 - Gantt Chart
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Test Sample Input/Action Expected Outputs

UserFound() Stand in front of camera “User found” text

HandTracking() Waves hand coordinates of hands 

ItemDestroyed() User touching items in game. text displaying “Destroyed”
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Purpose: engaging and enjoyable system

Task: Access modules and activites

Plan: Taking at least two individuals for 
each of the modules we have 
developed and asking them their 
opinions on the content. Posing the 
right questions based on graphics 
and gestures.

Survey ● Did you find the material 
engaging and informative?

● On a scale of 1-10 how 
enthusiastic were you to 
continue?

● Would you use this system 
again? 

Integration Test Sample Input Expected Output

Math activity has 
access to databse

User sets high 
score

userScore in table 
updated.
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