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|. Descriptiono tesotreproct i ocn or

The interactive applicatiorcTouchinform»is designed to display information on the touchsame
equipment, to demonstrate documents, photos and easd as well as to inform about current and
upcoming events.

Il.  Hardware and Software requirements

Hardware requirements: Processor Intel Celeron @Hz or higher, Computer data storage 2 Gb or
more, video card that supports DirectX 9.0, a toumgbut controller that supports the Touch interface

Software Requirements - Windows 7 HorResmium Service Pack dr latest modifications, .NET
Framework 4.5 or higher.

Il. Software installation

There are two versions of the program pre-installen hardware or as an installation file.
If the delivered software is not installed on harane, you should make the installation yourself.
During the setup process the required components TNFramework 4.5, the database
MSSQLExpress 2012, and the application TouchInfiself will be installed.
If you additionally received a file of the projetttcan be integrated during the installation prese

IV. Functions of the program modules

The program consists of the following main compadserPlayer is an interactive application that
displays the content while Editor is an applicatidesigned to modify the structure and fill the cent.
The structure of the displayed content is storechinlatabase and can locate both on the informatkoomsk
and on a dedicated server or on the existing seM&SQL2012. The multimedia content can be stored on
any network resource that can be read by the Plég)eor modified by the Editor(s).

V. Licensing

The Touchinform application is protected by pat&aw. The demo version has limitations in Playefaass its
functionality is concerned. Player displays a mgesthat this version is a demo, and that the periofdprogram
continuous running is limited.

For the full use of the application activation €lnsing) is required, which eliminates the abovemenéd
limitations. Editor, as well as Player, is subjecticensing. The activation procedure of both Rlaand Editor is
described in a separate document.

Without licensing Player and Editor allow to usetla@ modules available in Editor as well as to #uem to the
project tree. And they will be displayed in Playlenf the period of the Player s continuous runningl be limited to
30 minutes.

Editor allows to add all the available program mtasduto the project tree, but the unlicensed modulesg| not
be displayed in Player.

After licensing Editor allows you to add only thasedules that henceforth will be displayed in Play&he
unlicensed modules in Editor are highlighted in;rétkere is no possibility to add them to the projeicee. The
unlicensed modules highlighted in red can be hiditethe general list of modules by changing thetiags in Editor
- "Hide unlicensed modules."



VI. Structure editing and application filling

When you start Editor, its main screen will be thseed (see Fig.1). It consists of several parts@armkls.In
the middle there is "Project Scheme" which contatihe editable "tree" of the content structure of theoftware
(hereinafter named the tree). You can choose thepliiy and an undefined location of the panas:edit window to
modify the characteristics of the selected objeéttioe tree, the"Toolbar", which contains a list of object type#hw

a description of possible parent and child elemefutiseach type, the panel of the media content éatit and finally
the tabbed panel of the tree project crosspoints.

All the logical tree objects of the project can t@dified either with the help of the shortcut meraalled in
by the right-clicking on the selected objemtby moving objects in a «drug & drop» mode frame t Toolbar" to the
panel "Project Scheme" and within "the tree", or ising the buttons located in the relevant windoarsd panels. In
all the windows and toolbars there is a possibitiysearch and filter the objects.

Each element of the tree has its own Propertieseylare displayed in the Properties edit window &nas a
rule, are located on the right side of the tree étlvindow location can be changed). To simplify ¢laiting process
all the properties are divided into Groups. You eaake them visible or invisible using the buttorcdted in the

name of the group. Menu of the properties edit wiowl contains buttons for collapsing and expandingugs of the
object s properties.

The implemented changes of properties are savedlimking the icofSave" located in the upper part of
the panel"Properties editing" Some properties are mandatory for filling and wecy of data input is tested. If
some fields do not withstand the accuracy test, ythere highlighted in red. In this case no changkethe item s
properties will be saved.

Some properties may contain references to documesutsl files used in the project. Adding new contént

possible through the editor of the correspondingoperties by pressing the button + or in the med@tent edit
window.

VII. Project and Projects Collection

The combination of the structure and the contentas'Project.” In one database you may create selvera
projects, that is why the top level in Editor isrdfects Collection . Projects Collection has coafaple properties.
An editing form of the Projects Collection propesiis provided below (see fig. 1).
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Fig. 2




The project tree represents a hierarchy of the noennected modules organized as you wish. All the
modules are added by the right-clickilog by moving objects in a «drug & drop» mode fridm "Toolbar" to the
panel "Projects Scheme". By the pressed button isthe toolbar those items that can be added aistfevel of the
tree are displayed in bold typeBy the right-clickingnly those items are displayed in the shortcut mehat can be
added at this level of the hierarchy.

If you move objects among the hierarchical levela ikdrug & drop» mode, a prompt message is diguay
indicating the possibility to add an object to teelected hierarchy level. If you cannot add an obp a given level
of the hierarchy, the following message is dispthy® the assisted panel: "The item movement is isgible . The
newly added tree objects are automatically numbef®dthe program. For an easier understanding yauuse your
home object names.

The sequence of the items display in Player i:atigvith their location in Editor.

Some elements or modules may have child elemerdssBle links among the modules are displayed & th

section Description of the Toolbar , see fig.3.
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The modules in Editor are grouped (in the groupdezahe number of items is displayed that can bamected
to the selected item in the tree, for example tidain menu item-> Group Documents -> Available: 4,Group

Menu -> Available: 3 (see fig. 4) .



=]
V4 Editor - &
File Edit Projects Collection Tools Help
S| El = e 5 [« (b 2> BaQHlR (U TS A XFsv <= 2EE (v
- Project Collection\Project\L \Main Menu\Qs
® Documents 4 @-gh 1 Project Collection (2)
Ll DocLibrary Topic [B2155 Project (1) General ~
e & @2158 Localization (1) @
@ & 2159 Main Menu @ @ Name: | Main Menu Item |
: ) S B | e | |
— | 82161 Main Menu Item @ g ‘ ‘ ‘+‘ ‘
lcon: -
® FeedBack 2 22162 Main Menu ltem @
T Aeia 82163 Main Menu ltem @
(5 Answers List E2157 Project (2)
Authorization
@ Authorization Field
$=_Authorizations Fields List
3
3
Images menu Item
% Main Menu
8 _Main Menu Item
-]
() Menu Extended Item
[Z1 Menu Item
Description
@| Nochanges

Objects in the project tree can be made invisiloidPiayer. All the items, which belong to a lowegrhichy
level compared with the hidden object, wont be plsyed by Player. The column made of hidden objests
displayed/ made concealed by pressing the buttoyeE which is located in the top-level menu of t&ndow
Structure of the Projects Collection, see fig.5lddin objects are marked in gray.

& g5 1 Project Collection (2)

@[ 2155 Project (1)

& @ 2158 Localization (1)
& #2159 Main Menu (4

& & 2157 Project (2)

Fig. 5

In all windows and panels the text size can be c¢eah independently.
In the mapping window of characteristics you carstomize the display order of groups and their ditiies by
simply dragging them.



If you create multiple projects you may download @wn project on each kiosk. The process of thggato
selection and its mapping to a particular kioskqaeds as follows: In the Editor s top-level menu gbould click on
the menu itemToolsand selecKiosksin the drop-down menu (see fig. 6).
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After clicking on the menu iteriosksthe window will appear on the screen. Against thesk Identifier you
should select the right project name. This projedtl be loaded on kiosk with the identification niner that is
assigned to the kiosk; the number is read from license file (see fig. 7).
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It is possible to cut the visible part of the projdree to simplify editing. This function is aadle by clicking on
the shortcut menu item Scope to thi8 (see fig. 8).
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Fig. 8

All the objects located above the selected level béllhidden. To go back and shift between the levels you
should use the buttons for internal navigation (see fig. 9 - 10).
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When you use graphical modules, in the visual edytou can lock an element to protect it from edgimnd
changing. The lock icon is displayed next to tloiddle element in the project tree: the lock is opethe element is
editable, closed it is protected from editing @dig. 11).
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VIII. Properties of Projects Collection, Project, Locatinn

Projects Collection
Group «General»Defines general properties of the Projects Coltatti

We strongly recommend to name the objects in acemck with the logic of the tree for the conveniencé
working with them in the future.

Name. The project and all the elements of the tree habeir internal name. They are displayed only in the
Editor and are used only for the sake of convengeotthe project editing.

Version A non-editable field. This field automaticallysglays the version of the Projects Collection.

Password Password to enter Editor. It is used to Ilimit ese to  objects.

Comment Internal comment used in Editor. As well as tlaee, this field value is not displayed in Player.

Media-content folder. It indicates the location where the copies of thié files used in the project are made.

Here Player gets all the content to display (docuise pictures, videos and audio files). This careliker a

network path or a local one. By the configuratiohseveral kiosks with a single source of conteru gbould

select the way clear for all the kiosks.

Project
Group «General»Defines general properties of a project.

Name.The internal name used in the project tree.
Comment.The internal comment.
Theme.This field enables to select the color themnsed in Player.
*Please note: This option must be authorized bylitense. Otherwise, the selection is limited qudssible.
Content Animation There is the ability to deactivate animation tse the project on a low-powered
information kiosk.
Large scroll barlf your touch screen does not support the TouchvultiTouch interface, it is recommended
to use the enlarged controls for lists and scralid

Group «Header»Sets the size of the main and secondary headetapnd?.
Main header Height Sets the size of the main header.
Secondary header HeighSets the size of the secondary header.

* Please note: If the value makes up -1, the headake on proportions defined by the correspondiegign.
Show clock panelAn option to display or disable the clock pangPlayer.

Group «Language switchxaets location and size of the icon to switch larggua Player.
Properties.Left Indent, Right Indent, Width, Height
Group «Media-content»Enables or disables the media-content caching.

Media-content caching The function of media content caching on a latisk is added, regardless of the
media content folder location. Cache is createdha internal Player s directory and is not availbr editing. By
Player launch or during the process of auto updtite elements, used in the project, will be copied the local
cache. The cache update is based on the incremelttaihload mechanism.

Group «Auto-update» It initiates the periodic process of the contardate, caching and return to the first page of
the project.

The update process can be done regularly, at seefiit can be disabled as well. When you edit tbatent
from a remote kiosk, the information on the kioskiviee updated with account for the function "Autdpdate". The
Auto-update procedure starts with a one minute dekfter the last screen touch

Group «Kiosk switch-off»lt allows you to switch off the kiosk at a set time

12



Group «Proxy» The element®roxy Address, Proxy Port, Proxy Login, Proxy PasgyProxy Domairallow
you to choose a proxy server to get an access ¢ovtbb-resources.

Group «Mail». It serves to fill in the properties of the e-mairver. These settings are not used in the
module E-mail message that, in turn, have its osettings.

Localization
Group «General».

Name.The internal name used in the project tree.
LanguageThe language that will be used by default when jaunch Player
Picture.Theicon of the language switch, which is displayedlayé.

Group «Header»Description of the main menu header.

Main header type You can use two options - the logo display amal text lines of the organization name
(compositg or only a graphical display of the full headeegiapicture).
Composite.

Title andsubtitle are displayed in the header of the Player s magnm It may be the name and the
legal form of an organization.

Loga You can change the logo of the application farrymwn one, selecting its location. (Preferably
use an image of thpng formatsized 200 x 200 with a transparent background).

Main Header Picture (Other headers picture)

Instead of the logo and the text fields you can ddead a picture (the field Maiteader Picturg
that is the background of the main menu. For thatiyshould select an elemeRicturein the field Main
Header typeand in the fieldViain headerpicture download an image sized about 200 * screen widtthe
content storage.

Group «ScreensavenBy the standby mode you may use the internal sosaver in Player.
There are the followingroperties of the Screensaver

Enable screensaver

Content (picture or video) arexisting file from the Media Content folder, seledtfrom the list.

Screensaver timeout the delay period after the last screen touctPilayer.
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IX. Modules

1. Project
Fig. 13-14 illustrate how to add the first objeotthe tree -Project
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2. Localization

If your information system must be localized inteveral languages, you can create several branches i
project, each of which will correspond to the desirlanguage. You will be able to switch languageguthe floating
localization button.

To make it possible, an additional level the itérocalizationis introducedn Editor after the project level. The
process of adding theocalizationitem to the project is illustrated below (see fitb - 16).
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1. Main Menu
Fig. 17-18 illustrate how to add the first objeotltocalization the Main Menu
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Main menu is a mandatory element that is added to the patjdMenu items can be added to the tree
and deleted from it (see fig.19-20). The amounthef main menu items isn t limited technically, btts
necessary to take into account the physical liroitshe screen width. You may fail to find room dret

screen for somef the main menu items; in this case mechanism obliag the main menu items will be

launched.
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Fig. 19
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Fig. 20

*Please note: If the main menu contains only oreenant, it is not displayed on the Player s screen.

Each menu item has the following propertidsternal name Textdisplayed in Editor anidon
displayed in Player at the left side of the text.

You can assign modules (functional screens) toxtheén menu items.
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Specialists of the company are constantly workinglee new modules and can provide You almost
any functionality that you wish.

2. News and advertisements

The news screen consists of two Items ListsNews Items Listand a Sticker Items List
Advertisements (displayed as Stickers) are shorgésages in a few lines while news may contain pastur
some text and a document that reveals the news étadl. The editing process of a News Items Listigd
objects is shown in Fig. 21-26.

News

News have 7 elementsname, title, description, date, author, document ahimage Name is
the internal name of the news, title is displayeoh Player and contains the essence of the news,
description is a brief description of the newshé news creation date and the author are displayed
Player at the bottom of the news. ocument, whiclis a detailed description of the news, is dispthye
a new window. Image is displayed in the news senton the left side of the text if there is refaree to
an image.

Fig. 21

19



Fig. 22

Fig. 23
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Fig. 24

Advertisements

Advertisements are displayed in Player as stick@tey contain 6 elementflame, Title, Description,
Image, Documenta notelt s important, Rotate angle, Date, AuthorName is the internal hame of an element in
the project, Title is displayed in Player and caméathe essence of the advertisement, Descriptiontains a brief
text of the advertisement, Document, which is a alktd description of the advertisement, is displdyi@ a new
window, Picture is displayed in the advertisemesection on the left side of the text if there isfeeence to a
picture.

When the element It s important is installed, thadvertisement changes the format for a brighteicker,
you can change rotate angle of an advertisementagh as you wish (when it is applicable), creathm effect of
an offhandedly attached sticker. The date of puddiicn and the author can be displayed in Playethat bottom of
the advertisement if necessary.
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Fig. 25

Fig. 26
Fig. 27-28 illustrate how to add objects in the ugl& drop» mode.

22



Fig. 27

Fig. 28

The tree objects can be easily added as well asteie]
G It is important! When you delete an object with ddilocations all of them will be deleted from therpject!
There is no possibility of cancellation! Please uge mechanism of hiding objects for their temposar
exclusion from the demonstration.
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On the Player s screen all the objects are arrangethe same order as in the Editor tree. To chatige
order of display they can be moved in Editor witle thelp of the menu commands "move up" and "movevdd -
see Fig. 29-30 - or you can move objects in theigdr drop» mode.

Fig. 29

Fig. 30

The result of adding a main menu item, two advements and news is illustrated in Fig. 31-32.
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Fig. 31

Fig. 32

The process of adding the second item of the maienmin Editor and its display in Player is illustda
below. (See Fig. 33-34)
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Fig. 33

Fig. 34
Name and image assignment to the second item ofrtten menu is shown in the Fig. 35-36.

26



3. Menu and advanced menu

Menu adding and its use:

Fig. 35

Fig. 36
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Menu is designed to build the project hierarchyeTienu contains navigation buttons. Each button has
name and icon. The menu buttons can be alignediealty using the functiotVertical alignment Use the item
ColumnsNumberto specify how many columns of menu buttons theré be on the screen.

Fig. 37

Fig. 38
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Fig. 39

Fig. 40

The Player s hierarchical menu is shown in Fig. 41.
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Fig. 41

The number of menu hierarchy levels is not limitdthe menu button can launch next menu and so oe. Se
Fig. 42-45.

Fig. 42
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Fig. 43

Fig. 44
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Fig. 45

TheAdvanced menusettings allow you to specify the size of the loui$. Properties of the advanced menu are
shown in Fig. 46.

Fig. 46

Additional items of the advanced menu:
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Template defines the style of buttons display and desigiwo templates are available in the current version
buttons and pictures.

Fig. 47

Fig. 48

Vertical alignmentandColumnsNumber are similar to properties of the standard menu.
Button width - allows you to set the width of a button.
Button height- allows you to set the height of a button. Y@unset thedistance between the buttons.
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Wrap text - if the length of the text exceeds the size o thutton, the text will be automatically carried@v In the
images template the text length is limited to thréines.

Align buttons height- if the length of the elements texts as wellths height of buttons differs, this option allows
you to align the height of the buttons to the higstdevel.

If you need to change th&ext Fontof the buttons, you can additionally set new desjgroperties- typeface,
font size, etc. By default the font properties setdesign are used. To return to set properties \8hould simply
remove parameters using thebutton of the corresponding Editor s item. Pleas#e that the selected fonts must
be set inPlayer.

4. Document

Player supports the display of RTF, DOC, DOCXTMTHTML, XML, EPUB, XPS and PDF documents. With
these elements, you can display virtually any statformation: formatted text, pictures, tables,@tThe content of
the RTF, DOC, DOCX, TXT document can be modifigdhesbuilt-in text editor.
The process of document adding, editing and preagaon in Player are shown in Fig. 49-50. The telitibE
can be launched clicking the icon "pencil" in tleedment selection string. XPS documents are creatédicrosoft
Office programs.

* Please noteTo display a PDF document Adobe Acrobat R&asteruld be installed on a PC of Player.

Fig. 49
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Fig. 50

Elements: Name, Title, File path to a displayed document, Céme printed and Can be mailed
Document display in Playeg(see fig. 51-52).

The document can be scrolled with the help of thestyres: scrolling up and down. On the right sidehe
document the scrollbar is displayed that shows tiwerent position by the navigation through the dagant.

Fig. 51
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Fig. 52

If the following elements were chosen in the setfinof the documentCan be printecand/or Can be mailedthe
buttons of printing and/or mailing will be displayén the header of the document.

When you click on printing, the document will benséo the printer that is installed in the systenor default».
When you click on mailing, the address of the doentrecipient will be asked.

*Please noteOptions for sending messages can be set in thegircharacteristics.

5. Photo Viewer

Photo Vieweris a collection of pictures or photos. Picturessilocate in one folder. To configure a gallery
you should select the location of the folder comiiaig pictures. Editor will copy this folder in gi®rage.
The Photo Viewer editing and its appearance arexshim Fig. 53-55.
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Fig. 53

Fig. 54
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Fig. 55

In addition to the folder with pictures you can addlividual pictures to the Photo Viewer. To addtpies,
you should use the Photo Viewer menu. See Fig. 56.

Fig. 56
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Please note that this module requires significanbroputing power. It is strongly recommended to teshe
performance of the equipment and if the delay inéhPhoto Viewer display exceeds a second or twondo use this module.

Otherwise use the Image Viewer (see below). Elsewismay disrupt the normal performance of the whosystem.

6. Photo albums

Photo albumsrepresent a set of photo galleries that are diggd on one Player s screen. The process of
adding a photo album in Editor is shown in Fig587-

Fig. 57

39



Fig. 58

Elements of the photo alburare photo folders. To fill the album, you shoulttahe photo album items"
to it selecting a photo folder. When you edit a ph@lbum item, you can select a photo folder angieture that is
displayed in the header of a photo album. (See 59g61).

Fig. 59
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Fig. 60

Fig. 61

There is the objects scrolling mode in photo allsuamd photo galleries as in all of the Player sexgs. You
can scroll pictures and photo albums using tradiéibgestures (see fig.62).
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Fig. 62

7. Image Viewer
To display images you can use thege Viewerwith a consecutive display of elements.
*Please notein contrast to the Photo Viewer this module is smisensitive to the kiosk s performance.

The Image Viewer can function in two modes - mamuatle of scrolling images and presentation mode.
The process of adding thmage Viewerand setting its characteristics is shown in F&368.
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Fig. 63

Fig. 64

Manual shifting modeis shown in fig. 65. In this mode the screen @igplnavigation elements through the
Image Viewer (the arrows on the periphery of an gapand a pointer to the image number and the tatamber of
items in the Image Viewer. The iteil8how interval in this mode has no influence on the gallery digpl
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Fig. 65

Automatic mode(see fig. 66) is activated by setting the itBmesentation mode The itemShow intervalis set in
seconds. In case of choosing a zero interval tregkrViewer is launched Manual modeof scrolling images.

Fig. 66
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8. Portrait gallery

You can add a portrait gallery to the project. Patrait Gallerydiffers from the Photo Viewer in editing
captions (under each picture), but in the Portr@illery you cannot select a folder of pictures.

Pictures with captions are added in the menu. (Bige 67-69). The amount of pictures is not limitedt has
an impact on the speed of the gallery display.

Fig. 67
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Fig. 68

Fig. 69

The result of display in Player is shown in Fig 70.
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Fig. 70

9. Video Viewer

You can display videos in projects. Start of tlewoiis possible both through the main menu, anéaay level of
hierarchy. See Fig. 71-72.

Fig. 71
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Selecting the video properties, you should spettig/following fields:
Name the internal name used in the projecTiitle the title displayed on the Player s screévideofile a video
file to display(an arrow at the left side of the item "+" show&itles the preview window of the selected video)file
Auto Play- choosing this option a video playback starts edmtely when you open it on the Player s screéne
property to Show control panelisplays the video playback controls in Playee (&g 72 - Fig. 73).

Clicking on the video in Editor in the field Vidile you can start or stop the playback. Viddisplay on
the Player s screen is shown in Fig. 73.

Fig. 72
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Fig. 73

10.Video album

To display several videos, you can use\iaeo Album Video Album is a collection of videos. To adilaos
album to the project you should choose it in the meitems. (See Fig. 74-75). After that you shoillld fvith videos.
(See Fig. 76).

The process of selecting the video album propertsesimilar to the one applied to a video, excegtlimg
pictures to each video. A picture for a video canskelected from the library or created by fixingtbcreen in
preview mode pressing the button "take a pictur&bu can also select a Screenshot specifying theeraran
image file(See Fig. 76). The picture is saved in the médatiay.

The Player s screen in video album mode is showign77. You may start a video selecting the itenthe
screen.
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Fig. 74

Fig. 75
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Fig. 76

Fig. 77

11.E-mail message

To E-mail message you should use the itEmmail message. You can add this item from the list of objects.
(See Fig. 78-79).

* Please note: SettingMail" in the project properties do not apply to this@itional module.
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Fig. 78

Mandatory fields are marked with a cross ic® « he item s settings will not be saved until all bétn are filled
in.
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Fig. 79

The process of properties selection for the itemntail message is shown in Fig. 80.

Fig. 80

Fields of a message can be filled optionally arspldiyed in Player. Display of the ité®-mail message'ln
Player is shown in Fig.81.
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Fig. 81

12.Web Browser

The Web Browser allows to display the content aldé from web-resources. The process of addingvired
browser and its settings are shown in fig. 82-83.

Fig. 82
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Fig. 83

TheWeb browser itemsare enumerated below:

Name the internal name used in the project

Home page when you click on the selected element of thejpct the resource page, specified in the item, is
loaded.

Use Proxy there are the following options for connectin@ough a proxy server: a) not to use; b) the projgems

- to use the settings specified in the project dugeristics; ¢) to use the settings specified ia tk properties.
Keyboard Auto Hide Web Browser displays the on-screen keyboarddyeling the input field. Activating the
Keyboard Auto Hidehe Web Browser will try to hide the on-screen kegird when you leave the input field. Please
note that there are web-resources with complex inglements and during response processing, asg$aha input
field is concerned, the keyboard may be hidden. aetive item will result in the following therescreen

keyboard will be displayed by clicking the inpetdiand can be hidden only by clickingeyboard Auto Hidé

, the button is located on the keyboard.

Show Toolbar allows to display the area with navigation elente and address (location) bar.

Show navigation addressthe navigation address can be displayed or hiddsing the toolbar. Using the on-screen
keyboard you can enter the path to a resource ia #ddress bar.

Forbidden page by navigation to a banned resource, you can eiijaore the transition, or redirect the user to a
page informing about the transition to a banned oesce.

Web browser display in Player is illustrated in 84¢-85.
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Fig. 84

Fig. 85

White and black lists they are used to control the list of availablesources. The validation rule of an address is the
following: those resources are available that areluded in the white list; their address does nohtain resources
from the black list. Web browser settings are validy for a particular instance of the browser.
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Thebasic rule of address verificatiors that a white list is analyzed first, then thiadk one. If the URL address is not
included in the white list, the transition to it ivbe denied. If the address is clearly includethia white list or in
accordance with the rules *, then the system wilirs the analysis of the blacklist.

The rules of analyzing addresses included in theitehist.
In the whitelist bar you must indicate

1. Protocol ( http://, https://, file://)
2. Host name

a.

® oo o

f.

www.mail.ru host win.mail.ru

mail.ru host mail.ru

m.win.mail.ru host m.win.mail.ru

*.mail.ru all hosts ofmail.rudomain

www.mail.* - all hosts of www domain mail.* (com, ru, net, @#c.)
*.mail.* - all hosts of mail domains.* (com, ru, net, @gc.)

3. Path to a resource

a.

http://www.mail.ru/documents -in this case transition can be made only to thossaurces,
which are located in the host directory or on a kEmwhierarchical level
http://www.mail.ru/documents/first -in this case transition can be made only to thossaurces,
which are located in the host directory or on a kEwhierarchical level
http://*.mail.ru/documents -in this case transition can be made only to thossaurces, which
are located in the specified directory or on a laviderarchical levebf all the hosts of mail.ru
domain

http://*.mail.*/documents/first -in this case transition can be made only to thossaurces,
which are located in the specified directory or atower hierarchical levelf all the domain hosts
namedmail.*

4. The use of the * symbol as a part of the path narar the host name is not allowed. By way of
example(www.*ail.ru)

5. If you use the only element * in the white lisit will result in displaying all the resources, athiare
included in the black list.

After testing the path to a resource for complianeéh the whitelist, if the test is passed, the pedure of the
blacklist analysis will be initiated.
Any inclusion of the blacklist content in the fpdlth to a resource will prohibit the transition the requested

resource.

Examples: Resourtdtps://docs.google.com/documents/users/lvanov/Daoent234.pdf

Variants of the blacklist and the result are prowed below:

1
2
3.
4
5

.pdf - transition is rejected

.PDF transition is rejected
google.com transition is rejected
/documents/ - transition is rejected
users/Van222 transition is succeeded

Please note when you open PDF documents on a web page thelied Acrobat Reader can display the
integrated control elements. Their use may endangecurity of the application by granting accesshe kiosk s file

system.
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Security

As kernel of the Web Browser the Internet Expldsansed, which is installed on the system. To digpésources
correctly, it is strongly recommended to use atdetne version 10.

Please note that the Web browser security setting® regulated by the Internet Explorer settings ube the
system s control panel. Be careful. Grant acceslydo reliable resources while limiting downloads those files,
which are restricted by the abovementioned securijiglicy.

13. Questionnaire

TheQuestionnaireModule is designed for conduction of polls ofteis, questionnaires, marketing information
gathering as well as for staff testing and exangnifhe process of questioning may be composed 8fsieps,
depending on your requirements. Each step represenseparate independent screen.

First step (optional) - Authorization. At this staggou must enter the required data before the pess of
guestioning will be initiated. Authorization is tmecessary information request practically of anyeat.

Second step (mandatory) - the procedure of questigritself. This is the main part of the moduleg thelection
of a set of answers to a series of questions. Tdieen is divided into three areas - the area ofugstion display, the
area of an answer display to the current questiorddhe navigation area. The module performanceégedmined
by its settings and will be described below.

Third step - display of the survey results, theqass of saving them and sending them in differentfats.

Display of these steps in Player is shown in 6g88.

Fig. 86
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Fig. 87

Fig. 88

The process of adding a module to the project wvahin fig. 89. Basic properties of the Questiomeanodule are
illustrated in fig. 90.
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Fig. 89

Fig. 90

Description of properties:

Name- the internal name of a questionnaire used in fhreject tree.

Title - the title displayed in Player on the screensa@fuestionnaire at all stages of work with it.
Background color defines the color of the questionnaire backgrdun

Background image defines the questionnaire background. It is polesto make a graphical background.
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Height Area Question8o - The main screen of questioning is divided into areas: the area of a question and the
area of an answer / answers. If a question containscture, this item defines the percentage of theight of
guestions and answers areas. If images are not is@dquestion, the area of questions is justified.

Highlight result correctness after answering a question there is a possibitiyinform visually on the validity or
invalidity of the choice made. If the notificatiomessage is activated, the buttoiHome" (transition to the
beginning of the answers gathering process) is anailable to exclude the possibility of finding i@mt answers.
Show Progress- an indicator showing the current question numband the total number of questions.
Welcome screen - the screen with a customizable text field and lkatton of questioning start.
Screen Results after collecting the answers the item displayscaeen with the results of correctness of answiers
the questions with fixed answers.

Show- screen display.

Result text- customizable text of comments.

Show result scoreshow the total points of the selected answers.

Show result correctnessshow correct answers (based on the item "corr@aswer"), the text of the answer is not
displayed.

Result Button Text the button text to continue the process.

Final screen possibility to display the final screen with astomizable text field and a button of the procesd.
Text- a customizable text field.

Button Text text of the button of the process ending.

Save Result to save a questionnaire with results to a ftlethe folder Reports folder in the media contertbsage.
The file name is formed by the following rule - Gtiennaire + Questionnaire Name + Kiosk humbetetrdréation
date + .txt

Send Result optional sending of th@uestionnaireresults to your email. A file format can be chosen

E-mail e-mail of the Questionnaire results addresseentis required for sending an e-mail are specifiethi
settings at the project level.

As mentioned above, a Questionnaire may includeuathorization step. To activate this option, yowshadd the
authorization module (see fig. 91-92).
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Fig. 91

Fig. 92

The input fields of the authorization data can b#dad without limitation on amount. The name of eafibld
can be set at discretion (see fig. 93-95).
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Fig. 93

Fig. 94

To require the filling of certain fields, you msst the item"Mandatory" (see fig. 95).

63



Fig. 95

Display of the login screen in Player is showngind6.

Fig. 96

A Questionnairecan contain an unlimited number of questions amswaers to them. Configuration of the
guestions section and the answers area is provioeldw:

64



To begin, add the modul&uestions List, which is then filled in with the content (see.f@y). Elements
(questions) are added to the Questions List (sge98).

Fig. 97

Fig. 98

The number of questions in the system is not lirdifghysically. Characteristics of the iteQuestion are
shown in fig. 99.

65



Fig. 99
Basic items:

Name- the internal name used in the project.

Text- text of the question.

Image - the question may contain a graphical element. @&@ample of question: who is the author of the
picture? (the picture "Three Bears" is attachedhe question).

Need answer unless you choose one of the variants, no furthetion is possible.

Multi answer - if you want to offer several correct answersthe question, you should set this item, otherwise
you can choose only one of the suggested answers.

Text answer- when this option is used, a questionnaire askgype a text using the on-screen keyboard. It
makes no sense to add the itelAnswer to a question with a text answer, as they will no¢ admitted to
examination.

Text Mask- determines how the field will be filled with theext to avoid entering the missing quantity of
symbols or extra symbols (a template of fillingeattfield is created). You can edit an existing jdate or create
your own (see fig. 100).
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Fig. 100

Next step is to add the modukenswers ListEach question may have a set of answers. Theepoe of adding
answers is similar to the one of adding questidfisst the elementAnswers List"is added, then it is filled with
elements"Answer"” (see fig. 101-104).

Fig. 101
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Fig. 102

Fig. 103

68



Fig. 104
The process of editing properties of the iteAnswer s illustrated in fig. 105-106.

Fig. 105
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Fig. 106
Properties description:

Name- the internal name used in the project.

Text- text of the answer.

Image there is an option to display an image as anwaesto a question.

True answef there is a possibility to mark the correct ansvirethe Answers List.

Score- the number of scores for selecting this answerriiy the process of answering the questions a8l goints
are summarized and reported in the questionnairsuiks.

The questioning process in Player is illustratetign107-109.
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Fig. 107

Fig. 108
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Fig. 109

The questioning results can be displayed on thalfacreen of the questionnaire (see fig.110). Tdwuits
according to the questionnaire settings can be shieea file or sent in different formats. On custerts demand we
can quickly improve the format of the questionnaresults.

Fig. 110
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'14.Documents Library

To display a hierarchical list of documetit® Documents Librarys used. This element consists of sections
(folders) and the documents stored there. At thesfihierarchical level in the library there may several sections,
each of which, in turn, contains folders and docuntse The number of hierarchical levels is theoratic unlimited.
The process of adding the Documents library anéatslersto the project is shown in fig. 111-113.

Fig. 111
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Fig. 112

Fig. 113

The process addddingdocuments to the libraryand its appearance is shown in fig. 114-117.

Fig. 114
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Fig. 115

Fig. 116
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Fig. 117

When you delete a folder of the library, documentsn t be deleted from the media content storage.

.15.Running Line

Running Lings an element displayed on all the Player s scsefen on-the-spot provision of information. Text
of an advertisement as well as the main charactiessof the Running Line, such as color and heightbe selected
in Editor.

To add Running Line on the screen you should addtém Running Line at the localization level. Arample
of adding the item Running Line and its properta&e shown in Fig. 118-120. Display of Running inirflayer is
shown in Fig. 121.
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Fig. 118

Fig. 119
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Fig. 120

Fig. 121

16.Regions Visual Editor (Graphic Editor)

The process of adding the ModulRegions Visual Editoto the Light Navigation Modules shown in Fig. 122
- Fig. 124.
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In Editor theRegions Visual Editas integrated, which allows you to dra@raphical objecton "canvas" (on the
background image: on the map, diagram, plan). Regions Visual Editopntains three itemdName, Description,
Background imageName and descriptiomefer to the internal name and description usediie project. A
background images a "canvas" for drawin@raphical Object®n it.

* Please note: This module is not an independeng,obut the part of other modules such as Image menu
Exposition, Light Navigation, Custom screen, Grag@mplate. It can only be added to these modules.

Fig. 122
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Fig. 123

Fig. 124

Graphical objectsare primitive geometric figures (objects, linesplken lines) that are created on the "canvas." The
following geometric figures can be added to the jpit: object, line, broken line, free line, rectangle,lgdse, text
(rectangle with text).

Graphical objectsare added to the project tree as child objectglué module Regions Visual EditoAn example of
adding agraphical objecto a project tree is shown in fig.125-126.
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For a more convenient elements adding as well asafoeasier working with Graphical objects you pamt
them using the mouse, directly in window of the Reg visual editor. Basic functions that enaldevtork with
objects in Editor are the following: to create (drg delete, select, copy, paste, move to the fomgrd/background,
align objects relative to each other. Appearancdcdftor is shown in fig. 126 - 127.

Pressing the buttmm allows you to maximize the window of graphic edito the full screen size (see fig.
127).

Fig. 125
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Fig. 126

Fig. 127

Properties edit panel
In the right part of the window of the Regions was editor, where the objects are created, the pafar editing

properties of the selected element is located ($ige 126-127). To fix its location you may usedlig in the header
of the properties window.
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In the left side menu (in the toolbar) of the ofglvindow of theRegions visual editoa set of buttons is located,
which is designed to choogaraphical objectsThe table describing the buttons functionalitypi®vided below:

Select-move an object

Create an Object

Create a Rectangle

Create an Ellipse

Ijo|0O|+|=

Create a Line

-2

Create a Broken line By clicking on the triangle below the broken lineri a drop-down menu appears
that allows you:

1. To draw a broken line -,

2. To add additional points on the legs of the exigtbroken line.

.'\

Create a Free line By clicking on the arrow below the pencil icon agtdown menu appears that allow

you to specify the length of line segments, of whicfree line is composed.

Create Text

[v] |~

Create Media element video

E]
=
m

Create RTF Region

Create Running Line Region

] 8

Create an Image

The drop-down menu for individual customizing geg8 of toolbars (to hide / display buttons a
toolbars, delete / create new toolbars). Individualstomizing settings of the Editor s top-level megfo
hide / display menu items).

The top banner of the Regions Visual Editor carsthiuttons, the functionality of which is providedthe table

below:
) Copy an object
iy Paste the copied object (or a group of objects)
Sus Show the objects binding to the edges of canvas
2"! Show size of objects
E Show panel of objects properties in the Propertisht panel
F Move to the foreground
o Move to the background
@ *Zoom
c; * Zoom out
m Move canvas in the edit box when the "canvas" sizeeeds the size of the edit window
Left-, top-, right-, bottom- alignment of the seted objects group (objects are aligned
the left / right, top / bottom object s point (linethat touches the alignment boundary
m Maximize/ Collapse the window of the Regions Mi&tditor
o Show all objects/to show only visible objects
Style of displaying objects (Visual only visildbjects, Editing all objects, Path
animated routes)
@ Line color of the newly created object
1 - | Line width of the newly created object

* Please raa: Scaling of the "canvas" can alsmbde by pressing «Ctrl» on the keyboard and sogollie mouse

wheel.
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To select multiple objects you should press thd Ky and the left mouse button. Managing the prese®f the
objects movement is possible both by clicking oa tibject while holding the left mouse button downdusing the
arrow keys on the numeric keypad. The combinatibarmow keys + Ctrl is used for the increased (ak¢ive) step
of moving objects. Setting the movement step and Hiternative step of moving objects (a group ofeatts), as
well as the auto save interval of the created "casiVcan be regulated in the project settings ane sihhown in
fig.128.

Fig. 128

The drop-down menu for individual customizing segs of the side-toolbar and the window with settggf the
toolboxes as well as the top-level menu of Regions Visual Editaare shown in fig. 129-130.
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Fig. 129

Fig. 130

The menu itemsMove forward , Move back allow you to change the location of objects relatio each other in
the drawing-plane (as shown in fig. 131 a circlecated above a rectangle and vice versa as shovig. 132 a
rectangle is located above a circle).
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Fig. 131

Fig. 132

It is possible to display and view the linear dirsi@ms of graphical objects as well as the distainoe the edge
of the canvas to the nearest edge of a graphicg¢ct An example is shown in fig. 133 - 134.
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Fig. 133

Fig. 134

Also there is a built-in binding function creatddr objects alignment relative to each other.this case, a red
dashed line appears on the periphery of alignedeoty. An example is shown in fig. 135.
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Fig. 135

EachGraphical objecthas two states:
1. The Object is selected (highlighted)
2. The object is not selected (highlighted)

An example of the state when the object is seledbted selected is shown in fig 136-139: both setsrig Editor and
display in Player are illustrated below. When yeilest (highlight) an object its appearance chanigeaccordance
with the specified properties (for instance: insteaf one picture inside another one appears).
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Fig. 136

Fig. 137
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Fig. 138

Fig. 139

Properties of Graphical objects

EachGraphical objecthas its customizable propertieEhere are properties of objects that connect thenthw
other objects, scenarios, etc. These properties @escribed in the later sections or their descigptiis provided in
the complementary manuals.
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There are the following graphical elements availablObject(Fig. 140)Line (Fig. 14}, Broken LingFig. 142
Free LingFig. 143 Rectangle(Fig. 144 Ellipse(Fig. 14%h

Fig. 140

*Please note: This Software version doesn t cordai®bject.

Fig. 141
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Fig. 142

Fig. 143

92



Fig. 144

Fig. 145
Basic properties:

Section General

Name -the internal name of an object used in the project
Description the internal description of an object used indfproject
Curvature radius sets the curve radius of the rectangle angles
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Groups List this field specifies the name of the group toigthan object belongs, if two objects in this field
have the same name, both of them will belong tosthiroup. An object can belong to several groupsre time; in
this case the names of groups will be listed, saepsd by semicolons. At the same time the procesgmiuping
objects allows to change the properties of seveigjlects at once.

Visible- means that if this property is ticked, an objévisible in Player, if not an object is invisilghidden).

Selected means that if this property is ticked, an obje selected by its display in Player, if not the
properties of the unselected item are applied (n@istate).

Closed- at the end of drawing a broken line or a freeelih may remain unclosed, in order to close it, you
should tick the appropriate field.

Locked it blocks access to an object and its propertirghe graphical editor window.

Parameter (the purpose of this field is described in theldaling sections: Exposition Module and Light
Navigation Module).

Section Normal

Pen width- sets the line width when it is not selected.

Pen- sets properties of the line mark, used to dramvabject when it is not selected.
Pen Brush- sets properties of the line fill, used to draw a@bject when it is not selected.
Fill - specifies properties of the object fill, useddmw an object when it is not selected.

Section Selected

Pen widthselected- sets the line width when it is selected.

PenSelected- sets properties of the line mark, used to dramvabject when it is selected.

Pen Brushselected- sets properties of the line fill, used to draw abject when it is selected.

Fill selected item- specifies properties of the object fill, useddmw an object when it is selected.

Section Datasources and relationgdescription is provided in a separate manual).
Section Path (description is provided in a separate manual).

* Please note: The main difference of a free linmfeobroken line is provided below. A broken lirdesigned by the
series connection of legs; every next leg is cdeddo the previous one in quantity 1 piece byrays drawing step.
A free line is drawn using a pencil tool, it caissig many Light segments (the length of which rhaychanged)
created by a single drawing step.
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'Text

Fig. 146

General properties:

Name -the internal name of an object used in the project

Text the text displayed in Player.

Font sets the font properties (there is a possibility view a sample of the typeface).

Groups List this field specifies the name of the group toigthan object belongs, if two objects in this field
have the same name, both of them will belong tosthroup. An object can belong to several groupsreg time; in
this case the names of groups will be listed, sepsd by semicolons. At the same time the procesgmiuping
objects allows to change the properties of sevelgjects at once.

Visible- means that if this property is ticked, an objévisible in Player, if not an object is invisilghidden).

Selected means that if this property is ticked, an objeid selected by its display in Player, if not the
properties of the unselected item are applied (n@state).

Locked it blocks access to an object and its propertieghe graphical editor window.

Parameter (the purpose of this field is described in theldaling sections: Exposition Module and Light
Navigation Module).

Section Normal and Selected

Text color specifies the color and the border width, whehet text is not selected.

Text color selected specifies the color and the border width, whendliext is selected.

All the other properties are similar to those amulito the abovementioned items (described in theeyious
section).

Section Datasources and relationgdescription is provided in a separate manual).
Section Path (description is provided in a separate manual).

Besides the primitive geometric figures the Vidaditor allows to add such Graphical objects as tidument -
RTF regionimage Picture video -Media element Running Line Running Line region
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'Media Element

Fig. 147
Basic properties:
Section General

Name -the internal name of an object used in the project

Description the internal description of an object used indfproject

Media file - a video file played back in Player.

Autostart - automatic start of the video playback.

Scrubbing Enabledthe option allows to repeat a video file cycliza

Playback speed speed of video playback.

Volume the volume level of video playback.

Mute video playback without sound.

Show slider slider of the video rewind.

Scrubbing Enabledwhen this property is selected, video framestie playback window change by scrolling a
video, when the function is disabled, the currerdrhe is stored, and frames do not change by solli

Visible- means that if this property is ticked, an objexwisible in Player, if not an object is invisilghidden).

Selected means that if this property is ticked, an objed selected by its display in Player, if not the
properties of the unselected item are applied (n@istate).

Locked it blocks access to an object and its propertieghe graphical editor window.

Parameter (the purpose of this field is described in theldaling sections: Exposition Module and Light
Navigation Module).

Section Normal and Selected

Properties of these sections are similar to thogeplaed to the abovementioned items (described ineth
previous sections).

Section Datasources and relationgdescription is provided in a separate manual).

Section Path (description is provided in a separate manual).
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RTF Region

Fig. 148

General properties:

Name -the internal name of an object used in the project.

Description the internal description of an object used indlproject.

RTF file- a text file that is displayed in Player.

RTF data text that you can quickly type and edit with thelp of the RTF-editor.

Allow Zoom- scaling of the region containing text.

Groups List the description is similar to the orepplied to the primitive graphical objects.

Visible- means that if this property is ticked, an objécvisible in Player, if not an object is invisil§hidden).

Selected means that if this property is ticked, an objed selected by its display in Player, if not the
properties of the unselected item are applied (n@istate).

Locked it blocks access to an object and its propertieghe graphical editor window.

Parameter (the purpose of this field is described in theldaling sections: Exposition Module and Light
Navigation Module).

Section Normal and Selected

Properties of these sections are similar to thogeplaed to the abovementioned items (described ineth
previous sections).

Section Datasources and relationgdescription is provided in a separate manual).

Section Path (description is provided in a separate manual).
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'Running Line Region

Fig. 149

General properties:

Name -the internal name of an object used in the project.

Description the internal description of an object used indlproject.

Groups List the description is similar to the orgpplied to the primitive graphical objects.

Text the text displayed in Player.

Font sets the font properties (there is a possibiltty view a sample of the typeface).

Template a text template.

Direction - the movement direction of a Running Line.

Speed the speed of movement of a Running Line on thesgn.

Visible- means that if this property is ticked, an objévisible in Player, if not an object is invisilghidden).

Selected means that if this property is ticked, an objed selected by its display in Player, if not the
properties of the unselected item are applied (n@istate).

Locked it blocks access to an object and its propertieghe graphical editor window.

Parameter (the purpose of this field is described in theldaling sections: Exposition Module and Light
Navigation Module).

98



Picture

Fig. 150

General properties:
Name -the internal name of an object used in the project.
Description the internal description of an object used indlfproject.
Groups List the description is similar to the oragpplied to the primitive graphical objects.
Transparency sets the transparency degree of an image.
Stretch Image stretching of an image within the object s bonde
Stretch direction- stretching to zoom/ zoom out, stretching in dillections.
Section Normal
Picture specifies the image display in Player, when iteen is not selected.

Section Selected

Picture selected specifies the image display in Player, when ttgari is selected.
Section Manipulations with images
Properties identified in this section enable to aslj the zoom, rotate and move an image using gessur

Section Datasources and relationgdescription is provided in a separate manual).

17.Exposition Module

The Exposition modulés designed to create graphical objects with suliwate descriptions, pictures, and
videos. Examples include the following scenariasdription of objects located on a geographical magscription
of elements, which are integral parts of a biggeeananism; description of objects located in the mws room,
etc.

Basic elements of the Exposition Modusge the following:

Name the internal name used in the project

Description the item description in the project, which isgfilayed in Player.
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Graphics Area Location and si@ of the screen size) - with the help of thesepenties you can specify the
screen configuration.

An example of addinthe Exposition modulewith a childmodule Regions Visual Editdo the project tree
is shown in fig. 151 - 154.

Fig. 151

Fig. 152
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Fig. 153

Fig. 154

To add descriptions with texts, images, videos fillowing items are used®DF, RTF, XPS documents, Image
Viewerand Video Viewer Examples of their adding to the project tree at®own in fig.155-156.
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Fig. 155

Fig. 156

To connect documents, images and videos with algcgb object you should choose the name of the cbje
the field Parameter of the selected Graphical Object. An example ddiagl a video and its display in Player is
illustrated in fig. 157-162.
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Fig. 157

Fig. 158
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Fig. 159

Fig. 160
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Fig. 161

Fig. 162

18.Light Navigation Module

TheLight navigation modulas designed to create plans, schemes and dispédic soutes to objects.

Graphical object®n the "canvas" (map) are attached to the buttaighe built-in menu. When you press the
button the properties of linked objects will be ainged (from the normal state to the selected).
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Basic elements of the Light navigation modudee the following:

Name the internal name used in the project

Description the item description in the project, which isgfilayed in Player.

Graphics Area Location and sig8 of the screen size) - with the help of thesependies you can specify the
screen configuration.

Searching Enabledallow to search the objects through the text, iten on buttons.

Button properties set the design of the buttons list on the modulereen- the process is identical to
configuring the advanced menu buttons, see fig. 163

Fig. 163

An example of addinthe Light navigation modulevith a childmodule Regions Visual Editao the project
tree is shown in fig. 164 - 167.
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Fig. 164

Fig. 165
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Fig. 166

Fig. 167

To create thanenu items theElements of the Light Navigation Modulgre used, which are added as child objects
to the module. An example of their adding to theojact tree is shown in fig. 168-169.
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Fig. 168

Fig. 169

Main elements properties dhe Light navigation modulere the followingNamethat is the internal name used in
Editor andDescription which is displayed in Playémage displayed in Playdrefore clickingon a menu item;
ImagePresseddisplayed in Playday clickingon a menu item.

To connect an item of the Light Navigation Moduléhva graphical object you should choose the desiEgemenin
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the field Property of the graphical object in the drop-down menu. Araeple of connecting an Element of the Light
Navigation Module with a graphical object and itsplay in Player is illustrated in fig. 170-177.

Fig. 170

Fig. 171
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Fig. 172

Fig. 173
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Fig. 174

Fig. 175
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Fig. 176

Fig. 177

The Light Navigation Moduleprovides a possibility ofearching objectsIt is conducted through the text,
written on the buttons. At the top of the screendhsearch box will appear where you can enter textstart
searching. The searching results represent butteith the desired text that you should enter in tlsearch box.

Only these buttons will be displayed on the scretine rest of the buttons will be hidden until yolear the search
box.
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This property can be activated in Editor as follotick the item searching enabledqFig. 178).

Fig. 178
Display of searching results in Player is showovbétee fig. 179 180).

Fig. 179
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Fig. 180

19. Image menu Module (Graphical Menu)

The Modulelmage menuallows you to display the discretionary menu buisoon the screen, which initiate the
transition to the lower level of the tree projecin contrast to the menu and advanced menu, butt@me created
using theRegions Visual Editor

The process of adding the Modulenage menu and the ModuleRegions Visual Editdo the main menu item
is shown in fig. 181 - 182.
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Fig. 181

Fig. 182

To initiate a transition to the Moduldmage menuyou need to add child elements - an image mernit(see
fig. 183 - 184).
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Fig. 183

Fig. 184

This element is similar to a menu item, but contalass attributes. According to the acquired liceysu can
add any modules to the image menu ltem (Fig. 1887).
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Fig. 185

Fig. 186
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Fig. 187

To connect graphic primitives on "canvas" with timage menu items you should fill in the appropriate
attribute Parameterof the corresponding primitive (see Fig. 188 -)191

Fig. 188
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Fig. 189

Fig. 190
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Fig. 191

Thus, pressing on the primitive in Player you atétia transition to the element connected with tipeimitive,
which, in turn, is linked to the image menu ltemwasll as to the end module that is added to the gamenu Item
(see fig. 192 - 194).

Fig. 192
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Fig. 193

Fig. 194

Using the Module Image menu you may create the on-screen menus with buttoedefnents) of an optional
shape and design. The number of nesting leveldhieirnage menu(one to another) is not limited and if you want
both navigation and transitions from one screeratwother can be developed with the help of this méslu
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'20.Media Frame Module

TheMedia Frame modulds designed to display constantly the content be fixed part of the screen. The
main function is the use of the screen part for adising campaigns, informing or displaying impottanformation.

The main properties that can be set in Editor dre following:Name which is the internal name used in the
project, Area locationrelative to the main interactive area of the scregon the left, on the right, above, below)
Area sizeas a percentage of the screen size.

To add the element you should add tihvedia Frameitem at thelocalization level. Child objects ahe
Media Frameare the following Videolmage Gallery, Multitouch Gallery, RTF DocumenghtiNavigation, Photo
Viewer. (We are constantly working to broaden the funcidity in the future). Only one iteriMedia Framecan be
created in a project and it may contain no morerthane child object. An example of adding #Media Frameand a
child moduleVideoin Editor as well as their main properties andothy in Player are shown in fig. 195-198.

Fig. 195
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Fig. 196

Fig. 197
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Fig. 198

21. Multitouch Gallery Module

You can add Multitouch Galleryto the project. An example of adding tiMultitouch Galleryto the main
menu item as well as its initial display in Plageshown in fig. 199-201.
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Fig. 199

Fig. 200

Fig. 201

Multitouch gallery is a tool that allows you to show images or phetaganging them on the Player s screen
randomly, it is determined by the user. Unlike tR@oto album, Image gallery or Portrait gallery teltitouch
Gallery is composed of two areas: the scrollbamwdges (at the bottom) and the preview area (at ttop of the
scrollbar).Functionality of the Multitouch gallery makes it glle to superimpose images on each other, to cleang
the stacking order of images, to move them as \&elto remove the images previously selected for pheview area
and to shift the pictures beyond the bounds of tpesview area. The "multitouch" function allows yta scale
images in the preview area, maximizing or miningzimem.
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There are two ways of locating images on the Playsereen:

1. By clicking, holding and further dragging angmdrom the scroll bar to the preview area. It wisult in
display of an image in the specified region of pineview area (Fig. 202).

2. By touching a picture in the scrolling regiom ats display in the preview area with animatioresfts. By this
variant the image is located strictly in the centdrthe preview area (Fig. 203).

Fig. 202

Fig. 203

22.Audio

You can add théudio Module to the project. This module can be addedthe project tree both on the top
level - the Project level -> Localization and oe kkvel of module in the Project. It will result tine audio-content
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playback by the transition to the level that comtaitheAudio Module in Player. An example of adding the modsile
shown in Fig. 204 - 205.

Fig. 204

You should select an audio file in the field Audile , a playback mode (single or repeated), theet the
volume and the interval between replay by the oyalirepeated playback.

Fig. 205
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" X. Deleting a tree element.

Editor offers the possibility to delete tree objectDeleting is possible on any logical level. is ¢hse, all the
child objects of the tree will also be deleted frahe structure. The media content won t be removeid remains
both in storage and in the database. Before delgtitditor asks to confirm the tree element removi(gee Fig. 205-
208).

Fig. 206

Fig. 207
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Fig. 208

Xl. Searching

Searching through the tree objects can be donanino modes.

1. In column of the tree. Launch of the search striigplays the input fields of the required instarioghe

appropriate column (Fig. 209).
2. Searching through all the displayed columns ofttiee. Launch of the search bar displays an inpitfof

the required instance in all the displayed colunafishe tree (Fig. 210-211).

Fig. 209
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Fig. 210

Fig. 211

XIl. Backup

Editor offers a possibility to create a backup copyhe project and to restore it, as well as toleke all the elements
and characteristics of the project. Access to thismavailable through the Editor menu. (See Fig)212

The content of the project can be saved in one arelfile and then can be restored. This actiorriggered
by selecting the "Project" in the main window ofited When you create a backup copy of the projEditor will ask
the location of the project data store.

During the process of data recovery, after choosigdfile of the archive backup, Editor will aslctmfirm
the replacement of the current project and mediatemt settings. Be careful during the restoringppess of the
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archive project the current project as well as tomtent will be deleted and can t be restored

You can restore a backup copy of the project omignithe versions of the application match. Afteitied the
content you should make a backup copy of the ptdfiebe able to recover the data in case of a kibsdakdown.

Fig. 212

XIIl. Media-content editing

Editor provides a possibility to display and editnload / delete) the content of the project. Ftirese purpose
the media content panels created, it can be activated using the left sidenu in Editor: théMedia-contenttab
(see fig. 213). The panel appears by clicking @b a
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Fig. 213

Editor display®Namesof the media content files used in the projectpsis aTypeof each content item and
aDirectory where the element is located. The itefdse in the project enables to assess the degree of use of each
element in the project and to remove the unusedtwa zero value) items.he media content panel shown in fig.
214.

Fig. 214

The way the media content panel in Editor is digpthcan be changed using several templates (se@fir
216). The upper of the three areas contains adfsdll the content items, in the middle part the @ded
characteristics are provided, the bottom part dieyp the tree crosspoints where the item is usedullle left-
clicking will display the relevant item in the ediindow of the project tree.

133



Fig. 215

Fig. 216

Besides the abovementioned optiotiee media content panehllows toadd media contentto the project,
Replace media contento searchin the media content folder according to suppliearameters in filter. All these
options are available in the top-level menutbé media content panel

XIV. Bookmarks

For convenience of working with Editor there isagtion to installBookmarksfor elements in the project tree.
TheBookmarks Panetan be activated using the left side- menu in &disee fig. 217). The Panel will be opened by
clicking on bookmarks.
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Fig. 217

To add a bookmark for any element of the projeetety you need to hover to this item and press theedsk icon in
the top-level menu of Editor (see fig. 218).

Fig. 218

XV. The application directory structure

On default the program is located in the direct@y\ Touchinform. It can be changed during theatiation
process.
The Player s executive file TSRuntime.éxe configuration file TSRuntime.exe.confithe generating program for
the license request file KeyAssist.exe and seiieg are located in the Player s directory C: u@linform \
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TSRuntime .

The Editor s executive file TSEditorEx.éxe configuration file TSEditorEx.exe.confignd service files are located in
the Editor s directory C: \ Touchinform \ TSEditorE

The catalog MediaContent contains the structurehef folders storing the content used in the apptioa. To this
storage Editor copies all the files, which are thliksplayed by Player.

G The direct editing of the files within this directg is troublesome and may cause incorrect content
presentation

If you modify a project using Editor installed dwe tinformation kiosk you should open the kiosk ngswith
the help of the keys that you have in the equipmesdt, connect the keyboard to a USB-port and clBkgyer s
window using the key combination Alt + F4. Therspré€trl + Alt + Del and start the "Task Manager".

With the help of the Task Manager in the menu Bildlew Task-> OK select Editor application and gou ¢
edit a project. After editing a project you musther reload the kiosk, or close Editor and laundayBr using the
Task Manager.

XVI. Settings of the application components

The Player s elements are specified in the conéijan file TSRuntime.exe.configocated in the Player s
directory.

The database server connection string. It contaliesserver address, the database name, the login
and password to connect to the selected database.Mayer the rights to read all the database
objects of the content are required@he connection string elements modification withthe
administering skills MSSQL2012 can cause the afiplicshutdown.
The element «HideCursor» can possess the values Tou False .
The element «KioskID» enables to identify the datzeived from a certain kiosk.

The Editor s items are specified in the configunatiile TSEditorEx.exe.configpcated in the Editor s
directory.

The database server connection string. It contathe server address, the database name, the lagih
password to connect to the selected database. FhtoE the rights to modify all the objects of theathbase content
as well as the rights to create and restore theatsse backups are requiretihhe connection string elements
modification without the administering skills MS2Q12 can cause the application shutdown.

XVII. Location of the application components in the infs&ructure

All of the application components - Player, Editbe database server with the database of the pobjand

the media content directory may locate either oreteame information kiosk or on different computensd servers.
G Itis important! The project database and the medamtent folder should be available constantly i@akle
Player work properly. Otherwise, Player will eithet start or will display the structure of the ot without
content.

Two examples of the application configuration arevpded below:

a) A detached kiosk  with a local positioning of  allthe components.
Player, Editor, the content folder, the databaseve&s and the database are located on the informatikiosk. The
connection strings of Editor and Player are refdrte the server "(local)", the media content foldisrlocated on the
local disk in the default directory «C: \ Touchimio\ MediaContent». In the project characteristitisere is
reference to the media content folder «C: \ Toudiohm \ MediaContent».

b) Two kiosks with addresses 192.168.20.10 and188220.15, a workstation with the installed Edi{tihe
address 192.168.20.20), MSSQL are installed enséinver with the address 192.168.20.30, media eanntis
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located on the server with the address 192.168.20i8 the network folder available in the local netk at
\\192.168.20.31 \ MediaContent.

The Player s settings on kiosks:

Connection strings contain the address of the sewih the project database 192.168.20.30; the Bdit
connection string contains the address of the semvéh the project database 192.168.20.30, in thejpct
properties in the database there is a referenaetiie media content folder \\ 192.168.20.31 \ Madiontent.

Security settings by this configuration:

Shared access should be granted to the media cdrftdder with the reading rights for the accounts the
information kiosks and editing rights for the acadwnder which Editor works. If there is no domgou can use the
accounts match.

Account setup and kiosk downloading optior@se specified in the instruction below.

XVIII. Setup of the application auto-start

In order to protect the kiosk operating system frahe improper actions of its users the applicatiuto-
start must be configured, when the kiosk is laung¢he
For this purpose in the registry KIWKEY_ LOCAL MACHINE \ SOFTWARE \ Microsoft \ Wanaw
CurrentVersion \ Winlogonlyou should change the kéghell" to "C: \ Touchinform \ TSRuntime \
TSRuntime.exghereinafter please take into account the direcyoto which the application was installed) can
be done either manually or by adding a registryriotalocated in the Editor s folder. The f8éartRuntime.reg
changes the standard download to the Player s ohdenStartDesktop.regestores the default settings.

To restore the settings when Player is downloaded ghould connect the keyboard, close the Player
window with the help of the key combinatioflt + F4 the screen will be cleared, then you should prifeskey
combinationCtrl + Alt + Delnd selectStart Task Manager'from the start menu. In the Task Manager selbet t
menu itemFile- New Task (click OK.)In the resulting window, in the fieldDpen" you shouldype "explorer" and
clickOK An Explorer window will appear on the screen.

Then navigate to the foldeZ: \ Touchlinform \ TSEditorEand start the fileStartDesktop.reg The system
will ask questions several times which should bevaredYes Reload your computer after adding an element to
the catalog. It will start normally. In order toqgiect the kiosk after conducting operations withyibu must launch
the file StartRuntime.regin the folderC: \ Touchinform \ TSEditorEand reload your computer.

XIX. Localization of the Editor s interface and languageitch in Player

Editor provides the full interface localization.splay of all the menu items and elements nameamas of
editable properties and their items are availalte3 languages: English, Russian and Ukrainianméguselect and
switch the Editor s interface language in the togemn item Tools -> Options -> Project Options-> bookmark

General (see fig. 219 222).
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Fig. 219

Fig. 220
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Fig. 221

Fig. 222
Player provides the possibility to change the laagg, in which the content is displayed. To makeogsible an

additional level the elementLocalization- is integrated in Editor after the Project levaln example of adding
Localizationto the project is shown in Fig. 223 224.
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Fig. 223

Fig. 224

By adding thd_ocalizationelements the project tree is divided into sevebshnches (that can be named, for
example the Russian version, Ukrainian version/igngersion, etc.). The process of fillihgcalizationcan be
fulfilled in the language that will be selected this branch. Player makes possible to displayiddal branches and
switch between them using the button of languageitsw.
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EachLocalization offers the possibility to select language and &dor the buttons to change the Player
interface language as well as to set properties tieadline and screensavers (see fig. 225).

Fig. 225

*Please note:

When you change the language in Player the kioskurme to the main menu.
A project can have multipleocalizations For example, three English versions, two Russidrone
Ukrainian (six in all). In this case, the buttorlafguage switch will be composed of six elemeats t
switch. Switching the language the kiosk will gotite main menu of that verjocalization the
language changing button of which will be selected.

Examples of the content localization t in Russiad i English are provided below (see fig. 2269)22
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Fig. 226

Fig. 227
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Fig. 228

Fig. 229

When you create multiple Localizations in the Pegjea button with a dropdown list of icons to switc
languages will appear in Player; it will be dispthin the upper left corner of the screen. Any iraagay be selected
as an icon. An example of displaying the buttoRlayer is shown in fig. 230.

143



Fig. 230

The process of selecting the language and a pidtuieditor in Localization properties - section r@eal is
illustrated below (Fig. 231).

Fig. 231
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