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3 USER REQUIREMENTS

1 Definition of Terms Used

Term Definition
Card The scene that textual, graphical and multimedia ob-

jects can be displayed on.
Stack A series of cards that form a presentation.
Presenter A user sharing a card stack with “Viewers” in a

presentation-format.
Viewer A user viewing the card stack shared with them by a

“Presenter”

2 Design Overview

SuperPres is designed to be a highly interactive and intuitive scripting engine, allowing
for the creation of scenes, known as “cards”, on which multimedia elements, such as
images, video and audio can be placed, as well as graphical elements such as shape and
text. These cards can together form a presentation, known as a “stack”, to allow many
scenes to be joined together.
The user will be able to share the card stack with “viewers” in a presentation format.
These viewers will be able to look at the cards the “presenter” has made, but not make
changes to the originals. They will be able to make local edits on their own copy, however.
Elements on each card will have the capacity to parse scripts written in Python or
JavaScript, and the program will run these through the Jython library. These will allow
for macro-esque automation to be created, as well as many other, more technical and
interesting actions, such as automatically opening files, the creation of interactive tools
such as calculators, and the ability to make elements react to mouse and keyboard inputs
in different ways.

3 User Requirements

The user of SuperPres will be able to create their own graphical applications and presen-
tations through scripting and designing a card stack. To this end, many aspects of the
software must be considered for the user:

� Create a Stack of cards

� Edit a card

� Add an element to the card

� Edit an elements size, location, colour.

� Add a script to an element

� Save the current stack

� Open a previously saved card Stack
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3.1 User Stories

User Story Program Functional-
ity

Success Criteria Notes

It will be necessary for
the user to create a
new stack when they
want to create a new
application or presen-
tation.

The user will be able
to create a new card
stack through the use
of a clearly signposted
button.

Upon pressing
the button, a
new card stack is
created.

The user may be
prompted to save
the current card
stack, if there are
unsaved changes.

The user will need
to be able to switch
between editing and
viewing the card.

In an options menu,
a toggle between edit
mode and view mode
is needed.

Upon switching
to edit mode,
the user must be
able to add to
and edit items
on the card. The
toggle must be in
a quick and easy
to reach location.

A secondary
button has been
added in the edit
pane to the left
of the card.

The user will need to
be able to add ele-
ments (text, graphical
shapes, images, video,
audio) to the card.

The user will be able
to add elements to the
card through a menu
specifically for the el-
ements.

Upon pressing
the relevant ele-
ment, it is added
to the card, and
the user is able
to edit its size,
location and
colours.

More ways to cus-
tomization for the
elements may be
added in future.

Elements must be able
to be edited by the
user.

Upon clicking on an
element whilst in edit
mode, a menu below
the edit pane will ap-
pear with options for
the elements colour,
size and location.

The user should
only be three
clicks away from
editing - one
for opening the
options menu,
one for toggling
edit mode, one
for clicking on
the element to be
edited.

Now the users can
toggle edit mode
directly from the
edit pane.

The user must be able
to add scripts to any
element on the card.

Whilst in edit mode, a
button to add scripts
appears on the edit
pane for that ele-
ment, which opens the
scripting window.

The scripting
window should
be easy to access,
and with proper
feedback for
errors.

An error window
now appears if
the users scripts
fails in any way.
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3.1 User Stories 3 USER REQUIREMENTS

User Story Program Functional-
ity

Success Criteria Notes

The user must be able
to save their work on
the current stack.

In the options menu, a
button is available to
save the current card
stack.

An easy to nav-
igate to button
is required for
the user to save
their stack. A
file menu should
open so that the
user can choose
where to save and
what to name
their file.

The card stack is
saved as a .spres
file.

The user must be able
to reopen their saved
card stack.

In the options menu, a
button is available to
open a card stack.

An easy to nav-
igate to button
is required for
the user to open
a stack. A file
menu should
open so that the
user can choose
where to open
the card stack
from.

The software can
open stacks in a
.spres and .zip
format.
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4 User Interface

The design for the user interface is to be simple to navigate, easy to understand, and
quick to learn. To achieve this, no more than three clicks are to be required to reach
any item in the software. The initial plans for the interface lay out the main sections for
each feature according to the functional specification. This has been further developed to
include specifics of the side panes and top function bar, and the slide transition section
at the bottom of the window has been redesigned. This has then been realised in the
final product.

4.1 Initial Plan

Figure 1: Initial Draft for the User Interface

The initial draft for the user interface shows our intended design for the software, and
for what parts of the screen each section will occupy. The specifics of this have not yet
been decided on, but will be in future.
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4.2 Further Development

Figure 2: Second Draft for the User Interface

The second draft for the user interface goes into further detail about the aspects outlined
in the initial draft, such as the edit panel and the menu bar. The slide choosing section
along the bottom has also been changed to show each slide as a number/name, rather
than only having a previous/next button.
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4.3 Current Design

Figure 3: The user interface realised in our software

The final user interface realised in our software follows the design of that in the fur-
ther development section, with the addition of a introductory splash screen, to allow for
opening or creating new files without having to navigate any menus.
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5 Goals & Timeline

5.1 Project Timeline

The development timeline for SuperPres is set in two different parts, the development
of the documentation and the development of the software. Development begins with
the documentation, where the product will be planned out in detail in the functional
specification and this document. These plans will then be fulfilled in the second stage,
with the development of the software, although documentation will continue to be worked
on as necessary throughout the timeline of the project,

5.2 Documentation

The project began with planning what we were to create in the first weeks of the timeline.
Once confirmed, the functional specification was created to plan, in detail, the aspects
of the software that is planned to feature in the final product. The design document
was then created to assist the development cycle in adhering to the plans set out in the
functional specification.
The functional specification was later revised in Term 3, and so the design document has
been slightly revised to match that, to continue aiding the development of the software.

5.3 Software

Development of the software will begin roughly halfway through the timeline for the
project, beginning with the Engine and User Interface Controller, with the networking
beginning development after sufficient work has been done to the Engine and UI to allow
for networking.
Testing will also be carried out once the software has gotten to a sufficient point, which
will be after the engine is able to parse and output documents, and once the main FXML
scene has been developed. Until then, the test plans will be developed in accordance to
the development planned.
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5.3 Software 5 GOALS & TIMELINE

Figure 4: Gantt Chart for the development of SuperPres
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