BEAMZ
Beamz Interactive Inc.

Beamz is an interactive music system that is played by interrupting up to four laser beams
with your hands creating up to 12 different sounds of instruments, music clips and vocals.
The Beamz system includes Bluetooth technology that wirelessly connects one Apple de-
vice to the Beamz player at a time. After downloading the free Beamz Interactive app
through iTunes, the Apple device becomes the speakers of the Beamz Player. The Blue-
tooth technology allows for greater accessibility during play. All ages and abilities can easi-
ly play together or independently to make music through laser beams! A music back-
ground is not required to play the Beamz. The Beamz includes a FREE downloadable Sam-
ple Family Activity Guide at www.thebeamz.com. Beamz is a hardware and software solu-
tion. Software download instructions are provided for Windows, Mac and iOS systems.
When using a Mac or Windows device, Beamz connects to the computer via a USB cord.
When using iOS, Beamz connects via Bluetooth and power is sourced directly from the
outlet.

“The Bluetooth technology feature makes the Beamz player so accessi-
ble! My son has cerebral palsy and the iPad used as the interface and
speakers make the Beamz player ultra-convenient for portability and
positioning purposes.” —Karina A., Mother of 5 year old Felipe with
cerebral palsy

“Beamz has provided our Lekotek families with a new way to interact with mu-
sic! The Bluetooth technology helps us engage more kids of all abilities through
music in our family play sessions and play groups.” —Hayley A., CTRS (Certified
Therapeutic Recreation Specialist) & Family Play Specialist, National Lekotek
Center, Chicago, IL


http://www.thebeamz.com

Physical

Description

e The Beamz offers opportunities for many levels of play- beginner, intermediate, advanced play and beyond. The child
can start playing the Beamz through free exploration and move on to creating and recording his own music.

e The Beamz provides a large margin of error as children can be successful making music with any voluntary or
involuntary movement through the large laser beam openings on the Beamz player.

e Moving to the rhythm of the Beamz sounds can encourage large muscle movements.

e The Beamz can be played in different positions for successful play. It can be placed horizontally, vertically, upside
down, etc. for optimal positioning for individual needs by caregivers holding the Beamz player or mounting the player
to different surfaces.

e The Beamz player is durable for strong, unrefined movements.

e The Beamz provides many options for play: Beamz player, mouse, touch screen computer (if applicable), Apple device
and through the keyboard shortcuts created by the Beamz.

e The Beamz Bluetooth technology offers many options for accessibility through play. A child does not have to access
the computer to play. The Apple device becomes the speakers and interface to operate the Beamz player and make
music.

e The Bluetooth technology offers more capabilities with positioning during play. The Apple device is wireless and the
Beamz Player includes a long cord so that a child can sit where it is most conducive to play and not be connected to
the computer.

e The Beamz Family Play Guide includes 10 activities that stimulate and encourage physical development. A free sam-
ple of the Beamz Family Play Guide with 4 activities is downloadable at www.thebeamz.com.

Skills

e Using the mouse to select and play the laser beams on the computer assist children with isolated finger movements
and eye hand coordination.

e When using songs like “Old MacDonald”, the child must swipe the laser beam when it is time to include an animal in
the song.

e  This will encourage coordinated and cooperative hand movements.

e Encourage vocalizations while playing the Beamz. Pick out sound effects for the child to mimic. For example, the child
can mimic sounds from the song, “That’s a Rap” like “yeah” or “uh.”

e  Children may enhance fine motor skills when isolating one finger to “pluck” the laser beams in the air. This
strengthens fine motor skills used for dressing, eating, writing and etc.

e  Children may enhance motor planning skills when playing the Beamz.

e Eye-hand coordination is promoted as children watch the lasers move on the computer screen or iOS device when
crossing the lasers on the Beamz Player.

e Reaching and arm extension are promoted as children can reach out to swipe a laser beam to play.

e  Child can learn to “swap” out different instruments using the Beamz player by pushing the buttons that coordinate
with the computer or iOS screen on the Beamz Player to rotate the vocals, sounds and instruments.
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Physical Continued...
Play Ideas

e Swipe the laser beams using other body parts like your foot, elbow or forehead.

e Play a game of follow the leader. The leader can play a sound on the laser beams and then others can mimic the
sound.

e Encourage a child to engage in her non-dominant side. For example, only use only her left hand for the left side
beams and only her right hand for the right side beams instead of only using her dominant hand. This will strengthen
a child’s weaker side and promote bilateral coordination.

e Have two children play the Beamz Player. One child can be responsible for the playing the left side beams and the
other child can be in charge of playing the right side beams.

Adaptations

e Use strong double-sided mounting tape, Velcro or mounting brackets to modify the position of the Beamz for play.
e Use aruler or pointer to assist a child with reach when swiping the laser beams. Children who have tight muscles or
limited range of motion may benefit from this.

Sensory

Description

e The Beamz is auditorily stimulating with a variety of songs, sound effects, and vocals that vary from popular radio hits
to classics and kids’ songs.

e The Beamz is visually appealing with a contemporary style and innovative design.

e The Beamz can be used to introduce different tones, chords and sounds to children.

e  Child can activate the Beamz Player by interrupting the laser beams with his hands, using the mouse or using a touch
screen computer or tapping the Apple device screen to play.

e Each song has 12 different musical instruments or sound effects, a background track, to hear and explore. Some
songs have video, vocal and karaoke lyric accompaniment.

e The Beamz provides a wide volume range. Note: the volume is controlled by your computer or Apple device. Sound is
projected from the speakers of those devices.

e The Beamz’ screen has a black background and uses bright green and bright purple colors which highly contrast to
show when you are playing a laser beam and when it is silent.

e The Beamz provides many options for play: Beamz player, mouse, touch screen computer (if applicable), Apple device
and through the keyboard shortcuts created by the Beamz.

e The Beamz Family Play Guide includes 10 activities that stimulate and encourage sensory development. A free sample
of the Beamz Family Play Guide with 4 activities is downloadable at www.thebeamz.com.

Skills

e When using songs like “Old MacDonald” in the Family Bundle, the child must swipe the laser beam when it is time to
include an animal for the songs. This will encourage auditory processing and attention.

e  Children may enhance motor planning skills when playing the Beamz.

e  Children may enhance fine motor skills when isolating one finger to “pluck” the laser beams through the air. This
strengthens fine motor skills used for dressing, eating, writing, and etc.

e Musicis an avenue to express individual creativity. Children can use the Beamz to express themselves.

e Auditory processing is a part of play when children cross the laser beams on the Beamz Player and listen to the re-
sponse.

e Visual processing and tracking can be enhanced when the child is interacting with the Beamz Player using an iOS de-
vice as the speakers. Crossing the laser beams on the Beamz Player triggers a visual response on the screen.
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Sensory Continued...
Play Ideas

e A caregiver can play different instruments on the Beamz and have the child guess which instruments he hears and vice
versa.

e Encourage the child to explore the different features on the Beamz like changing the tempo of the instruments, vocals
and sound effects which can assist in auditory attention and processing. Caution: Be sensitive to over-stimulation.

e Have the child record her own song to share with family and friends.

e If you have access to traditional instruments like a guitar, a caregiver can play the guitar while the child plays the
Beamz (and vice versa) to compare the different sounds.

Adaptation Ideas

e Using the Beamz player and computer screen or using the Beamz player and Apple device can be overwhelming to
take in at once. Provide focus by paring down the interfaces. For example, only use the computer or only use the iPad
to play and explore the Beamz software or app until the child is ready to move on to multiple paired devices for chil-
dren who are easily over-stimulated, reduce the number of sounds you present and/or turn off the background
rhythm. Gradually increase the sounds as a child’s ability and frustration levels permit.

e  Play a music video/YouTube video or theme song to child’s favorite cartoon on the computer screen instead of the
Beamz player. She can use the Beamz Player to play along.

Cognitive

Description

e The Beamz is visually appealing with a contemporary style and innovative design.

e  Creating music through the Beamz system is an inclusive activity that children with and without disabilities can en-
joy together.

e The Beamz allows for open-ended play; there is no right or wrong way to play and there are an infinite number of
ways to create music.

e The Beamz offers opportunities for many levels of play- beginner, intermediate, advanced play and beyond. The
child can start playing the Beamz through free exploration and move on to creating and recording his own music.

e  Play duration can be altered according to a child’s needs.

e Child can use the Beamz to express himself in many different facets as music is a way to express individual
creativity.

e Music and creativity through instruments (even via an interface) can help children express and release anger and
frustration.

e The Beamz allows you to play all instruments, create your own masterpieces and even record them for future en-
joyment. There are infinite ways to play with the Beamz.

e Each song has 12 different musical instruments or sound effects, a background track, to hear and explore. Some
songs have video, vocal and karaoke lyric accompaniment.

e The Beamz Family Play Guide includes 10 activities that stimulate and encourage cognitive development. A free
sample of the Beamz Family Play Guide with 4 activities is downloadable at www.thebeamz.com.

>
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Cognitive continued
skills

e Beamz encourages imagination through the genres of music, band or world famous musicians in the Beamz Family
song bundle and the song videos available to watch.

e Cause and effect learning takes place as children swipe the laser beams and hear an immediate response.

e Locational learning takes place as children play the Beamz player and locate the sounds coming from the iOS device.

e When using songs from the Family Bundle such as, “DJ Sampler,” the child can cross the laser beam on the Beamz
player or tap the iPad “beat box” laser along to the beat of the rhythm playing. This will encourage auditory attention
and sequential thought processing. This works best with songs that have sounds, vocals or instruments with 1/16
notes.

e The Beamz can assist with pre-literacy skills and word association when the child hears the vocals, instruments and
sound effects made through the laser beams and sees the written sound on the computer or iPad screen. For exam-
ple, the song “Super Freak-Jam” shows the words “Superfreak” and “Ohs” on the screen. When the laser beam is
crossed, the vocals play.

e The Beamz may heighten a child’s self-esteem when she makes and records her own creation and can proudly play it
back for herself and others or send the recording to others via email.

Play Ideas

e Download the free Family Sample Guide at www.thebeamz.com or purchase the full guide for more play ideas.

e Children can be encouraged to pretend that they are in a band or are a music teacher.

e  Children can have a sing-a-long using the Beamz.

e To encourage listening, memory and recall skills swipe the laser beams and have the child copy that same pattern.
Take turns so the child has an opportunity to create a pattern for you.

e Incorporate math during play by dividing and counting out the beats in the song rhythms- “1 and a 2 and a.”

e  Find a book from the library or online with sheet music on the drums or a woodwind instrument and try to play the
songs using the lasers on the Beamz.

e If you have access to traditional instruments like a guitar, a caregiver can play the guitar while the child plays the
Beamz (and vice versa) to compare the different sounds.

e  Find household items that sound like the different sounds of the laser beams. Play along to the rhythms using nontra-
ditional instruments.

e Look up YouTube video versions of the family bundle songs, copy or add dance moves to inspire fine arts.

Adaptations

e The Beamz player and computer screen or Beamz player and Apple device can be overwhelming to take in at once.
Provide focus by paring down the interfaces. For example, only use the computer or only use the iOS to play and ex-
plore the Beamz until the child is ready to move on to multiple devices.

e  When using the computer to interact with the Beamz player, lock the computer, turn on the screen saver or display a
picture on the desktop that would not distract the child from play. Note: The Beamz must be connected to a comput-
er when using this adaptation idea.

e  For children who are easily over-stimulated, reduce the number of sounds you present and/or turn off the background
rhythm. Gradually increase the sounds as a child’s ability and frustration levels permit.
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Communicative

Description

e The Beamz may encourage social interactions through music and singing.

e The Beamz allows for open-ended play; there is no right or wrong way to play.

e Play duration can be altered according to a child’s needs.

e  Music and creativity through instruments (even via an interface) can help children express and release anger and frus-
tration.

e Musicis an avenue for a child to express himself through creativity and song- the Beamz has many features to create
and record songs included in the Beamz Family Bundle.

e Parallel, interactive and cooperative play can all be encouraged when using the Beamz.

e  When playing rhythms on the songs in the Family Bundle, songs will loop until you turn off the rhythm.

e Some of the songs in the Family Bundle like “Splish Splash” include lyrics to follow along when interacting with the
Beamz system.

e The Beamz Family Play Guide includes 10 activities that stimulate and encourage communicative development. A free
sample of the Beamz Family Play Guide with 4 activities is downloadable at www.thebeamz.com.

Skills

e The Beamz can assist with pre-literacy skills and word association when the child hears the vocals, instruments, and
sound effects made through the laser beams and see the written sound on the computer or iPad screen.

e Encourage vocalizations while playing the Beamz. Pick out sound effects for the child to mimic. For example, the child
can mimic sounds from the song, “That’s a Rap” like “yeah” or “uh.”

e Pretend play can be a part of the Beamz as children pretend to be in a rock band or pretend to be a famous musician.

e The Beamz can help children develop and strengthen auditory processing when children cross the lasers on the Beamz
Player and hear the sound on the computer or iOS device.

e Following auditory directions is reinforced during play when watching the visual aid tutorial videos on the computer.

e Using a touch screen computer or the mouse helps directly connect the action on the screen and the child’s response.
This can help reinforce cause and effect learning.

Play Ideas

e Find a child’s favorite song or a theme song to his favorite television show on YouTube to play on the computer (instead
of using the Beamz on the computer screen) and accompany the song using the instruments, sound effects and vocals
on the Beamz. *Note: This play idea does not work when using an Apple device. The app must be open on the screen.

e Create a “jam session” and have the child dance and sing while playing the Beamz with family and friends. The Beamz is
big enough for multiple people to create music at the same time!

e Have the child record her own song creation to wish someone a happy birthday or send them a greeting through song
vocals and/or sound effects via the Beamz recording device via email or share in person.

e Encourage children to mimic the sounds they hear through the Beamz songs, sound effects and vocals.

e Verbally ask the child to play a specific laser beam (ie: tom drums) and then have him ask you to play a specific laser
beam instrument.

e Have the child create his own personal playlist on the Beamz so that all of his favorite music is easily accessible to play
and share.

e Have two children play the Beamz Player. One child can be responsible for the playing the left side beams and the other
child can be in charge of playing the right side beams.

e A caregiver can video record a child playing with the Beamz and replay it back to him to increase awareness of his vo-
cals and oral movements.

e Acaregiver can have the child read the Family Play Guide activity (free sample guide or full guide) instructions and ex-
plain how to play a game to others.
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Communicative Continued...

Adaptations

e Using the Beamz player and computer screen or using the Beamz player and Apple device can be overwhelming to take
in at once. Provide focus by paring down the interfaces. For example, only use the computer or only use the iPad to play
and explore the Beamz software or app until the child is ready to move on to multiple paired devices.

e When using the computer to interact with the Beamz player, lock the computer, turn on the screen saver or display a
picture on the desktop that would not distract the child from play. Note: The Beamz must be connected to a computer
when using this adaptation idea.

e  For children who are easily over-stimulated, reduce the number of sounds you present and/or turn off the background
rhythm. Gradually increase the sounds as a child’s ability and frustration levels permit.

Social/Emotional

Description

e The Beamz allows for open-ended play; there is no right or wrong way to play and there are an infinite number of ways
to create music.

e The Beamz offers freedom to explore and create music allowing the child to be independent with choices and length of
play.

e The Beamz Family Play Guide includes 10 activities that stimulate and encourage social/emotional development. A free
sample of the Beamz Family Play Guide with 4 activities is downloadable at www.thebeamz.com.

e Play duration can be altered according to a child’s needs.

e  Child can use the Beamz to express himself in many different facets as music is a way to express individual creativity.

e  Music and creativity through instruments (even via an interface) can help children express and release anger and frus-
tration.

e The Beamz may encourage social interactions through music and singing.

e The Beamz provides a large margin of error as a child can be successful making music in any fashion by interrupting the
laser beams with her hands.

e Beamz can be played independently or shared with others.

e Rhythms are automatically looped/repeated giving a child further time to hear, see and retain the song and beats for
future recollection.

e Playing the Beamz can be made as simple or elaborate as a child’s ability and frustration levels permit.

Skills

e The Beamz may heighten a child’s self-esteem when she makes and records her own creation and can proudly play it
back for herself and others or send the recording via email.

e Musicis an avenue to express individual creativity. Children can use the Beamz to express themselves.

e Cooperative play can encourage turn taking, sharing and social skills.

e Beamz encourages exploration and discovery allowing kids to build confidence while learning.

e Precision, patience and response time can be enhanced by using the Simon Says feature on the computer. The child
must repeat back the rhythms played.

e Children can become more self-aware of how they act and react to others when playing music together.

e Interacting through the Beamz Player with others promotes spatial awareness.

Play Ideas

e Have the child record her own song creation to wish someone a happy birthday or send them a greeting through song
vocals and/or sound effects via the Beamz recording device via email or share in person.

e Have two children play the Beamz Player. One child can be responsible for the playing the left side beams and the other
child can be in charge of playing the right side beams.

e Have the child create his own personal “moods” playlists on the Beamz so that all of his favorite music is easily accessi-
ble to play when feeling different emotions.
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BEAMZ & MUSIC BENEFITS IN VARIOUS APPLICATIONS

Memory Care

An important element of a Memory Care program in assisted living and senior care
communities is the use of sensory-based programming with the aim to help residents function
at the highest level possible for as long as possible. Beamz and active music making is ideally
suited for seniors up to stage 5 dementia (moderately severe cognitive decline / “mid-stage”
dementia) for mental functioning improvement and maintenance.

Incorporating music cognitive activities at early dementia stages (stage 1 to stage 3) can have a
greater impact to the improvement mental functioning.

Beamz: Contributing To Maintaining Highest Level Of Function

Beamz music making activities focus on short, achievable goals given its recreational music
making orientation of interactive songs; there are no specific technical skills required, no music
theory, no music reading to experience the benefits of interacting with music. Beamz may be
used by multiple professionals providing care across professional disciplines including activities
professionals, dementia care specialists and therapists.

Brain Fitness

Music in of itself contributes to brain fitness given that the brain uses both hemispheres to
process just the listening of music. Interacting with and/or making music utilizes critical
cognitive skills for overall brain health: focus, sequencing and concentration. Structured
activities with the Beamz additionally also include elements specifically for working on problem
solving and memory skill building.

Music Making & Beamz

Music is a great means to spark interest with patients and residents, which creates
engagement, then motivation to complete brain fitness activities for cognition, which is an
important element of memory care programs.

Music is an enjoyable activity for most people —and combining movement and interaction
and/or creation of music provides even greater benefits. Music also naturally promotes
increased socialization and may prevent isolation and depression.

Using laser beams as the “trigger” means for making music enables Beamz to be used with
patients and residents of varying physical skills. Without requiring tactile feel or pressure to
make the music, Beamz is an effective low intensity therapy/intervention device — and the
actions controlled by the buttons are responsive and soft to touch.



Technology-based music-making in recreation therapy practice

Physiological effects of a technology-based music-making
program in skilled nursing residents

Brigid Lyons, BS, CTRS
Rhonda Nelson, PhD, CTRS
Pei-Chun Hsieh, PhD, CTRS

Abstract
This study evaluated the effectiveness of a technology-based music-making intervention
(the Beamz) in elevating heart rate and producing a relaxation response in skilled nursing
home residents. Using a quasi-experimental counterbalanced design, results indicated that
this brief intervention produced a statistically significant elevation in heart rate and systolic
blood pressure when played at a fast tempo. Heart rate was also significantly elevated when
slow tempo music was used. In addition, participants reported a statistically lower level of
relaxation following the slow tempo session and expressed that they found this new activity
intervention enjoyable. Implications of findings and future research possibilities using tech-
nology-based music-making interventions in recreation therapy practice are discussed.

Key words: Beamz, geriatrics, music, older adults, physical activity, relaxation, skilled
nursing, technology, therapeutic recreation

Introduction

According to a recent report by the Centers for
Disease Control and Prevention, there are approxi-
mately 1.5 million Americans residing in skilled nurs-
ing facilities.! Of these individuals, most have at least
one chronic health condition, with an increasing num-
ber of older adults experiencing multiple chronic condi-
tions. Additionally, research has found that most nurs-
ing home residents spend the majority of their time
sitting idle with little to do.2 As previous studies have
clearly established the negative association between a
sedentary lifestyle and health outcomes,? the need to
identify interventions that can lead to improved health
outcomes for frail older adults is pressing.*

Participation in recreation therapy interventions
has been identified as one kind of treatment for improv-
ing or maintaining the health of skilled nursing facility
residents. However, it is often a challenge for recre-
ational therapists to identify age-appropriate physical
activities for elderly residents of nursing homes due to

DOI: 10.5055/ajrt.2013.0050

their physical and cognitive limitations. Such interven-
tions are important as physical activity, particularly
exercise, is a recognized health promotion intervention
for individuals with and without disabilities.® More
importantly, even though physical activity has been
shown to improve physical functioning in frail older
adults,® participation rates in physical activity tend to
decline with increasing age and physical limitations.”

Relaxation interventions are seen as another impor-
tant activity given the number of individuals residing in
skilled nursing facilities who experience levels of anxiety
or agitation which impact their quality of life.?
Unfortunately, as participation in traditional exercise
and relaxation programs typically requires a certain
level of physical and cognitive functioning, many frail
nursing facility residents, who have multiple health con-
ditions and limited functional abilities are often
excluded. Therefore, recreation therapists frequently
struggle to identify alternative options to promote physi-
cal activity and relaxation in this frail population.

www.recreationtherapy.org
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Technology and physical activity

In recent years, skilled nursing facilities have
begun to use technology-based activity interventions
to promote physical activity in older adults. Most
specifically, the Nintendo Wii has introduced new and
innovative physical activities in this population.
While it was unknown how older adults would
respond to a new technology, many recreation thera-
pists have found Wii sports games a popular activity
once individuals gain experience with use.?

Nintendo Wii sports games have been effective
interventions in improving the overall physical well-
being of seniors in long-term care facilities.'® Specifi-
cally, previous literature has found that the Wii
sports games can increase energy expenditure and
heart rate in older adults!'! and have positively
impacted psychological outcomes, such as affect and
self-esteem.!® The Wii Fit program has also shown
promise in improving balance in older adults'>!3 as
well as in individuals with acquired brain injuries.

Given the success in using technology-based inter-
ventions to promote physical activity in the older adult
population, additional resources beyond the Wii would
be helpful in adding diversity to therapeutic recreation
programming; in particular, interventions that focus
on activities unrelated to sports might better appeal to
individuals who are not interested in sports and fitness
activities. Therefore, one aim of this study was to exam-
ine the feasibility of using a new technology-based
music-making intervention, the Beamz, with the older
adult resident population of a skilled nursing facility.

Music as a preferred activity

Looking specifically at the activity preferences
among older adults in a long-term care facility, Kracker
et al.!’® found that music was one of the high-interest
activities in this population. Music has also been identi-
fied as a positive coping strategy for individuals in
skilled nursing homes,'® and activities that engage older
adults in music-making may even contribute to positive
physiological changes and immunological responses
aligned with decreased stress.!” Music can be incorpo-
rated into a variety of activity interventions, and Sole et
al.’® documented improvement in the quality of life of

older adults following participation in several different
music activities that included not only music listening
but also music-making.

Technology-based music-making

As technology begins to play a greater role in all
aspects of people’s lives, including leisure, new devices
have emerged that enable individuals to participate in
music-making activities in new ways. The Beamz is a
new device that has been embraced by some therapists
and therefore has begun making its way into activities
for individuals in healthcare facilities.

The Beamz is a laser-based music-making tech-
nology device, built on the concept that anyone can
create music. It comes in two different models (C6 and
C4) and sits on a table top. It is played by passing
hands through the laser beams (six different beams on
the C6 and four different beams on the C4), which
trigger multiple streams of musical notes and sounds.
The unit allows for different musical selections and
tempos. It is simple to use, requires very limited phys-
ical skills, 1s portable, and can be used while sitting in
a wheelchair (Figures 1 and 2).

The Beamz may have particular appeal for indi-
viduals living in skilled nursing facilities who have
limited functional skills, but a strong interest in
music. Additionally, the Beamz might be a particu-
larly useful intervention in skilled nursing facilities as
music-based interventions are generally considered to
be low risk and appealing!® and the movements

Figure 1. The Beamz C6 system.
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Figure 2. Technique for playing the Beamz.

required to play the Beamz may be sufficient enough
to provide physical activity in this frail population.

Although studies have paired music listening with
exercise adherence?® and music listening with a relax-
ation response?! or heart rate elevation,?? few studies
exist that examine the physiological response that
occurs when music is created using a technology-based
system like the Beamz. Music tempo and heart rate are
both measured in beats per minute (bpm), so the ability
to set the Beamz tempo at different rates allows one to
either create a stimulating (120-140 bpm)?? or relaxing
(60-80 bpm)?® music-making experience.

Previous studies have addressed the potential ben-
efits of using a new technology as well as the benefits
of music creation in this population. However, little is
known regarding the pairing of these two interven-
tions. Additionally, the use of the Beamz with this pop-
ulation and how residents respond to this new activity
have not been documented. Therefore, this study was
designed to evaluate the following questions:

1. Does participation in technology-based music-
making at a fast tempo (120-130 bpm) safely ele-
vate heart rate in skilled nursing residents?

2. Does participation in technology-based music-
making at a slow tempo (60-70 bpm) produce a
relaxation response in skilled nursing residents?

3. How long are skilled nursing residents able
to maintain participation in a technology-based
music-making activity?

4. Do skilled nursing residents enjoy participat-
ing in technology-based music-making activities?

Methods

Study design

A quasi-experimental, counterbalanced design was
used, with individuals participating in two 10-minute
sessions using the Beamz technology. One 10-minute
session was at a fast tempo, and the second 10-minute
session was at a slow tempo. Between the two 10-
minute sessions, there was a 10-minute resting period.
To control for order effects, half of the participants com-
pleted the fast tempo session first, whereas the other
half completed the slow tempo session first. At the
beginning and end of each 10-minute session, the follow-
ing data were collected: heart rate, blood pressure, and
Visual Analog Scale-Anxiety (VAS-A) for relaxation
score. In addition, individuals were also asked to rank
their enjoyment of the activity on a 10-point scale. The
therapist not only encouraged each participant to play
continuously during each 10-minute session but also
instructed them that they were permitted to stop at any
point. The time of participation was recorded to capture
the length of each session for individual participants.

Participants

The 20 participants in this study were skilled nursing
residents, aged 70 or above, who had physical clearance
from their physician or nursing staff to engage in a physi-
cal activity for a total of 30 minutes. Individuals were
excluded if they 1) had a score of 15 or less on the Mini-
Mental State Examination (MMSE), 2) were younger
than 70 years, or 3) had a health condition that would
restrict participation in a physical activity for 30 minutes,
as determined by their physician or nursing staff.

www.recreationtherapy.org
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Informed consent

The study’s procedures and consent process were
reviewed and approved by the affiliated institution’s
Institutional Review Board. All participants had the
opportunity to discuss the purpose and procedures of
the study with the investigator and to ask questions
prior to their consent to participate. Participants were
required to agree to participate in two activity sessions
which involved a seated music-making activity using
the Beamz music system. They were informed they
would need to move their arms up and down but did not
need any musical training or skills to participate in this
intervention study. Participants were made aware that
each session would last approximately 15 minutes.
During this time, their blood pressure and heart rate
would be taken and they would need to report their
feelings of relaxation and enjoyment of the activity.

Intervention

Music-making sessions used the Beamz C6. Activity
sessions were held in a quiet room with just the partici-
pant and recreation therapist. All participants were given
basic instructions on how to play the Beamz and were
asked for preferences on background music. Half of the
participants participated in the fast tempo session first,
whereas the other half completed the slow session first.

Fast tempo session. During the fast session, the
Beamz music was set at 125 bpm. Individuals were
given a choice of different music selections including
Moonlight Redux, Café” Carnival Jams, Louie Louie
Jam, Chamber Concerto, and Celebration. Participants
were instructed to move their arms up and down
through the Beamz attempting to keep pace with the
beat of the music. They were encouraged to maintain
participation as long as possible for up to 10 minutes.

Slow tempo session. During the slow session,
the Beamz music was set at 60-65 bpm. Individuals
were given a choice of different music selections
including 3 AM Blues, Classique, Moonlight Redux,
and Chillaxin Jam. Participants were told the goal
was to try and relax, so they could play as slow as they
wanted to promote a relaxed feeling. Movements
could be as simple as slowly moving their hands in
and out of the Beamz or just moving their fingers.

Measurement

A combination of physiological and self-report
measures was used to evaluate response to the inter-
vention. A wrist blood pressure monitor was used to
collect physiological measures of heart rate and blood
pressure, and participants were asked to self-report
their level of relaxation using the VAS-A and level of
enjoyment of the activity using a 10-point enjoyment
scale. Duration of participation was also recorded
using a stopwatch.

Wrist blood pressure monitor. The wrist blood
pressure monitor device used in this study (Panasonic
EW3003W) collected heart rate and both systolic and
diastolic blood pressures. This instrument was
selected because of its size, portability, and ability to
collect these measures in a nondisruptive manner.
The device is capable of measuring blood pressure
within a range of 0-280 mm Hg with an accuracy of
readings of +3mm Hg. It measures heart rate within a
range of 30-160 pulses per minute with accuracy read-
ings of £5 percent.?*

VAS-A. The VAS-A scale is a self-report measure
using a 100-mm visual analogue scale with five descrip-
tors along the continuum (0 mm = “at peace”; 100
mm = “very tense”). The VAS-A has been found to be
significantly correlated to the 20-item Spielberger
State Anxiety Inventory.?’? The VAS-A is considered a
sensitive subjective measure and is accurate in assess-
ing levels of anxiety and relaxation. The tool is noted
for its ease of administration, so as not to interfere with
relaxation. Its simplicity is also well suited for use with
older adults with some levels of cognitive impairments.

Enjoyment of activity. Following each session,
participants were asked “On a scale from 1-10, how
much did you enjoy this Beamz music-making activ-
ity?” with one corresponding to “not at all” and 10
indicating “very much so.” The visual rating page also
had other words linked with numbers including
“slightly,” “moderately,” and “quite a bit.”

Duration of participation. The timing of each
session was started as soon as the participant began
to move their arms. If an individual paused at any
time, the therapist would ask, “Are you finished play-
ing?” or “Do you feel you need to stop?” to either cue
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the participant to continue playing or identify
whether the individual was fatigued or disinterested.
If participants chose to stop before meeting the
desired 10-minute session limit, the total time of par-
ticipation was recorded as well as the reason for dis-
continuing the activity.

Data analysis

The statistical data were analyzed using SPSS 17.0.
Descriptive statistical analysis was performed to under-
stand the characteristics of the participants in this
study. In addition, normality tests were computed to
understand the distributions of all dependent variables.
For normally distributed variables, parametric inferen-
tial statistics (ie, paired-sample t-tests) were used to
examine the effects of a technology-based music-making
intervention (Beamz) on promoting physical fitness and
feelings of relaxation and enjoyment. For those vari-
ables which were not normally distributed, nonpara-
metric inferential statistics (ie, Wilcoxon signed rank
tests) were performed to understand how the Beamz
Intervention impacted the dependent variables.

Results

Characteristics of participants

A total of 20 participants enrolled in the study and
all completed both activity sessions. Most participants
were Caucasian females (80 percent), who were perma-
nent residents in the skilled nursing facility (65 per-
cent), and scored above 25 on the MMSE (70 percent)
which indicated their cognitive abilities were in normal
ranges. The mean age of the participants was 87.65
years, ranging from 72 to 100. On average, they partici-
pated in the activity for 6.51 minutes during the fast
tempo session and 7.03 minutes during the slow tempo
session. Summary information on the demographic
characteristics of all participants is given in Table 1.

Physiological response
Fast tempo session. The results of the Shapiro-

Wilk tests indicated that the data for heart rate in the
fast tempo session were not normally distributed.

Therefore, a Wilcoxon signed rank test was conducted
to examine if the mean heart rate before the fast tempo
session was different than the mean heart rate after
the session. It was found that the average heart rate
significantly increased from time 1 to time 2 (z = 2.52,
p = 0.01). In addition, the results of paired t-tests sug-
gests that there was a statistically significant differ-
ence between systolic blood pressure at time 1 and time
2 (t = —2.93, p = 0.01). It was found that the mean sys-
tolic blood pressure increased from time 1 to time 2.
The results of the physiological responses during the
fast tempo session are given in Table 2.

Slow tempo session. The results of the Shapiro-
Wilk tests suggested that the data of both systolic and
diastolic blood pressures were not normally dis-
tributed. Therefore, Wilcoxon signed rank tests were
used to compare the mean systolic and diastolic blood
pressures before and after the slow tempo session.
Results indicated the mean systolic and diastolic blood
pressure readings were not significantly different
between two time points. However, the results of
paired t-tests suggested that there was a statistically
significant difference between the mean of heart rate
in time 1 and time 2 (t = —2.241, p = 0.04). It was
found that the participants experienced an increased
heart rate at time 2. A summary of physiological
responses for the slow tempo session is given in Table 3.

Feelings of relaxation and enjoyment

Participants reported the same level of enjoyment
for the fast and slow tempo session. On average, partic-
ipants rated the level of enjoyment as “quite a bit” (6.75
on a 10-point Likert scale). In rating their level of relax-
ation, participants reported a statistically lower level of
relaxation following the slow tempo session (t = —2.175,
p = 0.04), as indicated by a higher rating on the VAS-A.
Results of the VAS-A are included in Table 3.

Discussion

Results indicate that participation in this technol-
ogy-based music-making intervention was effective in
elevating heart rate in skilled nursing residents.
Although it was hypothesized that playing along with
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Table 1. Demographic characteristics of participants (N = 20)

Variable N Percent M SD Range

Age,y 20 87.65 6.92 72-100
Duration of participation, min

Fast 20 6.52 3.43 1.00-10.00

Slow 20 7.04 3.35 0.66-10.00
Enjoyment

Fast 20 6.75 2.20 3-10

Slow 20 6.75 2.34 3-10
Gender

Male 4 20

Female 16 80
Race

Caucasian 20 100
MMSE

Normal 14 70

Mild impairment 4 20

Severe impairment 2 10
Residency status

Permanent 13 65

Short-term rehab 7 35

fast tempo music would facilitate physical activity
that could elevate heart rate, this study revealed that
movements to slow tempo music increased heart rate
as well. The elevation in heart rate occurred after a
very short period of participation (10 minutes or less).
This is noteworthy as brief interventions would be
very easy for staff to provide and individuals with
both cognitive and physical limitations will benefit
from physical activity that elevates heart rate.
Although it was hypothesized that playing along
with slow tempo music might produce a relaxation
response, this was not supported by the study’s results.
Rather, the direct opposite occurred, and the Visual
Analog Scale results indicated that individuals were
more relaxed before participation in this activity.
It appears that the physical activity involved in this

particular intervention was more stimulating than relax-
ing regardless of the tempo of the music. Given the physi-
cal limitations of many participants, any movement at all
appeared to be arousing rather than calming. Therefore,
although the Beamz may not be suited for relaxation in
this population, future studies may find that it is a good
intervention to stimulate, arouse, and engage frail,
elderly individuals presenting with lethargy.

Evaluation of the protocol

The protocol was designed so that participants
would engage in continuous physical activity (music-
making) for 10 minutes. However, many of the indi-
viduals in this study had physical limitations (use of
only one arm or poor endurance), sensory impair-
ments (hearing loss), and cognitive limitations
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Table 2. Physiological responses for fast tempo session (N = 20)
Variable Mean T1 (SD) Mean T2 (SD) t value P
Systolic blood pressure 123.35 (10.85) 130.40 (13.23) —2.93 0.01*
Diastolic blood pressure 69.45 (7.78) 75.25 (13.17) -1.86 0.08
Heart ratet 65.30 (11.72) 67.65 (11.85) 2.52 0.01*
*p value < 0.05.
TRelated samples Wilcoxon signed rank test run.
Table 3. Physiological responses for slow tempo session (N = 20)
Variable Mean T1 (SD) Mean T2 (SD) t value P
Systolic blood pressure* 124.21 (14.02) 126.89 (16.62) 1.16 0.25
Diastolic blood pressure*® 68.40 (9.50) 72.90 (10.89) 1.55 0.12
Heart rate 64.70 (11.15) 69.15 (12.37) —2.24 0.04f
Visual Analog Scale 36.57 (19.89) 43.86 (19.79) —2.18 0.04f
*Related samples Wilcoxon signed rank test run.
p value < 0.05.
(decreased attention) that prohibited them from par- Additional findings

ticipating for the full duration (10 minutes). Many
had a very limited range of motion and struggled to
reach all levels of lasers on the equipment. Therefore,
while this study demonstrated that this is an appro-
priate intervention for some individuals in skilled
nursing facilities, this particular device and protocol
may have even greater potential and be better suited
for older adults in Assisted Living or Personal Care
facilities and/or for individuals receiving short-term
rehabilitation services in a skilled nursing facility.

Based on the investigator’s observation, it is also
possible that a simple restructuring of the protocol
with skilled nursing residents may yield more suc-
cessful results in terms of duration of participation. In
this study, the protocol developed required individu-
als to play continuously during the session. Once par-
ticipation stopped, the session was ended. Future
studies may want to examine whether introducing or
allowing brief rest periods would be effective in
increasing endurance and physical activity over
greater periods of time.

Although this particular intervention was a new
activity for participants in the study, the majority indi-
cated that they found it enjoyable. Some admitted to
initial reservations about trying something unfamiliar
as they did not know what to expect, and this may have
contributed to the individuals feeling less relaxed fol-
lowing participation. However, participants did indi-
cate that they enjoyed the activity. As this study only
involved one intervention session, it is unknown if
increased exposure to the equipment and activity
would result in even greater interest and/or ability to
participate for longer periods of time. Additional ses-
sions might also lead to an increased sense of compe-
tency and motivation based on past experiences.

During this study, it was noted that not only was
this novel device accepted by the older residents but also
it generated interest from the facility staff. Many indi-
viduals from a variety of departments were curious
about the equipment and how it was being used. Several
employees asked if they could try it and expressed enthu-
siasm after engaging with the device. This suggests that
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staff would be highly motivated to use the equipment
with residents if it was available in public areas.
Therefore, it could be a resource not just for structured
therapeutic recreation programming but could also be
available for diversion and supplemental opportunities
for residents to engage in meaningful activities.

Future study possibilities

The intervention in this study used individual ses-
sions held in a quiet space to minimize distractions.
However, holding sessions in a public or more visible
space may also have benefits, enabling residents to see
their peers participating in the activity, thereby inspir-
ing curiosity and intrigue. Interest from other individu-
als may also motivate the participant to engage for
longer periods of time. Variations on the intervention
that incorporate some type of group interaction might
also be beneficial as higher levels of social engagement
in skilled nursing residents have been linked to longer
survival?® and a greater sense of fulfillment in life.?”

A greater selection of music might also have led to
increased engagement. For this study, the researchers
selected four or five songs for participants to choose
from based on the researchers’ opinions about the musi-
cal styles the skilled nursing residents would prefer and
enjoy. Future studies might look at evaluating addi-
tional preloaded songs and their appeal to skilled nurs-
ing residents to see if there are other selections older
adults may prefer, as using preferred music would most
likely contribute to increased interest and motivation to
participate.

This study primarily focused on whether the Beamz
would be a feasible device to increase heart rate and pro-
mote physical activity levels in the older residents in a
skilled nursing facility. However, through the sessions
with participants, it was noted that recreation therapists
could certainly develop additional protocols to focus on
other outcomes that might be addressed with the Beamz.
For example, given the different levels of lasers, there is
the potential to work on increasing range of motion. The
software has notations indicating where instrument
sounds are located on different laser beams. Therefore,
cognitive goals such as reading and problem-solving
could be addressed by asking individuals to locate and

play specific instruments. Once located, the written
information specifying instrument location could be
removed to work on memory. As physical activity has
been linked to increased alertness, the increased physi-
cal activity may also reduce the risk of cognitive decline?®
and enhance cognitive functioning in older adults.?® The
physical nature of engaging with this device could also be
a good outlet for individuals with the excess energy or
agitation sometimes associated with various types of
dementia. Additionally, the Beamz can be played either
sitting or standing, so it could be a motivating leisure
activity while clients work on standing balance.

Conclusion

Given the large number of skilled nursing resi-
dents who have limited options for physical activity
due to their chronic health conditions, this interven-
tion provides an opportunity to engage in an activity
that promotes physical activity in frail older adults.
The fact that positive physical outcomes can be
achieved in only a short period of time makes it
extremely practical for widespread use.

The Beamz appears to be an activity that older
adults are interested in and enjoy, which is important to
motivate individuals to participate on a regular basis.
The fact that individuals find the intervention enjoyable
indicates that therapeutic recreation sessions using this
protocol hold the potential to not only impact physical
functioning but also enhance quality of life.

Recreation therapists should be able to incorporate
use of the Beamz into their regular schedule of therapeu-
tic programming with very little time and effort. The cost
of the equipment is minimal, and training to develop skill
in use can be completed in a very short period of time.
The diversity of ways that the equipment can be used
enables flexibility in program design and holds the poten-
tial to meet a variety of therapeutic goals for clients.
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Music Overview

Benefits of music in serving clients are well documented

* Music is often a great tool to invoke response and a motivator for
engagement and participation in social activities

* Music connects us with friends and family, memories, places,
emotions

* Listening to music can improve mood and invoke recall of
memories; providing a framework for better communication and
ongoing alertness

Music is uniquely processed by the brain; making music is
great for brain fitness

* Music memories are stored in varying locations in both brain
hemispheres

* “Processing” (listening) music is also done by both hemispheres
* Making music uses even more brain processing




Technology

* Combination of Beamz Interactive Music and the Beamz
Laser Controller provide opportunity for people of varying
abilities to recreationally make music

* Interactive music is purposely constructed to provide framework
for a range of music making experiences, including use as a
therapeutic tool

* Laser beams provide an inviting means to make music by

“playing” light
* Red, class 2 laser beams are safe to touch and are not harmful to
eyes with recommended use




Introduction to the Beamz

* Birth Of The Idea — Musician Jerry Riopelle

* Vision for combining laser beams and music technology into a
music experience product that ANYONE can play

* Loved the idea of using “light” as the interface; setting up laser beams in a
means that precision play and developed skills would not required to
make great sounding music

* Providing a range of interactive songs for “beginner” to “advanced” play

* Above all, recreational music making — getting more people experiencing
the joy and benefits of making music

* Phoenix Children’s Hospital — Pilot Program
* Child Life Services — recreation room for distraction therapy
* OT/MT - potential therapy applications identified




Product Launch and Evolution

 Consumer Launch — 1st Generation Product

* Get EVERYONE into music making; therapists and special needs
educators also purchase — recognizing the accessibility benefits
» 2"d generation product broadens music library and interactive
music features

* ldentified need for structured content for educators and therapists
* Current product — 3" generation

* Broadened compatibility beyond PC to MAC and iOS for use with
iPads/iPhones

* Design improvements for storage, travel use with diverse populations
e Carrying and transport cases
* Laser beam adjustment

* Sample Activities Guide for educators, therapists and professionals to lead
activities; structured content for families with special needs for home play




Beamz Features

Universal

* Everyone can play; non-tactile orientation provides opportunity
for anyone to participate

* Anyone (including non-musicians) may use as a tool for leading
activities using interactive songs

Great Sounding Music

* Interactive music is built with rich, authentic digital samples to
replicate/emulate natural sounding instruments and sounds

Diverse & Complex Music Library
* All music styles & genres; hundreds of instruments

* “Beginner” songs — very easy to make great sounding music
without any specific sequence of interaction with laser beams

* “Complex” songs — multi-section songs with instrument variation
providing wide opportunities for personal creativity




Using the Beamz in RT Practice




The First Evidence-Based RT Protocol

Saw Beamz
featured
and

recognized
potential
for RT

Discussion
with
student
about
challenges
at
internship

Identified
possible fit
and
developed
first
protocol

Partnered
with
agency and
secured
grant
funding

Positive
outcomes
using
Beamz
published




Study Overview

Residents of a SNF participated in two 10-minute sessions of
“Continuous Play” using the Beamz.

One 10-minute session was at a fast tempo.

The second 10-minute session at a slow tempo.

Between 10-minute sessions, there was a 10-minute resting period.
Counter-balanced research design utilized.

At the beginning and end of each 10-minute session, heart rate and
blood pressure recorded. During slow tempo sessions, also asked how
relaxed they felt using the Visual Analog Scale - Anxiety (VAS-A).

Individuals were also asked to rank their enjoyment of the activity on a
10-point scale after both the slow and fast tempo sessions.

Participants were encouraged to play continuously during each 10
minute session, but were permitted to stop at any point.




Results

* Fast Tempo Session
* Heart rate significantly increased
(z=2.52, p=0.01).
e Systolic blood pressure increased
significantly (t =-2.93, p = 0.01)

* Slow Tempo Session

e Systolic and diastolic blood pressure
readings were not significantly
different between two time points.

* There was a statistically significant
difference in heart rate
(t=-2.241, p < .04).
* Participants experienced an
increased heart rate at time 2.




Conclusions From Study

Participation in this intervention was effective in elevating heart rate in
skilled nursing residents during both fast and slow tempo sessions

Elevation in heart rate occurred after over a very short period of
participation (10 minutes or less).

Brief interventions can be very easy for staff to provide

Individuals with both cognitive and physical limitations could benefit from
physical activity that elevates heart rate.

This particular intervention was a new activity for participants in the study.
However, the majority indicated that they found it enjoyable.

While it was not a primary focus of this study, it was noted that the
introduction of a novel activity intervention in this setting resulted in
interesting responses from staff in the facility.




Beamz & Temple RT Connection

* Shared findings and thoughts for future possibilities

* ldentified desire to work collaboratively to best serve both clients
and therapists

* Explored ways to enhance use of Beamz in RT practice




Current Project

* Creation of “Beamz Therapy Guide”
* Developed 15 protocols designed for diverse populations

 Structured to address a variety of treatment goals

* Augmented with additional resources to assist in data collection
and documentation during treatment sessions

* Focused on evidence-based practice




Field-based Trials

* Wanted to ensure that
protocols were effective in
sessions with clients

* Knew that input from multiple
therapists would strengthen
protocols

* Recruited 12 agencies to
partner with us, utilize
protocols in their setting and
provide feedback/evaluations
on protocols




Participating Sites

Brandywine Hospital, Coatesville, PA (Behavioral Health)

Children’s Specialized Hospital, New Brunswick, NJ (Pediatric)
Help-U-Bridge, West Chester, PA (Community Intellectual Disability & TBI)
Inglis House, Philadelphia, PA (Physical Disability, Long Term Care)

Madelyn & Leonard Abramson Center for Jewish Life, North Wales, PA (Geriatric LTC)
NJ Clubhouse, Woodbury, NJ (Traumatic Brain Injury Day Program)

The Philadelphia Protestant Home, Philadelphia, PA (Geriatric LTC)

SPIN, Inc., Philadelphia, PA (Developmental Disabilities Day Program)
Temple University Hospital, Philadelphia, PA (Physical Disability, Short-Term Rehah)
Temple University Hospital, Episcopal Campus, Philadelphia, PA (Behavioral Health)
Voorhees Pediatric Facility, Voorhees, NJ (Pediatric)

Waverly Heights, LTD., Gladwyne, PA (Geriatric LTC)




Training Process

* Therapists from all participating sites received:

e Basic training on Beamz Equipment

* An overview of purpose of the project
* An introduction to protocol format

* Instructions for sending feedback




Protocol Design

* Each protocol utilizes a standard format that includes:
* Possible goals
*  Cognitive
* Physical
* Social/Emotional
* Staff requirements
* Group Size
e Setting
e Duration
* Music Suggestions
* Procedure (Step by Step)
* Adaptations

* Session Forms accompany several protocols to assist with recording
treatment information




Sample Protocol




Beamz Intro

Possible Goals:
A+
Cognitive Social/Emotional
Concentration Self-Exploration
New Learning
Memory

Problem Solving

Staff Requirement: 1 therapist

Group Size: One-on-One

Setting: Private treatment room, client room, or area with limited distractions
Duration: 10-30 minutes (depending on client interest and ability)

Music Suggestions: Allow client toreview music list in Appendix to choose music pertaining to
their interest

Procedure:

1. Connect the Beamz unit to either the computer or Apple devicein advance of the
session in a quiet space where there are limited distractions. Choose a song that
may be of interest to the client to start your introductory session.

(=]

Tell the client you have something new to show them that will allow them to
participate in making music while also meeting some of their goals. Indicate that
vou will be doing a more structured activity, but wanted to begin by introducing
the equipment first.

3. Explain that the unit works by selecting music on the computer or iPad, and then
emits sound once the beam of light from the laser is intemupted or once the beams
are touched on the iPad or computer. Give a demonstration of this as you sav it.

4. Ifapplicable to your session’s main activity, introduce the thythm button to
indicate that music can be played to compliment the instruments.

[

Show the client how to switch between pages and access more instruments for the
music by pressing the middle button on the unit.




6. Allow a few moments forthe client to experiment with the unit, iPad or computer
to actively engage with the equipment and gain comfort through hands-on
leaming.

7. Ifapplicable to the main session activity, show the client howto switchto a
different style of music, possibly allowing them to pick one that sounds
interesting to them.

8. Allow for a few more moments of experimentation with the unit before
introducing the activity.

9. Ifassessing memory fornew leaming, in a future session utilize the
“Demonstrates at later session” check-off column on the orientation checklist.

Beamz Intro Adaptations

* Ifitis appropriate for vou client, part of the introduction may include a demonstration of
how to set up the unit.

¢+ The Beamz Intromay be set up as a group activity, explaining the unit and its features to
a group of clients, and giving them a chance to play with the Beamz or try different
techniques one at a time, or in small groups. This may be particularly effectiveifthe
protocol selected for themain session will be delivered in a group format.

¢+ Ifthe Beamz is a new unit within the facility, conduct this activity in a common area to
generate interest with other clients.




Session Form




heamz Beamz Intro

Session Form

Client Name:

Use this orientation checklist to record items that vou have reviewed with the client. It is
recommended that onlv skills that will be needed for the selected activity be taught to the client
at thetime of the initial orientation. For example, if the activity will not involve recording
sounds, introducing activation of therecord button will not be necessary.

To evaluate retention of information in a future session, ask the client to demonstrate the
previously instructed task. Use the column on the right torecord if the client was able to
correctly demonstrate the task.

Orented  Not Applicable Demonstratesin ~ Demonstrates

Current Session at Later
Session

Plugging unit into power 0 0 0 0
source
Able to hook up to
computer or Apple device
Selecting Beamz app or 0 0 0 0
icon
Volume adjustment

Song selection 0 0 0 0

Playing a specific

instrument using the

Beamz laser

Playing an instrument on 0 0 0 0
the app or software

Switching between pages

on the Beamz device

Switching between pages 0 0 0 0
on the app or software

Activating therhythm

button

Activating the voice 0 0 0 0
button

Activating the record

button

Retrieving recorded file<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>