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Topic
The use of technological platforms to improve patients flow
Problem Statement
The process of creating technological platforms to assist patients in accessing healthcare services needs to get implemented. Most patients cannot access medical facilities in most parts of the United States; hence need to create technological platforms (Yang, Zhang & Lee, 2019. Patients suffer diseases that need faster treatment to get developed before they succumb. The use of technological platforms would solve the problem by making sure patients flow maintained in different hospitals. Digital health leaders have adopted new technologies that improve patients' flow to medical institutions. The creation of appropriate digital platforms would assist most patients in being in a position to be referred to medical facilities in the country. 
Concepts, constructs, and variables
The idea of improving health programs within the United States can get developed through the use of capacity plans that are essential in digital healthcare provisions. Resources can get distributed in all areas through online media that patients use in making treatment appointments. The patients' constructs can get determined through operational measures used in a hospital (Zeadally & Bello, 2019). The action of patients towards the online platforms forms one of the primary constructs that exist in the medical programs. The self-determination process that patients develop towards skills development in accessing medical care on the online platform is vital in treatment. A variable of the cost incurred by patients when accessing the treatment services gets created in hospital digital platforms. 


Proposition Statement
Normative Statement
The digital platforms allow patients to attend medical hospitals after making payment of treatment costs. The treatment services is dependent on a kind of  methods that gets offered in a medical facility. 
Research Question
How can digital platforms be used in creating improvement of patients' flow in medical facilities? The question tries to create a deeper understanding of processes that digital platform helps in influencing the flow of patients in hospitals. The importance of online health providers is necessary for persuading most patients to access hospitals in any part of the United States. Quantitative research can get done through the use of several patients who use online digital platforms to access hospital services. The annual number of casualties is significant in calculating the number of people who seek medical assistance in hospitals (Yang, Zhang & Lee, 2019). On the other hand, qualitative research involves the use of interviews and questionnaires to collect the number of patients. The patients' number using digital media platforms to access hospitals can get determined through interviews. 
Literature Search Plan
The study provided a lot of information concerning adults and children's process of accessing better medical care in the United States. 
Sources
The database search done on the reviewed articles, journals, and literature sources has been successful in determining the significance of online media to patients. The institutions within the United States use the information to understand the effectiveness of digital media. 
Mishra, S. P., Kulshreshtha, D., Srivastava, A. K., Gandhi, A. K., & Rastogi, M. (2019). Gamification to Promote the Engagement in Healthcare and Wellness of Patients Under Therapeutic Care: Gamification and Healthcare. In Application of Gaming in New Media Marketing (pp. 244-269). IGI Global.
Databases
· The use of BMC Health Services Research in the United States
· The Effectiveness of Integrated Care Pathways for Adults and Children 
· The use of technology to engage patients nutrition care
 
Journals
· Health Expectation Journal
· International Journal of Education Technology in Hospitals
Annotated Bibliographies
Mishra, S. P., Kulshreshtha, D., Srivastava, A. K., Gandhi, A. K., & Rastogi, M. (2019). Gamification to Promote the Engagement in Healthcare and Wellness of Patients Under Therapeutic Care: Gamification and Healthcare. In Application of Gaming in New Media Marketing (pp. 244-269). IGI Global.
The keywords are the use of gamification to promote engagement in healthcare as well as wellness of patients (Mishra Et al., 2019). The objective of the resource is to create an understanding of the gaming activities that can get developed for therapeutic care. The research method used in the article was qualitative to determine the actions of healthcare in online media. The qualitative approach allows the use of calculations to gather data of patients using the online media platform. The collection of data got done by carrying out interviews with the health practitioners who made the online media. The key result for the meeting was the creation of an online marketing platform for promoting healthcare amongst patients. 
Also, engagement in healthcare gets created in most of the online platforms that get used in hospitals in the US. The findings suggest that a healthcare platform for attending to patients to be built in the form of a gaming structure (Mishra Et al., 2019). The article does not provide a proper system that allows adult patients to access treatment services. An effective digital media that assists adult patients in making quick appointments for their treatment services is lacking from gamification. The study of gamification is significant in establishing a platform for patients to acquire healthcare in hospitals after booking appointments. The topic of gamification is related to the HSR topic through the creation of online systems that assist in providing the use of hospital services. The gaming process allows for therapeutic care to get offered to all patients who access the platform.
Beninger, P., Li, D., & Baaj, A. (2019). Entrepreneurship for a meaningful clinical experience. BMJ Innovations, bmjinnov-2018.
The keywords used in the article are the creation of entrepreneurship to assist in developing a meaningful clinical experience. The objective of the study is to promote clinical entrepreneurship through the use of digital media platforms (Beninger, Li & Baaj, 2019). Clinical entrepreneurship that helps in mobilization of financial resources that get used in hospitals can get created. A quantitative research method got used to determine the number of casualties that use the platform. Data collection got done by counting the number of sick people in an old-fashioned way. The participants were owners of hospitals and sick people who used the online media of the facility. The owners collected useful data through their online media platform that provides an interface of handling treatment. The key results of the process got created by both the hospital owners and sick people. The hospital owners got many sick people who wanted to access their medical services. The sick people get accorded treatment services they intended to acquire from the facility.
Therefore, the use of online media helps create a treatment for sick people. The study never focused on the process of creating better health care for people as it majored in entrepreneurship. The review helps allow the use of digital media to get enhanced in most hospitals (Beninger, Li & Baaj, 2019). The information about every patient can get maintained on the hospital website for future references. The study relates to the HSR topic through the creation of an online media platform. The digital media platform that allows patients to be encouraged in attending hospitals can get promoted.
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