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(Learning) Goals of the Seminar

Conceptudlization, implementation and evaluation of a VR fithess

application based on scientific literature.




(Learning) Goals of the Seminar

Conceptudlization, implementation and evaluation of a VR fithess

application based on scientific literature.

VR Fithess Application

Combining classical (body
weight) exercises with
virtual threats to motivate
LUSEIR:

Danger Level






Phases

during this semester

Evaluation &

Basics Hands-On )
Documentation

How To How To How To
e Search for Scientific « Unity 3D & VR « User Study
Literature « Write a project report
 |deate and Write @
Concept Implementation of Conduct User Study ....
Prototype... ... With the prototype
Find Groups... ... based on concept (U6 il A7)

... and decide for topic — . i
Participate in User Studies...

... of your fellow students

Ideate and Document Mid-Term Presentation

Concept of concept and progress
(Draft until 27.04.; Final Concept until 07.05) (on 03.06.)

Final Presentation and Report
(on 15.07.) (until 20.07.)
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Each group should target a different exercise
@

Leg Mobilisation Balancing Squatting Hanging/Pull-Ups



Basics Topics

Inspiration:

Mueller et al. 2012. Hanging off a bar.
CHI '12 Extended Abstracts. ACM.

https://doi.org/10.1145/2212776.2212384
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https://doi.org/10.1145/2212776.2212384

Basics

Inspiration:

PLANK ‘

HERD ACADEMY ‘

SKY BRUSH .\
GROUND .\

PLANK ONLY
CAKE
DONUTS

London Tourists Try Richie's Plank Experience On Oculus Quest
Source: YouTube Video by Virtual Reality Oasis
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https://youtu.be/BQXa8qQK7ow?si=SwvO4uQXJwN-sMJZ

Basics Topics

Inspiration:

Kosmalla et al. 2022. InfinityWall — Vertical Locomotion in Virtual Reality using a Rock Climbing Treadmill.
CHI ‘22 Extended Abstracts. ACM.

hitps://doi.org/10.1145/3491101.3519654
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https://doi.org/10.1145/3491101.3519654

Basics Topics

Inspiration:

LUDWIG- )
MAXIMILIANS-
UNIVERSITAT
MUNCHEN

\\.-__

: Impact 6f Differéht Balance Assistance
Strategies and Height Exposure on Performance and
Physiological Arousal in VR

Dennis Dietz', Carl Oechsner?, Changkun Ou’, Francesco Chiossi', Fabio Sarto?, Sven Mayer', Andreas Butz'

"LMU Munich
2University of Padova

Diefz et al. 2022. Walk This Beam: Impact of Different Balance Assistance Strategies and Height Exposure on Performance and Physiological Arousal in VR.
VRST '22. ACM.
https://doi.org/10.1145/3562939.3567818 13



https://doi.org/10.1145/3562939.3567818

Basics

Group and Topic Finding....

.... after this presentation
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Basics

Look for Scientific Literature

1. Define Your Research Question
2. Identify Keywords (also list synonyms)

3. Choose Databases
Select appropriate academic databases and online libraries for your search. Common are:
1. ACM Digital Library
2. |EEE Xplore
3. Google Scholar

15



Basics Groups How To Concept Document

Google Scholar
5

'@ Beliebige Sprache | | Seiten auf Deutsch




Basics

= Google Scholar

& Artikel

Beliebige Zeit
Seit 2025
Seit 2024
Seit 2021

Zeitraum wahlen. ..

Mach Relevanz
sortieren

Mach Datum sortieren

Beliebige Sprache
Seiten auf Deutsch

Alle Typen
Ubersichtsarbeiten

| Patente
einschlielfen

v/ Zitate einschlieften

Alert erstellen

How To —oncer

virtual reality beam walking exer
Ungefahr 28.600 Ergebnisse (0,18 Sek.)

Effects of virtual reality high heights exposure dunng beam-walking on
physiological stress and cognitive loading

SM Peterson, E Furuichi, DP Ferris - PloS one, 2018 - journals.plos.org

... balance beam walking task in two virtual reality conditions and with unaltered view (15 minutes
each) to determine if virtual reality ... We recorded number of steps off the beam, heart rate, ...

7¢ Speichern 99 Zitieren Zitiert von: 137 Ahnliche Artikel Alle 12 Versionen %

sucH] Influence of virtual reality height exposure on cognitive load and visual
processing during balance beam walking

C Herman - 2021 - search.proquest.com

... VR and challenging dynamic tasks. Thus, the purpose of this study was to observe how virtual
reality ... processing, and cognitive effort during beam walking. Sixteen healthy young adults ...

77 Speichemn 99 Zitieren Ahnliche Artikel 59

The effect on lower spine muscle activation of walking on a narrow beam in
virtual reality

A Antley, M Slater - IEEE transactions on Visualization and ..., 2010 - ieeexplore.ieee.org

... participants in an immersive virtual environment (IVE) walked on a virtual narrow raised
platform that we call a beam. When they walked on the virtual beam they exhibited muscle ...

7y Speichern 99 Zitieren Zitiert von: 27 Ahnliche Artikel Alle 16 Versionen

Walk this beam: Impact of different balance assistance strategies and height
exposure on performance and physiological arousal in vr

... As the next step, we invited them to walk forth and back on the beam to get an initial
impression and test the safety system. After that, we introduced them to the VR headset while we ...
7y Speichemn 99 Zitieren Zitiert von: 8 Ahnliche Artikel Alle 10 Versionen 99

Effects of virtual reality-based ankle exercise on the dynamic balance, muscle
tone, and gait of stroke patients

C Yom, HY Cho, BH Lee - Journal of physical therapy science, 2015 - jstage jst.go.jp

... via a 1,024 = 768 XGA type high quality beam projector. To maintain the movement speed

of ... The virtual reality-based ankle exercise reduced walking time because of the increase in ...

7t Speichern 99 Zitieren Zitiert von: 50 Ahnliche Artikel Alle 10 Versionen 99

|
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ycument

[PDF] plos.org
SULB Volltext

[PDF] ub edu
SULB Volltext

[PDF] Imu.de

[PDF] jst.go jp




Basics

Look for Scientific Literature

7\ DIGITAL
ACM@LIBRARY

Search

Welcome to the ACM Digital Library

A community engaged with a repository of resources to support computing research and practice

( Please explore and use the [Feedback] button on any page to help us

shape the new site.

9
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Basics

Look for Scientific Literature

IEEE.org | IEEE Xpiore | IEEE SA | IEEE Spectrum | More Sites Donate | Cart | Create Account | Personal Sign In

IEEE Xplore‘” Browse v My Settingsv  Helpv Institutional Sign In @IEEE

Advancing Technology for Humanity
SEARCH 6.719-756 ITEMS

ADVANCED SEARCH ¢ TOP SEARCHES +

IEEE Climate Change Collection

As the world’s largest organization of technical professionals, IEEE is uniquely positioned to help organize the world's engineers,
scientists, and technical professionals in addressing the causes, mitigating impacts, and adapting fo climate change.

Go to the Collection

Featured Authors

Anuradha ! ‘ Henry Samueli Boxue Du
Annaswamy = (usA) (CHINA)
(USA) _—
i ) Challenges and opportunities in the Surface Electrode Degradation Features of
Integration of Adaptive Control and i . N o
broadband connected world Metalized Film Capacitors: Considering

Reinforcement Learning for Real-Time

g Self-Healing and Flashover Discharge
Control and Learning

‘ Follow ‘ Follow | Follow

MORE FROM ANURADHA ANNASWAMY MORE FROM HENRY SAMUELI MORE FROM BOXUE DU



Basics

Look for Scientific Literature

ChatGPT v

Wie kann ich dir helfen?

Do a scientific literature review for me on the topic of a beam walking exercise in virtual reality{

+ @ Suche o Starte Reasoning fir co o




Basics

Look for Scientific Literature

Does this papef actually exist?

sure During Beam-Walking on Phr \

— ‘ . .
Cr = Effects Virtua y Fig
o] e S - [)‘ 3 i of Virtua Realit High He gll\s Expo

» Artike

ity hi i osure
i ity high heights exp
Eftects of virtual rea el dm
. physio\ogica\ stress and cpgmtwe loading
b SM Peterson, E Furuichi, DR Femis

Seit 2024 mn& journals.plos.org
Seit 2021

: reasingly U
Zeitraum wahlen. Virtual reality has been increasingy

rovide: ense
aealthy young subjects penormmg 315 "
conditions and with unaltered view {

: i stress.
Nach Datum sorfierer heights exposure induced

Sprache

MEHR ANZEIGEN

itan auf Deutsch . .
. 7 Speichermn 09 Zitieren Zitiert von: 137 Ahnl
Alle Typen |

g i lle Ergebnisse
Upersichisarbefen Bestes Ergebnis fir diese Suche Alle £g
Patente
einschiieBen

V1 Zitate sinschiiefen
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abilitation because it
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inutes each "
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fpoF] plos.org
SULB Volltext

show me some references

Certainly! Here are some key references related to beam-walking exercises in virtual reality (VR):

htion of Walking on a Narrow Beam in Virtual Reality

ation and Computer Graphics, February 2011
ivity during beam-walking tasks in both physical and virtual
pon patterns in VR mirrored those in the physical environment,

ire rehabilitation.  PubMed 2 ResearchGate -3

posure During Beam-Walking on Physiological Stress and

Daniel P. Ferris

of virtual height exposure on beam-walking

hereased physiological stress and cognitive load, which

palance and Gait in the Elderly: A Systematic Review
r Achalandabaso-Ochoa

at VR therapy is more effective than minimal intervention

hmic balance, and gait in healthy elderly individuals.

Exercises on Balance and Fall in Elderly People with Fall Risk: A Randomized

Authors: Noorolla Zahedian-Nasab, Azita Jaberi, Fatemeh Shirazi, Somayyeh Ka
Published in: BMC Geriatrics, 2021

usipor

Summary: This randomized controlled trial assessed the impact of VR-based balance training on elderly

individuals at risk of falling, finding significant improvements in balance and a reduction in fall incidents.

Be very careful:
LLMs can hallucinate papers
that do not actually exist!

If you use LLMs
- always double-check!!

21



Basics Topics

Groups Concept Document

i Consensus Product v

Resources Pricing About Contact

Legin Try for free >

Al Search Engine
for Research

Find & understand the best science, faster.

 But still:
Ask the research... e If YOU Use I.I.MS
- always double-check!!

%, Does exercise improve cognition? Q g8 Can cash transfers reduce poverty? Q

&  Are statins effective in the elderly? Q < Can mindfulness help with sleep? Q

Try an example search

22



Basics

Look for Scientific Literature

1. Define Your Research Question
2. Identify Keywords (also list synonyms)
3. Choose Databases
Select appropriate academic databases and online libraries for your search. Common are:
1. ACM Digital Library
2. |EEE Xplore
3. Google Scholar
4. Conduct the Search
5. Review Absiracts and Titles (idenfify the most important papers)
6. Read Full Texis
7. Evaluate Relevance, Credibility, and Quality

peer-reviewed papers
reputable conferences/journals (e.g. ACM CHI, ACM UIST, ACM VRST, ACM SUI, IEEE VR, IEEE ISMAR, ...)
8. Check References for Further Relevant Papers

23



Basics

Look for Scientific Literature

Journals Magazines Proceedings Books

saarlaendische Universitaets— und Landesbibliothek Saarbruecken Browse | About | Signin Register

SIGs Conferences People

Conference Proceedings Upcoming Events  Authors  Affiliations ~ Award Winners

Search ACM Digital Library | Q. advanced Search

Home > Conferences > VRST > Proceedings > VRST '22 > Walk This Beam: Impact of Different Balance Assistance Strategies and Height Exposure on Performance and Physiological Arousal in VR

Citations
(see also: Google Scholar)

VRST '22: Proceedings of
the 28th ACM...

Wall This Beam: Impact
of Different Balance...

Comments

ol

RESEARCF-ART\CLl\ b d | Awqrds Xin@ f

Walk This Beam: Impact of Different Balance Assistance Strategies and
Height Exposure on Performance and Physiological Arousal in VR

Authors . b ~ 3 e .
S Pr ing, 1 ROSiU li ftwar oy e g

hitty i.org

Published: 25 1 ber W) Check for updates

911 A7 545 A B ™

Il Abstract

Dynamic balance is an essential skill for the human upright gait; therefore, regular balance training can improve postura

control and reduce the risk of injury. Even slight variations in walking conditions like height or ground conditions can

significantly impact walking performance. Virtual reality is used as a helpful tool to simulate such challenging situations

ressful environmental

Hov there is no agreement on design strategies for balance training in virtual reality unde

conditions such as height exposure. We investigate ho di 1t training strategies, imitation learning, and

ss conditions. Moreover,

gamified learning, can help dynamic balance control performance across different

evaluate the stress response as indexed by peripheral physiological measu workload, and user

experience. Both approach e tested against a baseline of no instructions and against each other. Thereby, we

show that a learning-by-imitation approach immediately h dynamic balance control, decreases stress, improves

attention focus, and diminishes perce erwhelmet

d workload. A gamified approach can lead to users bein

additional task. Final discuss how our approaches could be ada r balance training and applied to injury

rehabilitation and pi ion

Title
Authors

Conference

¢ Feedback

z>e

bstract

@ ¢
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Basics

Look for Scientific Literature

VRST '22, November 29 December 1, 2022, Tsukuba, Japan
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Basics How To Concept Document

Conference Data

Search: cHIhumanfactors
Name : Rank Source

Conference on Human Factors in Computing Systems Al Qualis

International Conference on Human Factors in Computing Systems A ERA

Name A Rank Source

Showing 1to 2 of 2 entries (filtered from 3,655 total entries) Previous Next

Share this data via direct link http://'www.conferenceranks.com/ or Twitter ¥




Basics

How to write a concept

It's basically a project proposall

Your goal: Convince the reader (us), that this is a good idea and worth 7CP!

No bullet points! it Good Quality of Writing Sketches

28



Basics Topics Groups Concept Document

u ITI T I_ Research - People  Mediainformatics +  Teaching ~  Jobs/Interns  Student FAQ ~ Contact

Ubiquitous Media Technology Lab
Seminar: Sweat and Survive - the VR Edition

UMTL ' Teaching Summer 2025 Seminar. Sweat and Survive - the VR Edition

SUMMER 2025 . . iy
Seminar: Sweat and Survive - the VR Edition
Proseminar: Virtual Reality -
Grundlagen und Stand der
Forschung

Seminar: Sweat and Survive -

the VR Edition

Seminar. GameCraft:
Spielmechaniken und Spiele-
Prototyping

Goal of the Seminar

In this practical seminar, small groups of students (3) will develop a Virtual Reality (VR) fithess application with a twist. 29
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Your group's tasks will be:

Preparing your prototype for a user study
Conducting the user study & analyze the resultd
Participating in the studias of the other groups Concept Document
Prepare and give a presentation about your fing
Write up a final report detailing your project and

Reports

Two written reports have to be submitted in this seminar - the concept report and the final report.
Below you can find the formal requirements for these two reports and examples of how they could be structured.

While the formal requirements (template, overall length, number of cited papers) must be adhered to, you are free to
deviate from the proposed structure if that makes more sense to present your project. If you deviate, however, ensure
that the topics proposed in the example structures are adequately discussed in your document.

Concept Report

The written concept report should be 2-3 pages long (excluding references) and submitted as a PDF in ACM 51G
format (2-column). The following LaTeX template should be used:

hitps.//www.overleaf. com/latex/templates/association-for-computing-machinery-acm-sig-proceedings-template/
bmvihcdnxfty

A concept report could be organized like this:
1. Motivation of the General Topic

o Why is the topic of the seminar important?
o What problem is being addressed?
2. Related Work

o What have other people already done/discovered in this area?
o Review of relevant literature and previous work in VR sports applications and virtual threat scenarios.
o Citation of at least 5 scientific papers related to the fopic.
o Online libraries for literature search (examples):
= ACM Digital Library (https.//dl.acm.org/)
= |EEE Xplore (https.//ieeexplore.ieee.org/Xplore/home.jsp)
= Google Scholar (https://scholar.google.com/)

2 Cancant




Concept Report

The written concept report should be 2-3 pages long in ACM 51G

format (2-column). The folloving | aTeX template s
hiips.//www.overleaf.com/latex/templates/associatio
bmvihcdnxfty

Concept Document

-template/

A concept report could be organized like this:

1. Motivation of the General Topic

o Why is the topic of the seminar important?
o What problem is being addressed?
2. Related Work

o What have other people already done/discovered in this area?
o Review of relevant literature and previous work in VR sports applications and virtual threat scenarios.
o Citation of at least 5 scientific papers related to the topic.
o Online libraries for literature search (examples).
= ACM Digital Library (https://dl.acm.org/)
= |[EEE Xplore (htips.//ieeexplore.ieee. org/Xplore/home. jsp)
= Google Scholar (https://scholar.google.com/)
3. Concept

o Description of the chosen sports exercise (e.qg., planking, squatting, hanging on a hangbar, ...).
o Explanation of the adrenaline-inducing threat scenario tailored to the exercise (e.g., being chased by virtual
creatures, navigating through hazardous environments).
o How the threat scenario enhances the exercise expenence and induces adrenaline.
o How will people use the system?
4 Implementation Approach

o What would an implementation of your idea include?
o Technical details of the implementation, including software and hardware used.
o Steps taken fo integrate the sports exercise with the threat scenario.

5. Challenges

o What aspects need to be considered to ensure the system works and provides a good user experience?

o Potential technical and user expenence challenges.
o Solutions and adaptations planned to overcome these challenges.

. Evaluation ldea
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o Citation of at least 5 scientific papers related to the topic.
o Online libraries for literature search (exa
= ACM Digital Library (https://dl.acm.o
= |[EEE Xplore (https/liezexplore.ieee
= (Google Scholar (https://scholar.goog

Concept Document

3. Concept

o Description of the chosen sports exercise (e.qg., planking, squatting, hanging on a hangbar, ...).
o Explanation of the adrenaline-inducing threat scenario tailored to the exercise (e.g., being chased by virtual
creatures, navigating through hazardous environments).
o How the threat scenario enhances the exercise expenence and induces adrenaline.
o How will people use the system?
4 Implementation Approach

o What would an implementation of your idea include?
o Technical details of the implementation, including software and hardware used.
o Steps taken fo integrate the sports exercise with the threat scenario.

5. Challenges

o What aspects need to be considered to ensure the system works and provides a good user experience?
o Potential technical and user expenence challenges.

o Solutions and adagtations Elanned to overcome these challenges.

6. Evaluation Idea

o How could you demonstrate that the system actually solves the problem?

o Methodology of the user study conducted with the prototype.

o Description of the planned procedures.

o What data do you plan to collect and how.

o What are your hypotheses (i.e., what do you expect to see in the data)?
7. Conclusion

o Brief summary of the idea.
o Reflection on the planned overall experience and the impact of the VR application.
o Suggestions for future work and improvements.

8. References

o List of all cited scientific papers and other relevant sources.

Final Report
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Grading

Final Concept Document (10%):
Clarity of Writing
Completeness

Adherence to Word Count
Originality of Idea
Reflection of Related Work




Infroduction to the Unity 3D-Engine - 29.04.2025

Deutsches Forschungszentrum [SSkM  UNIVERSITAT

m T I dfkl far Kiinstiiche Intelligenz s IC paajafciploaticy I MUl pes ;
u "\ [| German Research Cent Campus I' .l
SU mﬁcmm::;;num L (] SAARLANDES

Seminar

Sweat and Survive - the VR Edition
Introduction to the Unity 3D-Engine

April 14, 2025

Felix Kosmalla & Dr. André Zenner
Saarland University & DFKI
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Implementation

Available Hardware

—

Vive Pro Wireless + Trackers

Banana-Lab

At the DFKI

You can book slots to work
there — details TBA
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Grading

Final Proiotype (40%):
Usability
Stability
Design

Documentation
« Clarity and Readability
Technical Accuracy
Visual Presentation




Mid-Term Presentation

Talk about:
« concept
« current development state

Content of the talk:

* similar to concept document

« show current state

« Images/videos of concept & prototype

- everyone should presentl!
- balanced speaking timel
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Grading

Mid-Term Presentation (10%):
Clarity and Organization
Content Quality

Visual Aids
Engagement and Delivery
Q&A Handling




Study &

Infroduction to User Studies & Scientific Reports - 27.05.2025

Deutsches Forschungszentrum SISk UNIVERSITAT

m T I dfkl far Kiinstiiche Intelligenz s IC paajafcibioaticy I MUl oes ;
u "\ [| German Research Cent Campus I' .l
SU mﬁcmm::;;num L ] SAARLANDES

Seminar
Sweat and Survive - the VR Edition

Intfroduction to User Studies & Scientific Reports

April 14, 2025

Felix Kosmalla & Dr. André Zenner
Saarland University & DFKI
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Study &

Documentation

(Leurnmg) Goals of the Seminar

e S UL e vy
igmm@gon ggﬁmmgﬂ@tgw

Combining classical (body weight)
exercises with virtual threats to motivate
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Study &
Documentation

Evaluation of your Prototype

Your goal: Prototype needs to be working well enough 1o execute a user study.

ove » TR ﬁli Group D

Group B 'H'H\H‘ = 'ﬁ'ﬂ‘ﬂ‘ Group C
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Study &
Documentation

Final Presentation

Talk about:

« original concept & changes to it
* final prototype

« user study & results

 future work

Content of the talk:

« similar to final report

« Images/videos of final prototype
* live demo in the Banana Lab

- everyone should presentl!
- balanced speaking fimel
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Grading

Final Presentation (20%):
Clarity and Organization
Content Quality

Visual Aids

Engagement and Delivery
Q&A Handling

Live-Demo




Gretest

Stud

Documentation

jireetatst

o pecoal

Association f

Ma:h\l’\ery (A

proceedings

y &

or Computing

M) - 516

Template L

. et
Fospures 8 BeES

o Reflection on the planned overall experience and the impact of the VR application.
o 5Suggestions for future work and improvements.
8. References

Final Report

o Lisi of all cited scientific papers and other reievant sources.

Final Report

The written final report should be 3-5 pages long (excluding references) and submitted as a PDF in ACM SIG format (2
column). The following LaTeX template should be used:
https:/iwww.overleaf.com/latex/templates/association-for-computing-machinery-acm-sig-proceedings-template/
bmvthcdnxfty

A final report could be organized like this:
1. Introduction

o Brief overview of the project and its objectives.
o Summary of the initial concept and motivation.
2. Related Work

o Review of relevant literature and previous work in VR sports applications and virtual threat scenarios.
o Citation of at least 5 scienfific papers related to the topic.
3. Concept and Implementation

o Detailed description of the proposed VR application.
o Explanation of how the application allows users to perform sports exercises while experiencing high
adrenaline in virtual threat scenarios.
o Technical details of the implementation, including software and hardware used.
4 User Study

o Methodology of the user study conducted with the prototype.
o Description of the participants and the procedures followed.
o Data collection methods and tools used.

5. Results and Discussion

o Presentation of the findings from the user study.

o Analysis of the data collected, including user feedback and performance metrics.

o Comparison with other groups' user studies and their virtual scenarios and sports exercises.
6. Challenges and Solutions
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The written final report should be 3-5 pages long (excluding references) and submitted as a PDF in ACM SIG format (2-
column). The following LaTeX template should be used:
https:/iwww.overleaf.com/latex/templates/association-for-computing-machinery-acm-sig-proceedi

Study & bmvfhcdnxfty

Documentation Final Report

A final report could be organized like this:

1. Introduction

o Brief overview of the project and its objectives.
o Summary of the initial concept and motivation.
2. Related Work

o Review of relevant literature and previous work in VR sports applications and virtual threat scenarios.
o Citation of at least 5 scienfific papers related to the topic.
. Concept and Implementation

(%)

o Detailed description of the proposed VR application.
o Explanation of how the application allows users to perform sports exercises while experiencing high
adrenaline in virtual threat scenarios.
o Technical details of the implementation, including software and hardware used.
. User Study

=

o Methodology of the user study conducted with the prototype.
o Description of the participants and the procedures followed.
o Data collection methods and tools used.

5. Results and Discussion

o Presentation of the findings from the user study.

o Analysis of the data collected, including user feedback and performance metrics.

o Comparison with other groups' user studies and their virtual scenarios and sports exercises.
. Challenges and Solutions

=2

o Discussion of the challenges faced during the implementation and user study.
o Solutions and adaptations made to overcome these challenges.
7. Conclusion

o Summary of the key findings and insights gained from the project.

o Reflection on the overall experience and the impact of the VR application.

o Suggestions for future work and improvements. 4 5
8. References




Grading

Final Report (20%):
« Clarity of Writing

« Completeness
* Visual Aids




Grading

| =

) |

Final Mid-Term Final Prototype Final Final
Concept Presentation Presentation Report
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Organizational Stuff

Groups & Exercise Assigments Mandatory Attendance

Today! Exceptions
exam, illness (only with medical certificate)
No Exceptions
other lectures, tutorials, etc.

VisRoom Until May 07 the latest!
- here - No exceptions!

Meeting Room Turing 1
DFKI (new part, top floor, +2) 48



Organizational Stuff

We want a fair seminar for everyone!
o
Q git

Everyone commits their own work! Talk fo us early!

Pair programming? Add it to the commit
message!

general problems
work-balancing problems in the tfeam
questions

Trying something oute Push o a new branchl! .

Wrote some texte Better be pushed!
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Organizational Stuff

We want a fair seminar for everyone!

The rules on the website count!

(if you have questions, ask us)

Progress Control .} git

To ensure a fair and even distribution of the work within the project groups, we require the following measures:

» All code has to be committed at the provided GitLab

Everybody commits their own work

When pair programming, note this in the commit message, e g. "Implemented Feature X - André + Felix"

When experimenting and trying out things (that eventually might not be part of the final prototype), still commit

such work in Git on a separate branch

« Sources of all written documents have to be committed at the provided GitLab (e.g. LaTex or Markdown)
Everybody commits their own work

When pair-writing, note this in the commit message, e.g. "Updated Introduction - André + Felix”
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Now

5 s;.

Leg Mobilisation

Group & Topic Finding

Balancing Squatting

Hanging/Pull-Ups
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Next Steps

ldeate & Document Concept

Draft due by 27.04.

Final Concept due by 07.05.
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