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Problem Description: Issues
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Existing Solutions | Related Work

Leonard Goldstein: PE in VR using Ubi-Interact 11



J Fachgebiet Augmented Reality Technische Universitat Miinchen TI-ITI

Goals of this Thesis
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Proposed Work | Approach
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Proposed Work | Approach

* Implement module communication first:

-

* Implement data processing thereafter:

* Observe performance, similarities, differences

=
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Discussion of Potential Issues

Implementation related: Thesis related:

* Not planning correctly * Being new to science
— stucture of code - reading
development to find - getting feedback on
problems early own writing

* Some parts might be * Academic english writing
Impossible in browsers? style
— omit / implement - TUM English
somewhere different Language Center
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Outlook
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Time Line
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