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Discussion of Potential Issues

Implementation related:

• Not planning correctly
→ stucture of code 
development to find 
problems early

• Some parts might be 
impossible in browsers?
→ omit / implement 
somewhere different

Thesis related:

• Being new to science
→ reading
→ getting feedback on 
own writing

• Academic english writing 
style
→ TUM English 
Language Center
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Outlook
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Lower-level 
implementations

Different IK 
algorithms

Different
bone rigs

Multi-user scenarios

HCI in physical 
embodiment

Applying physics to 
real robots
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Text draft
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