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Introduction to why this topic is so interesting and why there should be additional research, with references to current work [1,2,3,4].
…
…
…
…
…

Explain the goals and required major steps to conduct the research in this thesis topic with references [5].
…
…
…
…
…

The proposed work consists of the following parts:
· Literature and patent research of relevant work resulting in a comprehensive list of existing VR training systems for sports and existing interaction concepts.
· Ideation and implementation of at least three different training concepts including different training methods
· Design and implementation of three different interaction concepts, one of which should be based on inside-out tracking only
· Literature based selection of needed/suitable hardware platforms for each concept
· Evaluation of all developed concepts regarding user experience and usability with at least 20 healthy subjects
· Implementation and evaluation of one prototype based on the best evaluated concept

The thesis must contain a detailed description of all developed and used algorithms as well as a profound result evaluation and discussion. The implemented code has to be documented and provided. An extended research on literature, existing patents and related work in the corresponding areas has to be performed.
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