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http://www.awz.uni-wuerzburg.de/archiv/film_foto_tonarchiv/filmdokumente/th_erismann_ikohler/die_umkehrbrille_und_das_aufrechte_sehen/







https://www.sciencenews.org/blog/culture-beaker/dress-divided-internet-it%E2%80%99s-really-about-subtraction/
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Goldstein (2010, pp. 231–235)
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Dörner 2013, Virtual and Augmented Reality (VR/AR)
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https://www.inf.uni-hamburg.de/en/inst/ab/hci/people/steinicke.html
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http://blog.sportlaedchen.de/pilates-und-yoga/yoga-uebungen-ruecken-anfaenger-fortgeschrittener/



•

•

•



http://vhil.stanford.edu/pubs/2014/won-jcmc-homuncular.pdf



Azmandian, M., Hancock, M., Benko, H., Ofek, E. & Wilson, (2016) A. Haptic retargeting: Dynamic repurposing of passive haptics for enhanced virtual reality experiences.
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http://www.hennig-am.de/schwindel.html
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Four-pole galvanic vestibular stimulation causes body sway about three axes,
Kazuma Aoyama, Hiroyuki Iizuka, Hideyuki Ando & Taro Maeda, 2014
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(Lee & Anderson, 1974):



(Lee & Anderson, 1974):



https://basilic.informatik.uni-hamburg.de/Publications/2012/BSWL12/article.pdf



http://uploadvr.com/eagle-flights-solution-to-vr-movement-looks-incredible/
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Detection Thresholds for Redirected Walking, Prof. Dr. Frank Steinicke, Dr. Gerd Bruder
Cognitive Resource Demands of Redirected Walking, Gerd Bruder, Paul Lubos, Frank Steinicke

IEEE Transactions on Visualization and Computer Graphics (TVCG), page (accepted) - 2015 
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Müller & Rabbitt 1989
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Who turned the clock? Effects of Manipulated Zeitgebers, Cognitive Load and Immersion on Time Estimation
Christian Schatzschneider, Gerd Bruder, Frank Steinicke

IEEE Transactions on Visualization and Computer Graphics (TVCG), Special Issue on IEEE Virtual Reality (VR), page 1--9 - 2016 
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http://bedenk.de/sign/player-game-designer/



https://www.reddit.com/r/gaming/comments/49vfa2/leaning_on_virtual_desks/
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Yee, N. & Bailenson, J. (2007). The Proteus Effect: The Effect of Transformed Self-Representation on Behavior. Human Communication Research, 33, 271-290.



Scott McCloud, Understanding Comics: The Invisible Art (1994: Harper Paperbacks)
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THOMAS‘ VR UX CHECKLIST V0.5

o shallow / no interaction

o non-diegetic GUI

o linear story-telling

o proprioceptive disconnect

o impersistent and conflicting world

o performance lag

o breaking expectations

o void of life

o meaningful interaction

o natural spacial interface / mapping

o interactive story-telling

o multi-sensory

o emotionally relevant

o technical fidelity

o believable and consistent

o validity through social interaction

Positive Negative












