Feedback on Hello World Demos and Preparing for ForskarFredag - Lecture 8
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https://www.facebook.com/VisualizationStudio/videos/921705234559572/
https://www.facebook.com/VisualizationStudio/videos/921705234559572/
https://www.kth.se/
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AGI16 Calendar: link

. Tue 20 sep 13:00 — 15:00
. Tue 27 sep 13:00 - 17:00
. Fri 30 sep 8:00 — 16:00

. Tue 4 oct 13:00 — 15:00

. Tue 11 oct 13:00 — 15:00
. Tue 1 nov 13:00 — 15:00
. Fri 4 nov 9:00 — Sun 6 Nov 16:00
. Tue 15 nov 13:00 — 15:00
. Fri 18 nov 8:00-12:00

. Tue 22 nov 13:00-15:00

. Tue 29 nov 13:00-15:00

. Tue 6 dec 13:00-15:00

. Tue 13 dec 13:00-15:00

. Fri 16 dec 15:00-19:00
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Lecture 1

Lecture 2-3:

Lecture 4:

Lecture 5:

Lecture 6:

Lecture 7:

Lecture 8:  Preparing ForskarFredag 2016
Lecture 9:  Demo and preparation towards ForskarFredag
ForskarFredag (we set up on Thursday evening)
Lecture 10: Reflecting on ForskarFredag
Lecture 11: Preparing for Comic Con

Lecture 12: Preparing for Comic Con

Comic Con (we set up on Thursday evening)
Lecture 13: Forming groups for project 2
Lecture 14-15: Proposals Project 2

Lecture 16: Hello World Demo Project 2
Lecture 17: Feedback on Demos

Lecture 18: Preparing for Open House

Lecture 19: Demo project 2

VIC AGI16 Open House
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https://www.kth.se/social/course/DH2413/subgroup/ht-2016-702/calendar/
https://www.kth.se/social/course/DH2413/subgroup/ht-2016-702/event/28537/
https://www.kth.se/social/course/DH2413/subgroup/ht-2016-702/event/28546/
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https://www.kth.se/social/course/DH2413/subgroup/ht-2016-702/event/28549/
https://www.kth.se/social/course/DH2413/subgroup/ht-2016-702/event/28550/
https://www.kth.se/social/course/DH2413/subgroup/ht-2016-702/event/28551/
https://www.kth.se/social/course/DH2413/subgroup/ht-2016-702/event/28552/
http://forskarfredag.se/
https://www.kth.se/social/course/DH2413/subgroup/ht-2016-702/event/28553/
https://www.kth.se/social/course/DH2413/subgroup/ht-2016-702/event/28554/
https://www.kth.se/social/course/DH2413/subgroup/ht-2016-702/event/28555/
http://www.mcmcomiccon.com/stockholm/?lang=en
https://www.kth.se/social/course/DH2413/subgroup/ht-2016-702/event/28556/
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1. Feedback
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Preparing ForskarFredag
Demos next Tuesday
Assignment 3

Grades so far

Individual meetings if needed



Hoverbroom

Kl I ~ :
Maria Krinaki Hansjorg Hofer Wei Wang
krinaki@kth.se hhofer@kth.se wewang@kth.se

) = 2
David Ringqvist Adria Cruz Lisa Schmitz
davidrin@kth.se adriac@kth.se Ischmitz@kth.se

Advanced Graphics and Interaction

AGI16
VICS THEM 2016/09/09




* The positive

Hello World Demo — Skilled interaction is working

Feedback Hoverbroom _ . _
— Game mechanics are interesting

 The challenge

— Beginner’s interaction
* Pitch and Yaw are dampened

— Graphics
— FX
— Sound

— Super user interaction
* Rolls
* Movement vs. Gaze

2016/09/20 AGI16 - L8



Proposal for “Pokemon DON'T-GO”

-~

Y. W : ) o
Domagoj Penié Patrik Fraj- Sladoljev Mihael Marovic Nico Palmroos
domagoj@kth.se patrikfs@kth.se marovic@kth.se palmroos@kth.se

Advanced Graphics and Interaction
AGI16

VICSTHLM 2016/09/03 .



* The positive

Hello World Demo . .
— Environment on its way

Feedback PDG
 The challenge

— HW
¢* sensor tags
— PlansBand C
— Don’t use copyrighted material
— Build your own models and animations
— Physical setup

2016/09/20 AGI16 - L8



Proposal for TowPow

Rickard Emil Anton Calle Erik Arvid
Bergeling Westin Sivertsson Sténson Forsberg Satterkvist
rbergel@kth.se emiwes@kth.se antonsiv@kth.se cstenson@kth.se eforsbe@kth.se arvidsat@kth.se

Advanced Graphics and Interaction
AGI16
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* The positive

Hello World Demo . :
— Vive is working

Feedback TowPow _ .
— Pixelsense receives input

— Some game mechanics
— Picking up and shooting nice
 The challenge

— Use two controllers
* Bow and arrow

* Shield and sword
e Rifle?

— Graphics
— Pixelsense output

2016/09/20 AGI16 - L8



Proposal for The Chosen Ones

 —

Bjorn Eric Emilio Lando Rasmus Ludwig Erik Eriksson

Englesson Blomquist lando@kth.se Elmgren Sidenmark ererikss@kth.
engles@kth.s  ericbl@kth.se reimgren@kt  ludwigsi@kth se
e

Advanced Graphics anhélseinteractio'rsie
AGI16

VICSTHLT 2016/09/09 .



Hello World Demo
Feedback The Chosen Ones

2016/09/20

The positive
— Vive working
— Kinect mostly working!
— Bullets in the air

The challenge
— Kinect body stable

e Can you use Vive to anchor hands

— Balance game
— Explore speed
— Graphics

AGI16 - L8
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Proposal for Zield

b el

Halit Anil Floris L‘istr Mark Henrik Yuchen
Donmez florisl@kth Kerner Dahlberg Qiu
hadonmez se kerner@k hdahlb@kt yqiu@kth S
@kth.se th.se h.se
Advanced Graphics and Interactlon
AGI16

VICS THLW 2016/09/09

Xu Han

xuhan@kt
h.se




* The positive
Hello World Demo — HTC working

Feedback Zield * The challenge

— UX

— Game play
— Graphics
— goal

2016/09/20 AGI16 - L8



Proposal for SOUNDARK

1 detirea ]

Marcus Karl Karl Fredrik Staffan Rodrigo
Ahlstrom Andersson Gylleus Berglund Sandberg Roa Rodriguez
mahlst@kth.se karl9 @kth.se gylleus@kth.se fberglun@kth.se stsand@kth.se rorr@kth.se

Advanced Graphics and Interaction
AGI16

VICSTHI™ 2016/09/09 .




* The positive
Hello World Demo — Oculus working

Feedback SounDark — Sound working

— Shader working
— Procedural maze working

* The challenge
— Sound filtering
— Intetional sound design
— Gameplay
— Graphics
— Balance
— View for audience
— Design audience participation
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Hampus Fristedt
hamfri@kth.se

Erik Markstrom
erimar@kth.se

Mikael Knutsson
mikknu@kth.se
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2016/09/09

Casper Renman
casperr@kth.se

Ingemar Markstrém
ingemarm@kth.se

Kevin Whittaker
kevinbw@kth.se




* The positive

Hello World Demo _
Feedback CocAR

Pixel sense working
Controller working

 The challenge

2016/09/20

VR?

Physics

Graphics

FX

Game play

Balance

3D print and fiducials

AGI16 - L8
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Proposal for Have Mercy
“ =y @~

Alan Abdlwafa Adrian Haggvik Joakim Larsson Robin Tillman Alex Wennberg  Yinglai Xu
abdlwafa@kth. haggvik@kth.s joakim7@kth.s robint@kth.se alexwen@kth. yinglai@kth.se
sé e e sé

Advanced Graphics and Interaction
AGI16

VICSTHL™ 2016/09/09

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA
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* The positive

Hello World Demo _
Feedback Have Mercy

Environment set up
Phone sort of working

 The challenge

2016/09/20

VR?
Connectivity
Game play
Balance
Abilities
Graphics

FX

AGI16 - L8
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Proposal for You are God

Martin Hedlund marthed@kth.se
Julia Sporre juliasp@kth.se

Ahmed Assal aassal@kth.se

Andreas Linn anlinn@kth.se

Samuel Ekne samekn@kth.se

Ewoud van der Heide ewoud@kth.se

Advanced Graphics and Interaction

AGI16
VICSTHLM 2016/09/09 .


mailto:marthed@kth.se
mailto:juliasp@kth.se
mailto:aassal@kth.se
mailto:anlinn@kth.se
mailto:samekn@kth.se
mailto:ewoud@kth.se

Hello World Demo
Feedback You are God

2016/09/20

The positive

Vive working very well
Physics
Al

The challenge

Graphics
FX
Gameplay
Goal
Balance

AGI16 - L8
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Jack Shabo
jshabo@kth.se

Proposal for Pointy Stick

-,
{ g S - .
Henrik Karlsson Haisheng Yu Mathilde Caron William Schroder
henrkarl@kth.se haisheng@kth.se mathicaron@ wisc@kth.se

hotmail.fr

Advanced Graphics and Interaction
AGI16
2016-09-09

Max Lindblad
maxlindblad@
hotmail.com
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* The positive

Hello World Demo — Environment started
Feedback Pointy Stick
y  The challenge
— Controller
— VR?
— G@Qestures

* Definition

* Recognition

* Read: Ashbrook, Daniel, and Thad Starner. "MAGIC: a
motion gesture design tool." In Proceedings of the SIGCHI

Conference on Human Factors in Computing Systems, pp.
2159-2168. ACM, 2010. PDF

2016/09/20 AGI16 - L8 23


https://www.researchgate.net/profile/Thad_Starner/publication/221518795_MAGIC_a_motion_gesture_design_tool/links/55ada20308aee079921e2d62.pdf

2016/09/20

search to

eate an augmented reality analysis tool for automotive engineering. She
has developed a first-person 3D visualization of the Volvo XC-90 going
through a simulated fluid. The engineering task is to determine
contamination events, moments in which the mud strikes the eninge and
the distribution belt. We are recruiting 3 to 5 participants for a pilot and 20
participants for the one-hour study during the third and fourth weeks of
October. For the first 25 people to sign up, we will award credit equivalent
for one assignment, that is you replace one of the AGI16 assignments with
participation in the study. Participation will take 60 minutes. Please ask
Terese any questions.

AGI16 - L8
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https://www.facebook.com/events/801457673329662/
https://www.facebook.com/events/801457673329662/
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We are on the 3rd
floor stage

Setup

Thursday Sept 29
15:00 (@ VIC) -
20:00 (@ location)

Present

Friday Sept 30
8:00 (@ location) —
16:00 (@ location)

Mario’s mobile
0762581802

Return

Friday Sept 30

16:00 (@ location) —
18:00 (@ VIC)
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https://www.facebook.com/events/319833688367770/
https://www.facebook.com/events/319833688367770/
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https://www.google.se/maps/dir/KTH,+Valhallav%C3%A4gen+79,+100+44+Stockholm/Debaser+Medis,+Medborgarplatsen+8,+118+26+Stockholm/@59.3308714,18.0318234,13z/data=!3m1!4b1!4m14!4m13!1m5!1m1!1s0x465f779d96ed48cb:0xb1366ae00b879b4a!2m2!1d18.073537!2d59.347327!1m5!1m1!1s0x465f77fa8f578009:0xcdcc0f0011314df2!2m2!1d18.072488!2d59.314519!3e3
https://www.google.se/maps/dir/KTH,+Valhallav%C3%A4gen+79,+100+44+Stockholm/Debaser+Medis,+Medborgarplatsen+8,+118+26+Stockholm/@59.3308714,18.0318234,13z/data=!3m1!4b1!4m14!4m13!1m5!1m1!1s0x465f779d96ed48cb:0xb1366ae00b879b4a!2m2!1d18.073537!2d59.347327!1m5!1m1!1s0x465f77fa8f578009:0xcdcc0f0011314df2!2m2!1d18.072488!2d59.314519!3e3
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Debaser 3™ floor stage
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Debaser 3™ floor stage
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ForskarFredag 2012
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ForskarFredag 2014
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ForskarFredag 2014
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ForskarFredag 2015
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Next Tuesday

Demo Rehearsal up for ForskarFredag
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Demo: Purpose

2016/09/20

Practice for ForskarFredag
Demonstrate state of projects
Interact with each other’s projects
Discuss

Improve

BUT...

Train to:
Present in 60 seconds to six-year-olds
Observe and gather formative evaluation quantitative and
qualitative data in the field
Ellicit constructive criticism

AGI16 - L8



Demo: Structure

2016/09/20

* Interactive Demo
03:00
— Hands-on
— Non team members
— Discussion going on
* Context Switch
01:00

AGI16 - L8
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Demo: Roles

2016/09/20

e At least:

— One presenter
* Present script only

* Answer questions

— One observer

 Take notes
e DO NOT TALK

— One inquirer
* Ask clarifying questions
* Do not ask leading questions

AGI16 - L8
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Demo: Presentation on
Poster

2016/09/20

One slide

2, 3 or 4 columns

— Motivation and Goals
— Methods
— Results

Few words many images

Link to how to do and present

posters

AGI16 - L8
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http://www.personal.psu.edu/drs18/postershow/

Multi-Flash 3D Photography: FitaeseL IR T bt Photometric Reconstruction
Capturing the Shape and Input Image OMHOHE Phong BROF Model
H v Using the implicit surface, we can determine which points are L -
Appearance of 3D Obje(:ts / visible from each viewpoint. To model the material properties of the o L N
A new npproach for recc.nstructing 2D c|-|:|jects , ) 1 surfnr:a. we fit a par-pnint Phﬂllg BRDF model to the set of visible N R 2
Es:ngts I;adtc;'-.-u's cast bTr'dpr“; discontinui |__| i i Lx ) reflectance observations (using a total of 67 viewpoints). g // 2
etecte y a multi-flash camera. Unlike , \ n
existing stereo vision algorithms, this method » Il - k l +kd}un L] l—'— k l(r - V) L.____n
works v | i including ¢ \ \_a,l_f —_— “S_Y__, ! _
unpainted ceramics and architecturea. | \ Ambient Diffuse Specular .

Data Capture: A turntable and a digital camera
are used to acquire data from 870 viewpoints.
For each viewpoint, we capture a set of images
using illumination from four different flashes.
Future embodiments will include a small,
inexpensive handheld multi-flas amera.

Multi-Flash Turntable Sequence Images Phong (Specular)

Recovering a Smooth Surface

The reconstructed point cloud can
possess errors, including gaps and noise.
To minimize these effects, we find an
implicit surface which interpolates the 3D
points. This method can be applied to any . v ;
3D point cloud, including those generated ! —————— J
by laser scanners. 3D Point Cloud Implicit Surface

Turntakle

2016/09/20 AGI16 - L8 57
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using time-
While

motion, they are nat an intuitive method for visualizing the motion itself. We propose the

‘malecular change. This orthoganal transposition of the visualization allows the 3-dimen-
detail, 55 well as th of

mwhmhm&

studying is 2

the external shell or

by
o pH shift after en-

mmmmammmm The AAV2 capsid is composed of 60

subunits (Figure 1) arranged
in 20 symmetric trimeric groups of 3, aligned to
the faces of an icosahedron. The 5-fold axes of
symmetry (Figure 1) posess an apparent pore,
while the 3-fold axes of symmetry (Figure 3) are
comparatively tightly interwoven.

While not yet completely charactarized at the
and f

the nucleus requires passage through an acid-
endosome [Bartlett

protected functional domain, and that the con-
formational change displays hysteresis or an-

50l pH levels. Analyzing the pathlines followed
by atoms during this change, rather than the in-

will allow us to better understand the confor-

mational change, determine m chang-

ing egions,and predict candidate domainsfor
further biochemical study.
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ackground and Rationale:

thI"I for

gulatory material,
or by developing mutant AAVs with binding characteristics that
allow them to target specific cell lines. The first approach may be
successfulfor localzed Injection, but is not possibl for system-

by our

limited ith lexity of

ulation, pr

material The

final
of the nd function of the viral id,

mn,-u-mmwmmmm«mqmmuu
motifs.

mechanical

Addressing the wide-spread nat-
ural immunity to AAV requires
similar understanding of the cap-

candidates for gene-therapy vectors. While
thouymale

tain the ability to efficiently infect host cells,

establish

into the host genoma. o‘- insarting new genes

rus mecessary for replication, AAV may be used
1o deliver these genes into the genome of a hu-
man host, potentially treating a large range of
genetic diseases or deficiencies.

Twe of the factors that must be overcome in ap-
plying AV as a gene-delivery technology are

and the wide pre-exposure of human popula-
tions to ARV from natural infections.

" prob-
f
genes in non-regulated contexts. Selectivity

mational change inthe AAV2 cap-
sid protein. Cakulations of the

neutral pH (a series of transitions.
that are known ta be physiologi-

cally for the function of

the virus), indicated that the RMS
distances between the stru d the native ata maximum at a mid-
d low pH, back st the low end of the pH

point
simulation. The reverse simulation followed a similar

plots, and 3-dimensional backbone animations were insufficient to visual.
ize the overall structural change, and to understand the relationship be-
tureen the molecular motion and the functional changes of the capsid.

M:ﬂlods:
ed y ¥, then energy

at 300K. 0.1 Molar Nacl,
PH7.0. The energy stabilized after roughly 20,000 cycles (40ps). Tuhm.
late the acidification of the vescicle and carresponding structural ch
#5, the pH muwuuanmmmmmm

were run. Mal Aps).
Pathlines for individual atoms were extracted from the backbone atoms
nf g graphs. or POV-Ray
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that can be raytraced to generate pathiine snimations
i eabanced eamuredd

- anuhs:
A pathi Ray)

f the moti

protein,
ured, Therelativelystable region of the

participate in interactions forming the
trimeric subunit. There is also consid-
erable mation in the region of the pro-
tein that forms the apparent pore at the.
5-fold axis of symmetry (The 5-fold axis
of symmetry and motions around this

pH, Is presanted in Fig-

Figures 5 and

6).

or delivery via the WWW.

\
active can be adequately

Comparisons with existing molecular-
motion viewing techniques are shown
in Figures 7 and 8. The defacto stan-
dard static presentation is the overlay
of multiple conformations as shown in
Figure 7. With relatively distant confor-
mations overlayed,
each  customar-
ily rendered with a

‘ standing of the structure.

er, and rearrang-
ing the spectrum
to shade temporily,
rather than along the backbone (Fig-
- ure 8], provides a greater sense of the
metion, but sacrifices intuitive under-

Counterintuitively, it is the structure it-
self that occludes visual interpretation
of the structure in Figure 8. Recogniz-
ing that it is the near-pathline-like so-
lidity of the paths traced by the atoms, that allows th nd

piction of a single structure, its atoms »

La

pa i
weeping along the atomic pathlines of the mo-

Figures 9 and 10 focus on the motion of the
N-terminal domain across the entire neutral-
acidic-neutral simulation. Figure 9 depicts it
in the POV-Ray rendered form, and Figure 10
in the VRML form. The expected conforma-
tional anisotropism in the return to neutral
PpH s clear in each, from the distinct paths of
Hl-bnl’ultmm.

LT S

S
b ST LTI

SR N RS

58



2016/09/20

INntroduction

Woice is one of the most natural means of exoression, we always
underestimate cur vocal instinct as game interface, what if we
usa this instinct to power up a beautiful game? Incorporating vi
sualization technique, Celeslia uses voice input based on pitc
detection as a primary controler, and provides insight into i
tion of vocal interaction.

Design

The initial idea came to us
as a scenario of someone
playing a game using only
voice. She is

charmed with this mysteri
ous celestial envirenment
which merges visual and

vocal elements seamiess-

1 with the story, a newbom star w

However, comets and nebulae might hurt it S journey.

Fortunaiely, user's voice can help it gain more power by absorb-
planets

Evolution of

(M) AVocal Interaction Music Game

Cheng Yang Yang Shi (ﬁ ETCglobal @SIGGHAPHEOB

Carnegie Mellon University Carnegie Mellon

Game Play

The purpose is to guide a newbomn star through the universe with melody. The user's vaice can erllargé the star to absort. smaller planets and
comets, nebulae. Every element of the experiential th s tied to the background music; the constellation is the music visufilization with th
mid and bass rangs cf the soundtrack in real-time. =

urvive encounters with
different colors reacting

ower pilch lriggers expanding
Tha star absorbs planets

Approach

By using Fast Fourier Transiormation
and are in perfect harmany with bac
es. Wae also adopted two different pilch ranges to

is, we precisely selecied 3 pitches as controll
e of playing Celst n be singing a song by cor
female and male voices

because they are in the best d
ng those notes in chord

tection range
game progress

erithm and voice spe:
kground music. The whole
ccommodale Dol

I analy:

3 Iriggers malch background muskc Lower frequency set for maks voics

Future Work

Wa introduced Celestia to a vocalist to improvise the
game for & live audien
cess, people think i
lestia is not confined to human voice, users can play in
struments, such as guitar, harmonica or water bells

We will keep exploring more possibiliies of Celestia, I0S
wersion will follow soon.
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%’%ﬁ%b\ﬁ\(‘ﬁ‘?‘ .lonaS Andrée ﬁ jonandre@kth.se

Introduction
Planetary Defence is an online 3D
graphics multiplayer game. You
shoot rockets at your opponents and
you can shoot your opponents’
rockets down.

Motivation
Build lightweight socializing
Learn new technologies
Design Entertainment

Goals
Multiplayer
Multiplatform
High resolution
3D game
On the web

Technology
WebGL
Web sockets
Html5
Three.js

Interaction

Swipe / click and drag
Tap / click

Conclusions
Real-time 3D graphics
Multiplayer interaction
Online
No downloading!

References

Three.js https://github.com/mrdoob/three.js

WebGL http://www.chromeexperiments.com/webgl/

Media

Parisi, Tony (2012). WebGl Up and Runing. USA: O'rilly

o

bit.ly/QwaRhj

AGI12 Advanced Computer Graphics and Interaction 2012
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Demo: Questions

2016/09/20

* Clarifying questions:

— What do you mean by “so and
so”?

— | don’t understand, could you
explain it differently?

— Could you talk about that
further?

— Tell more about that...
— How does that make you feel?
— "Following” questions
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* Leading questions:
Demo: Questions — What do you think?
— Is it working for you?
— Do you like it?
— What would you improve?
— What would you change?
— Why don’t you like it?

— Why do you like it?

2016/09/20 AGI16 - L8



* Pen and pad

Observers * Take copious notes
 Count, count, count!
* Take photos

* Record (VERY SHORT) videos —
e selective

* Record (VERY SHORT)
testimonials
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* Working VIC Demo

* Code with good comments
Remember: Deliverable * Webpage with:
— Description
* Goal and motivation of the project

* Explanation and Justification of the graphics and
interaction technologies used and developed

* Challenges

* Obstacles

* Related work
* Lessons learned

— Photos
— "Making of" documentary (2 minutes)
— Demo Reel (30 seconds)

— Optional PR material (logo, trailer, flyers,
posters, catalog)

— User testimonials (what did people say)
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Demo: Audience

2016/09/20

Take notes
Comment during demo
Take notes of comments

Transfer your notes to the
facebook wall

Help each other

AGI16 - L8
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* 10%

Grading of ForskarFredag * Grou P
— 9:00—-16:00 (- 1% per hour
missed)
* Individual component — KTH
social

— Answer the survey which will be
posted on Friday, September 26 at
17:00 before Sunday September
28 before 23:55. It is very
important that you answer it as
soon as possible after
ForskarFredag is over.
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https://www.kth.se/social/course/DH2413/proxy/mod/assign/view.php?id=217

ForskarFredag Survey

2016/09/20

What did you learn
presenting, observing,
interacting?

What were the most common
guestions?

What were the challenges?
What were the rewards?
A few technical questions.
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Communication

2016/09/20

* Poster feedback
* Printing (Tuesday morning)
 Other communication
materials
— Web page
— Flyers
— Logo
— Slogan

AGI16 - L8
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04:00

Ind. Meeting if needed

08:00 — 18:00
AGI16 ForskarFredag

09:00 — 10:30
Johan Johnson&Johnson

11:00 - 12:00
CST Seminar

13:00 — 15:00
Fidreldsning - Avancerad grafik och
interaktion (DH2413)

VIC-studion

15:00 — 20:00
Mattias H ForskarFredag
VIC - Deb
6:00 [NE00=N 700 16:00 - 17:00 0 16:00 — 17:00
Leo Leo Leo
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Assignment 3

2016/09/20

Due Tuesday October 4 at 10 AM
Everyone

Share the papers with each other on a google
doc spread sheet

Invite me to the document
Group the papers into themes

Prioritize the papers per theme
— Everyone Votes scores 3 (best) to 1.

The top 12 papers is your reading list for the
following 4 assigments

| will suggest follow up readings per theme
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Individual Grades

2016/09/20

* | will create a google doc
* Alias to everyone
* Place individual results there

AGI16 - L8
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Questions?
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