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Berichte zu weiteren bezuschussten Veranstaltungen 
 

International Workshop 
 „Discovering FishSim in 3 days“  

at the University of Siegen,  
20th to 22nd October 2017 

 
At the weekend of the 20

th
 to 22

nd
 of October 2017, the in-

ternational workshop “Discovering FishSim in 3 days - new 
software for computer-animated 3D fish stimuli for innova-
tive research in animal behaviour” took place at University 
of Siegen in Siegen, Germany. It was the first workshop 
introducing the new software “FishSim Animation Tool-
chain” (short: FishSim) with a generous funding of the 
DZG.  
FishSim was developed within the DFG funded Virtual 
Fish Project which started in 2012. It was initiated by Prof. 
Dr. Klaudia Witte (Institute of Biology) and Prof. Dr. Klaus-
Dieter Kuhnert (Institute for Real-Time Learning Systems) 
as a joint project to combine the fields of biology and com-
puter science. FishSim was originally developed to offer 
an easy-to-use software for creation, animation and pres-
entation of computer-animated sailfin mollies, to enable 
manipulation of visual information in experiments on mate-
choice copying in fish. As FishSim got more and more so-
phisticated over the years, it was clear at one point that it 
might be useful for other scientists working in the field of 
animal behaviour as well. Thus, the idea of releasing the 
software and organizing a workshop was born. 
A group of seven participants (four from Germany and one 
from each Italy, Poland and Sweden) applied to take part 
in the workshop to get a first look at FishSim and hear 
about its usage and application in research. The workshop 
was open to all career stages, from PhD students to senior 
scientists studying fish behaviour. The small group first 
gathered on Friday afternoon at the Institute of Biology, 
where the organizers welcomed the participants with some 
drinks and snacks. Klaudia Witte opened the workshop 
and introduced the Virtual Fish Project which was then ac-
companied by a tour through the labs of the Institute of Bi-
ology.  
 
On Saturday and Sunday, the fully equipped computer 
room at the Institute of Real-Time Learning Systems 
served as the main venue of the workshop. Each partici-
pant had access to a personal computer to make their first 
moves in FishSim and get to try each feature of the tool-
chain on their own. The workshop program was divided 
into smaller parts introducing the different tools of FishSim 
with theory and practice combined. Klaus Müller (PhD stu-
dent Informatics) and Marco Hütwohl (MSc student Infor-
matics) gave useful information about the structure and 
theoretical background of FishSim and Stefanie Gier-
szewski (PhD student Biology) highlighted best practices 
for the use of FishSim in research. The participants were 

given plenty of time to transfer the theory to practice which 
was eagerly conducted. Right from the beginning, it 
seemed that all participants were mesmerized by FishSim, 
trying to work themselves through the different tools and to 
understand its routine for the use in experiments. It was 
kind of a special view to see this small group of scientists, 
each one with a Playstation 3 Controller in their hand 
which had been planted in their goody-bags. Everyone di-
rectly started to adopt FishSim for their own research 
questions and tried to test if the functions might be accus-
tomed for their future experiments with zebrafish, stickle-
backs and other commonly used fishes. The organizers 
themselves were happy with assisting and answering as 
many questions as possible to provide the best possible 
support for each participant individually.  
 
Even though FishSim was originally focused on the use in 
two-choice experiments with sailfin mollies, it can be ac-
customed for diverse needs in research and also offers 
the possibility to add new virtual fish species as well as vir-
tual environments in which they can be animated and later 
presented to real test fish. Although it was the first time 
working with computer animation and 3D modelling pro-
grams for most of the participants, they showed an enor-
mous degree of creativity in how to manipulate the 3D fish 
models and virtual environments, which was really fun to 
see and further proofed the flexibility of the toolchain. The 
possibility to add new fish species to FishSim was demon-
strated by one participant who, with the help of the organ-
izers, created a new 3D fish model of a cichlid for her re-
search project. The cichlid model is now usable in FishSim 
together with sailfin mollies, Atlantic mollies and guppies. 
 
A workshop evaluation at the end revealed useful feed-
back on both the structure of the workshop as well as the 
features of FishSim for future improvement. We could al-
ready partly incorporate some aspects of the technical 
feedback afterwards. The latest version of FishSim will 
now be accessible for everyone from Bitbucket 
(https://bitbucket.org/EZLS/fish_animation_toolchain). 
 
We want to address our sincere thanks to the DZG for 
granting us financial support, with which we could provide 
our participants with enough coffee and catering 
throughout the workshop, as well as a dinner on Saturday 
evening. We also like to thank all our participants and 
hope that the workshop was inspiring and that they will 
gain the most out of FishSim in their future research. 
 

Your Team FishSim 

Stefanie Gierszewski, Klaus Müller, Marco Hütwohl  

& Klaudia Witte 
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