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Idea and Aim
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• easy to use and interactive

• gamification aspect to make it more fun for children

• make biostatistics approachable and tangible

• show the different skillsets and profiles needed in biostatistics

• demonstrate the innovate spirit of the pharmaceutical industry 

Phuse SDE Heidelberg 2024    |    Lars Andersen



3Phuse SDE Heidelberg 2024    |    Lars Andersen



Why Shiny?
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• hosted app can be used via touchscreen by visitors

• show the abilities and power of R and Shiny

• great interactive option to explain complex statistical concepts to a lay audience

•  ability to show clinical trial process from data collection to data analysis
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Technical Information
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• dockerized R Shiny application

• hosted on an AWS cloud service

• Multiple parallel user on the same backend -> only one container log

• CI/CD used for seamless hosting

• GPT 4.0 used for most of code generation
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Can LLMs be used to create R Shiny Apps?
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• Pros:

• worked surprisingly well

• very helpful tool for skeleton creation, inclusion of multiple languages and string 

manipulation

• very fast & easy prototyping

• close to no prior knowledge of R Shiny required for prototyping

• Cons:

• some errors are only fixable with in depth knowledge of Shiny and Reactivity

• complex features or additions are better to be coded without an LLM

• lots of iterations and patience needed to fix some bugs/errors
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Lessons Learned
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• gamification is a great tool to bring the complexity and abstract work of biostatistics closer to 

children and non-statisticians

• fun experience and great starting point for several great discussions with visitors  

• the app was used on two different occasions and received very positive feedback – from 

parents and their children as well as colleagues from other departments.

-> colorized stories with interactive technologies can aid in bringing our profession to live for a 

general audience
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Q & A
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