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Group Experimental Control
Mean 78.205 70.223
Variance 285.996 377.680
Sample size 30.000 31.000
Degree of freedom 58.000

T-statistic 1.713

P (T<=t) single tail 0.046
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You prefer Team-Based Learning over
Individual Learning for implementation
In class
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You prefer Randomly-assigned
team over Free-selected team in
Team-Based Learning
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You prefer Weekly-changed team
over Semester-fixed team in Team-
Based Learning
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7. #Z=#H£ 4 A (Recommendations and Reflections )
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Single Select Multiple Choice Questions:
®  Which tool is not required to create a 3D topless hollow cube in SketchUp?

* PushPull © Select © Rectangle “ Circle
®  Which 3D coordinate system is adopted by SketchUp?

™ Lefthand © Right hand * Barehand “ None of the above

® Immediate after you placing a copy in SketchUp, what to type to create 6 more
copies?

+6  © =7 *7 /6

® In SketchUp, which tool can be used to scale up or down a selected geometry?

“ Move ° Offset ° Follow ° FEraser

®  Which one is not a requirement of AR?
o

( " "

Combine virtual & real ©  Interact in real-time © Immersive * Register
virtual with real
Which one is not an example of AR devices?

Microsoft HoloLens “©  HTC Vive © Magic Leap a Google Glass
Which one is not a tool in Unity Terrain?

5@

5@

Raise/Lower Terrain  ©  Paint Texture ' Water Prefab ©  Smooth Height
Which one is not a feature of Vuforia?

5@

Unity integration a Multi-target " Virtual button  © Open source
Which one is not a glasses-free 3D display?

5@

Parallax barrier ° Lenticularlens °  Polarization glasses “ Volumetric

®  Which one of the following is not a feature of D-ID or CrazyTalk?

® Photo to talking head a Lip-sync “ Facial motion © Full body motion
®  Which one is not a typical projection format for 360x180 image?

- Cylindrical © Spherical a Pyramidal “ Cubic

®  Which one of the following is not supported by SteamVR?

™ OculusRift © HTCVive ° Meta Quest “ Microsoft HoloLens

®  Which one of the following is not an HMD?

%)

Apple Vision Pro ©" Microsoft HoloLens ° Meta Quest Pro 2 Google
Bard

®  Which one of the following is not one of the five basic tastes of human?

* Sweet ° Sour ° Bitter ° Spicy

Preference Questions:
®  You prefer Team-Based Learning over Individual Learning for implementation in

class

© Strongly Agree C Agree © Neutral © Disagree S Strongly

Disagree
® You prefer Team-Based Learning over Individual Learning for doing projects

after class

© Strongly Agree C Agree © Neutral © Disagree S Strongly

Disagree
® You believe Team-Based Learning can encourage interaction, compared to



Individual Learning
Strongly Agree C Agree © Neutral © Disagree S Strongly
Disagree
®  You believe Team-Based Learning can promote creativity, compared to
Individual Learning
Strongly Agree C Agree © Neutral © Disagree S Strongly
Disagree
®  You believe Team-Based Learning can be more effective, compared to Individual
Learning
Strongly Agree C Agree © Neutral © Disagree S Strongly
Disagree
®  You enjoy help other team members in Team-Based Learning
Strongly Agree C Agree © Neutral © Disagree S Strongly
Disagree
® You like help offered by your team members in Team-Based Learning
Strongly Agree ¢ Agree “ Neutral ° Disagree a Strongly
Disagree
®  You prefer randomly-assigned team over free-selected team in Team-Based
Learning
Strongly Agree © Agree “ Neutral © Disagree 2 Strongly
Disagree
®  You prefer weekly-changed team over permanent-fixed team in Team-Based
Learning
Strongly Agree © Agree “ Neutral ° Disagree 2 Strongly
Disagree

®  You prefer how many people in a team in Team-Based Learning
® o, O3 O 4 O 5 O ¢

»  Any suggestions regarding Team-Based Learning this semester?

»  Any suggestions regarding Virtual Reality course this semester?



WMiE3~128 2R 8 "REFEES ) HFEELE BRFESHE T
FEY v A

PE2ZET I AR AL EERF L DR

FE AR

B4 RET A A R AT

FET G- Bl e R EREY RS LA ARTRPAAL

FE LA - BEES o

O AFF- Loa gty TR g e Fe ks R A
FREL U R g R Fp ARATERGEITRER o AR N
e B ¥ e f]&bb PELE FT o

@ ANIMEpLed - BAETRGE s A d N EE T E RGBSR
&?ﬁ’ﬁ#§i§%¥w%?ﬁ’ﬂ&w@¢gﬁk£ﬁﬁﬁﬁ’@ﬁ
EEFE T - B PR e Bl K AT
EENEE AR XY AU L ERD
Tl e A Gt o TR eI S feE B AR T g o AEE S
PE2-3 4 G bt > A HACE 4B A TG G Bm S L) PR B
So far so good, and TA really help a lot!!!! Really appreciate. <3
No, it’s a quite good idea.
I think for each class everyone do their own project, so there wasn’t much team
work in class. However for the final project, we do need team work to finish the
project efficiently.

® Randomize a team then let them stay together for the whole semester, this will
make people more interactive than meeting different people every week.

® [t didn’t really change the class dynamic for me, so maybe its better to not have
it.

® Clear videos make team learning unnecessary.
Putting students in groups each class did not work because the teams did not
actually work together, so there is not much interaction or collaboration. The
videos are clear, so team learning is not necessary.

® It might be good that the projects are a little more complex so ppl can work in

group
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