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Group Control Experiment
Mean 72.14286 79.64286
Variance 144.4683 232.4114
Sample size 20 20

Degree of freedom 36

T-statistic -1.72773
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Critical value 1.688
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Game-based learning leads to
better learning outcomes than
traditional learning methods
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learning motivation more than
traditional learning methods
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Single Select Multiple Choice Questions:
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How many parameters in the Plenoptic function?
O T
Which one is not a machine learning category?

Game-based  © Supervised S Unsupervised " Reinforcement
In an ideal diffuse reflection, viewed brightness does not depend on:

Viewing direction “ Ilumination direction ~ ©  Illumination intensity

Albedo
How many degrees of freedom in a Homography transformation?
6 “ 7 8 %9
What factor effects the depth of field the most when you take a picture?

Focal length " Shutter speed “ Flash © Aperture
Which one is not a type of projection?

Perspective S Orthographic © Affine © Proportional

Which morphological operation can remove small holes in the foreground and
keep the size roughly the same?

Erosion ' Dilation © Closing S Opening

Which one can not be performed using a convolution filter?

Smoothing “ Median filter Sharpening S Laplacian of Gaussian

How many pixels in width at image border become unusable after applying a 5x5
convolution?

1“2 T3 Ty
What is not performed in a Canny Edge Detector?
Gaussian filter © Laplacian of Gaussian " Non-maximal suppression

Threshold
What is not performed in a Harris Corner Detector?

. i~ . . ' . .
Gaussian filter Difterence of Gaussian Non-maximal suppression

Threshold
Which one is not a classification method?

Hough Transform © Nearest Neighbor " Neural Network © Support

Vector Machine

®
v

Which one is not included in a Convolution Neural Network (CNN)?

SoftMax © Pooling a Optical Flow a Fully Connected Network
Which one can not be performed by You Only Look Once (YOLO)?

Detection ° Classification * Segmentation a Tracking
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®  Which of the following games did you enjoy the most this semester?

WiiPlay s Steering Wheel “ Measure HP ©  Find Shrine © Rock
Scissor Paper
®  Which of the following games did you enjoy the least this semester?

WiiPlay S Steering Wheel “ Measure HP © Find Shrine © Rock
Scissor Paper
®  Which of the following games did you find the most challenging this semester?

WiiPlay a Steering Wheel “ Measure HP © Find Shrine © Rock
Scissor Paper
® Game-based learning makes the learning experience more enjoyable than
traditional learning methods

Strongly Agree a Agree “ Neutral “ Disagree 2 Strongly
Disagree
® Game-based learning increases my learning motivation more than traditional

learning methods

= Strongly Agree S Agree © Neutral Disagree S Strongly

Disagree

® (Game-based learning enhances my creativity more than traditional learning
methods

2 Strongly Agree s Agree “ Neutral Disagree C Strongly

Disagree

® Game-based learning leads to better learning outcomes than traditional learning
methods

2 Strongly Agree L Agree “ Neutral Disagree S Strongly

Disagree

® [ feel less stressed when learning through games compared to traditional learning
methods

= Strongly Agree S Agree © Neutral Disagree S Strongly

Disagree

® Game-based projects helped me better understand abstract concepts in computer
vision

e Strongly Agree S Agree © Neutral Disagree s Strongly

Disagree
® Overall, I prefer game-based learning to traditional learning methods

® Strongly Agree S Agree © Neutral Disagree S Strongly

Disagree
>  Any suggestions regarding Game-Based Learning this semester?

»  Any suggestions regarding Computer Vision course this semester?
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e ONE AREA FOR POTENTIAL IMPROVEMENT WOULD BE THE
INCLUSION OF MORE IN-DEPTH PYTHON INSTRUCTION
DURING CLASS SESSIONS. ENHANCED COVERAGE OF
PRACTICAL CODING CONCEPTS COULD MAKE THE OVERALL

LEARNING EXPERIENCE
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