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Part A: The Project and Investigator(s)

1. Project Title

Workshop and Seminar Series on Digital Entertainment and Toy Computing

(In Chinese: BHE#REE Kbt HETREHINET & K TIELTZ51)

2. Investigator(s) and Academic Department/Units Involved

Research Team

Name / Post

Unit / Department / Institution

Principal Investigator

TANG, Kai-tai / Assistant
Professor

School of Computing and
Information Sciences, Caritas
Institute of Higher Education

Co-investigator(s)

AU Oliver Tat-sheung /
Assistant Professor

School of Science and Technology,
The Open University of Hong
Kong

PANG Wai-man /
Associate Professor

School of Computing and
Information Sciences, Caritas
Institute of Higher Education

NG Sin-chun / Associate
Professor

School of Science and Technology,
The Open University of Hong
Kong

Others

3. Project Duration

Original

Revised

Date of RGC
Approval
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(' must be quoted)

Project Start Date

1% Jan., 2016

1% Oct., 2015

Project Completion Date

31% Aug., 2016

31" Aug., 2016

Duration  (in month)

8 months

11months

Deadline for Submission
of Completion Report

31% Aug., 2017

31% Aug., 2017
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Part B: The Final Report

1IDS8 (Jan 2015)

5. Collaboration with other Self-financing Degree-awarding Institutions / Schools

institution / school

Collaborating self-financing

% of participation

Distinctive element(s) that
the institution / school is
responsible for the project

Caritas Institute of Higher
Education

60%

- Event Organization and
Logistics,

- Communication with
Speakers,

- Venue Booking and Setup,

- Enrollment and
Registration,

- Equipment Purchase and
Maintenance

The Open University of
Hong Kong

40%

- Publicity and Printings,

- Student Project
Competition,

- Communication with
Judges

1IDS8 (Jan 2015)




6. Project Objectives

6.1 Project delivery

1IDS8 (Jan 2015)

Timing

Original Milestones

Revised Milestones

Date of RGC Approval
(' must be quoted)

2" Nov., 2015

Opening seminar
(First seminar)

16" Nov., 2015

23" Nov., 2015

Second seminar

22" Feb., 2016

11" Jan., 2016

Third seminar

21% Mar., 2016

14" Mar., 2016

Fourth seminar

3" May., 2016

18" Apr., 2016

Fifth seminar

21% May., 2016

20" Feb., 2016

First workshop

15" Feb., & 5™ Mar.,
2016

15" May., 2016

Second workshop

7" & 14" May.,
2016

15" May., 2016

Third workshop

21° May., 2016

20" Jun., 2016

competition (poster
presentation)

6" - 12" Jun., 2016 | Student project 9" - 14™ May., 2016
& competition (poster | & 16™ - 21 May.,
13" - 20" Jun., 2016 | exhibition) 2016

Student project

21% May., 2016

The actual implemented schedule is attached.

1IDS8 (Jan 2015)
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6.2  Speaker(s)
Title / Name | Post/ Institution | Title / Topic of Previous research links with
(Surname in | / School presentation / course | Hong Kong institutions /
capital schools
letters) (Nature and Date (month/year))
Prof. LI Qing | Professor / City | Multimedia and He is currently a faculty
University of Mobile Information member at City University of
Hong Kong Retrieval and Hong Kong
Management
Prof. HUNG | Professor / Towards Toys He obtained his PhD in
Patrick University of Computing Computer Science degree at
Chak-kuen Ontario Institute | Management Hong Kong University of
of Technology, Science and Technology
Canada
Prof. Professor / Cyberspatial Media: N.A.
COHEN University of 3D Computer
Michael Aizu, Japan Graphics & Audio
Dr. LAM Hang Seng Review of He is currently a faculty
Benson Management Stereoscopic Imaging | member at Heng Seng
Shu-yan College Medias Management College
Prof. Professor / Recent Progress on N.A.
CHENG University of Ring-Type Wearable
Zixue (a.k.a. | Aizu, Japan Devices and Its
TEI Shigaku) Applications
Prof. WONG | Professor / The | Computational Manga | He is currently a faculty
Tien-tsin Chinese and Anime: Efficient | member at The Chinese
University of Production and Digital | University of Hong Kong
Hong Kong Migration
Dr. Associate A Deep Learning He was a faculty member at
KOMURA Professor / The | Framework for City University of Hong Kong
Taku University of Motion Synthesis and
Edinburgh Editing
Dr. LEUNG | Assistant Towards better He is currently a faculty
Howard Professor / City | recognition of human | member at City University of
Wing-ho University of action from analyzing | Hong Kong
Hong Kong live Kinect motion
data and development
of interactive
applications
Dr. HO Research Human Activity He is currently a faculty
Shu-lim Assistant Understanding from member at Baptist University of
Professor / Hong | Depth Data Hong Kong
Kong Baptist
University
Mr. LEUNG | Director / Game App He is a experienced practitioner
Stephen Linksolutions Development in local app & game industry
Limited
Dr. PANG Associate 3D Printing Workshop | He is currently a faculty

1IDS8 (Jan 2015)
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Wai-man Professor / member at Caritas Institute of
Caritas Institute Higher Education
of Higher
Education
Prof. INAMI | Professor / The | Ghost in the Shell Speaker,
Masahiko University of Realize Project Digital Entertainment
Tokyo Leadership Forum 2014,
Cyberport Hong Kong
Dr. NOJIMA | Associate Superhuman Sports N.A.
Takuya Professor / The
University of
Electro-
Communications
Dr. TANG Assistant Arduino Workshop He is currently a faculty
Kai-tai Professor / member at Caritas Institute of
Caritas Institute Higher Education
of Higher
Education

6.3  Please provide copies of promotional materials, number of participants, survey/statistics on
participants, e.g. country of origin, research background, etc., a copy of evaluation
form/questionnaire and the consolidated feedback with response rate. Photos of the event(s)
are preferred but optional.

Please refer to the Appendix
6.4  Objectives as per original application

1. Promote the Toy Computing and Digital Entertainment to the Hong Kong public,
which is a study on design, computation, prototyping and integration of various toys
using emerging computing technologies, such as:

i.  Ubiquitous Computing and Entertainment

ii.  Invention and Creative Design
iii.  Mobile Game Design
iv.  Computer Graphics and Digital Animation
v.  Computer Vision and Augmented Reality

vi.  Prototyping and 3D printing

2. Develop the curriculum of Toy Computing related degree programme such as the BSc.
Digital Entertainment to be offered by Caritas Institute of Higher Education (CIHE),
which is in alignment with the Theme-based Subsidy Scheme (TBSS) newly
introduced by the Hong Kong government that subsidies students to study
self-financing degree programmes include the “Design and Digital Entertainment”
discipline.

1IDS8 (Jan 2015) 6



6.5

1IDS8 (Jan 2015)
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Provide high quality technology education to the public that covers both basic
knowledge and recent advances in different emerging computing technologies that are
useful in toy and entertainment industry.

The research seminars followed by panel discussions provide opportunities for the
participants to interact with the speakers (who are the experts in toy and digital
entertainment).

The hands-on workshops provide the participants a taste of the state-of-art devices,
such as motion capture technology, sensors, Arduino robots and prototyping with 3D
printers, which let participants to prototype creative toys on their own.

Enhance the research capability of the participated academics and students. The
outcomes of the seminars/workshops would bring them new knowledge in Toy and
Entertainment Computing, and initiate new research ideas and inter-institutional
collaborations.

Encourage students from local tertiary institutes to present their work (such as Final
Year Project) and discuss with the academic experts, inventors, and industry
practitioners in order to receive valuable comments and feedbacks.

Form a community of toy experts includes local and foreign experts. Provide the
participants (including the faculty members of CIHE and OUHK etc.) a platform to
meet researchers who are experts in the Toy and Entertainment Computing, and
collaboration opportunities.

Revised objectives

Date of approval from the RGC: N.A.

Reasons for the change: N.A.
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6.6  Realisation of the objectives
(Maximum 1 page; please state how and to what extent the project objectives have been
achieved; give reasons for under-achievements and outline attempts to overcome problems, if

any)

The first objective is achieved. Through the seminar and workshop series, we let the participants
know what are the contempt issues of Toy Computing and Digital Entertainment technologies
and issues. Besides, a lot of state-of-art technologies have been introduced to the participants and
some of them had a taste of hands-on experiments.

The second objective is achieved. The experience earned in this seminar and workshop series was
helpful for us to develop the curriculum of our new degree programme — the BSc. (Hons) in
Digital Entertainment offered by Caritas Institute of Higher Education (CIHE). This is a cross
disciplinary programme involved both design and computer technology knowledge and skills. We
believe that our experience could transfer to our fellow faculty members as well as students.

The third objective is achieved. Through the seminars and workshops, we have delivered high
quality technology education to the general public that covers both basic knowledge and recent
advances in different emerging computing technologies, such as 3D printing, App programming
and electronic gadget making. The participants can take the hands on experience home and
continue to learn with the material (notes and source files) for further studies.

The fourth objective is achieved in other way. Instead of panel discussions, we provided a
prolonged Q&A session at the final part of each seminar day. The participants interacted with the
speakers directly and I think it is a better way to learn from each other rather than only listening
to the sharing by the speakers.

The fifth objective is achieved. We provided three hands-on workshops for the public include
Arduino electronics, Smartphone app development, and 3D Printing. With these state-of-art
technologies, participants created different toys/games. Although time is limited for each
workshop, we provided handouts and useful sources that are useful for them to continue their
creative work on their own.

The sixth objective is achieved. The seminars and workshops attracted a number of colleagues
and students to participate. Some participated final year students have submitted their work to the
“Final Year Project competition” which is part of this project.

The seventh objective is achieved. We have implemented the “Final Year Project Competition”
and we received 12 submissions from various local universities. We selected 9 groups for final
presentation in front of international panel. On the presentation day, the students tried their best to
explain their work to the panel and they discussed a lot with the panels during the luncheon
meeting. We did encourage the students to present their work and discuss with the academic
experts. | believed they have received a lot of valuable comments and feedbacks.

The eighth objective is achieved. This seminar and workshop series served as a hub for local
researchers and practitioners to meet foreign experts. We provided coffee breaks for the
participants to discuss with the speakers. We believed that we have provided a good platform for
them to initiate new collaborations in future.

1IDS8 (Jan 2015) 8
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In this project, we promoted the “Toy computing is a study on design, computation, prototyping
and integration of various toys and games using computing techniques. It is somewhat like STEM
(Science, Technology, Engineering and Mathematics) education for K12 children, but we have
targeted on local adult students and practitioners and we have emphasized on both hands-on
practices and academic knowledge via these workshops. Via this project, people are more aware
of entertainment technologies in both hardware and software sides. Also, we have built research
collaboration connections.

1IDS8 (Jan 2015) 9
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6.7 Summary of objectives addressed to date

Objectives Addressed Percentage
(as per 5.1/5.2 above) (please achieved
tick) (please estimate)
1. Promote the Toy Computing and Digital N 100%

Entertainment to the Hong Kong public.

2. Develop the curriculum of Toy Computing
related degree programme such as the BSc. N
Digital Entertainment to be offered by Caritas
Institute of Higher Education (CIHE).

3. Provide high quality technology education
to the public that covers both basic knowledge
and recent advances in different emerging \ 100%
computing technologies that are useful in toy
and entertainment industry.

100%

4. The hands-on workshops provide the N 100%
participants a taste of the state-of-art devices.

5. The hands-on workshops provide the N 100%
participants a taste of the state-of-art devices.

6. Enhance the research capability of the N 100%
participated academics and students.

7. Encourage students from local tertiary

institutes to present their work (such as Final N 100%
Year Project) and discuss with the academic

experts.

8. Form a community of toy experts includes N 100%

local and foreign experts.

7. Research-related Outcome

7.1  Potential for further development of the research and the proposed course of action
(Maximum half a page)

The future development of this research could have two folds. Firstly, we could transfer our
experience to support entrepreneurship of our students as well as academic staff by applying
their digital entertainment and toy computing knowledge.

Secondly, this research could generate new topics for both inter-institutional and
intra-institutional projects. It helps Caritas building a better research atmosphere and
capability by introducing state-of-art computing technologies to our fellow colleagues and
initiating brainstorming discussions on possible cross-disciplinary researches.

Furthermore, we will continue to develop a new research area called “Toy Computing” which
discusses the technical, security, safety and privacy issues of smart toys.

1IDS8 (Jan 2015) 10
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7.2 Research collaboration achieved
(Please give details on the achievement and its relevant impact)

Thanks to the RGC for supporting this project. With this research grant, we have organized a
series of research seminars and hands-on workshops that involves not only inter-institutional
but collaboration but also intra-institutional collaborations.

Inter-institutional collaboration: The Open University of Hong Kong, our collaborating
institution, have helped a lot throughout the year, for example facility booking, publicity, etc.
Through this collaborative project, | believe that the trust and friendship between our two
institutions have been built up. We are looking forward to future collaboration is research
projects and FDS fund bidding in near future

Not the least, this project initiated collaboration between Caritas and University of Ontario
Institute of Technology (UOIT) of Canada. | have co-edited with Prof. Patrick Hung from
UOIT (who is the keynote speaker in one of the seminars) in a new book titled “Computing
in Smart Toys”, which will be published by Springer in September 2017. The topic of this
book covered a few ideas generated from the discussions in and after the seminar. We are
working closely together to promote a new research field called “Toy Computing” which
discusses the technical, security, safety and privacy issues of smart toys.

Intra-institutional collaboration: This project introduced various topics in toy computing
and digital entertainment to our academic staff and students from not only computing
department but also from other disciplines. After the seminars and workshops, | have
involved in some brain-storming invitations from colleagues from other departments. It
seems that the seminars really impressed them a lot and they wish to make use of state-of-art
digital technologies to solve problems in their knowledge domains, especially, gamification
of teaching and learning of liberal arts and hospitality skills, etc.

7.3 Any new development and/or challenging research topic has / have been identified and
inspired the possible new initiative(s) in future research work.

Through the seminars, we identified that the toys are becoming smarter (i.e. they could have
higher intelligence and able to talk to the player). Nowadays, many smart agents like the
Apple Siri would upload the user’s speech to the cloud for analysis. The audiences showed
their worries regarding the privacy. It is a vital problem because the parents would never feel
comfortable with a toy that is “spying” their everyday activities, even though their children
have no awareness with their talking mates. Therefore, the “information security” could be a
challenging issue to be solved by toy computing researchers including us.

1IDS8 (Jan 2015) 11
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8. The Layman’s Summary
(Describe in layman’s language the nature, significance and value of the research project, in no
more than 200 words)

This project benefits not only professors and researchers, but also students who want to join
the digital entertainment industry.

This project benefits the practitioners and teachers. The seminars and workshops educated
them the latest technologies and issues in toy and entertainment computing. For example,
they have a chance to know more about VR and Arduino. Some high school teacher
participants said they liked the Arduino workshop much as it helped them to come up with
STEM projects for their students.

This project benefits students. The Project Competition for undergraduate students provided a
platform for them to demonstrate their Research & Development outputs to the public as well
the experts. They received many useful suggestions from them and this is very useful for
their future endeavors.

The experience earned from the seminar and workshops helped us to design the curriculum
and course contents in our newly offered BSc (Hons) in Digital Entertainment programme at
Caritas. The knowledge could be transferred to our students and fellow colleagues. Besides,
the experiences gained from this project helped us to develop a new undergraduate
programme, and initiates new inter-institutional research and publications opportunities.
More importantly, both local and overseas inter-institutional collaborations have been
established.

1IDS8 (Jan 2015) 12



Part C: Research Output
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9. Recognized conference(s) paper(s) related to this project was/were delivered
(Please attach a copy of each conference abstract)

Submitted to

RGC (indicate the|Attached to

Acknowledged

II;/Ilggéh/Year/ Title Conference Name  |year ending of the|this report E?g éupport of
relevant progress |(Yes or No) (Yes or No)
report)

N.A. N.A. N.A. N.A. N.A. N.A.

10. Research Personnel trained

Name

Capacity

N.A.

N.A.

11. Other impact
(e.g. prizes, collaboration with other research institutions, technology transfer, etc.)

1IDS8 (Jan 2015)
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Promotion material
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Appendix Il Selected Photos
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Workshops
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Appendix Il

For the number of participants, survey/statistics on participants, e.g. country of origin, research
background, etc., a copy of evaluation form/questionnaire and the consolidated feedback with
response rate, please find in the separated attached Excel file (EvaluationResult.xIsx)

1IDS8 (Jan 2015) 18



Caritas Institute of Higher Bducation
School of Computing and Information Sciences
TIDS - Workshop and Seminar Series on Digital Entertainment and Toy Computing
Seminar 1: Future of Multimedia and Toy Computing (Nov 16, 2015)
Evaluation Result

Nov 16.2015

Part 1
Least Satisfied] 2

Coverage of content 0 1
Relevancy of content 0 0
2

1

10
10
8

oo fw

o

Usefulness for mv research 0
Suitability of the length 0
Quality of the materials (PowerPoint, Handouts
if anv)

Speaker's interaction with audience 0 1
Soeaker's knowledge about the topics 0 0
Speaker's presentation/facilitation skills 0 0

we s o W
-

Other comments and suggestions for part 1

Part 2
Not Likedl 2 3 4

4 Fully Satisfeds

6

©Coa © 1w

Collected Evaluation

Average Mark
3.545454545
3.681818182
3.136363636
3.545454545
3.681818182

3.5
3.954545455
3.7121212121

6 Most Liked7 _ Average Mark |

a. Social Data Mining (by Qing Li) 0 0 0 0
‘b‘ Toy Computing (by Partick Hung) 0 0 0 0

Part3
‘Which institution are you affiliated with?
Cartias Institute of High Education 8
Centennial College 0
Chu Hai College of High Education 1
Hang Seng Management College 1
HKICT institute of Higher Education 0
Hong Kong Nang Yan College of Higher 1
Education
Hong Kong Shue Yan Universitv 2
School of Continuing Bducation, Hong Kong
Baptist Universitv

w

School of Professional Education and Executive
Development, The Hong Kong Polytechnic
University

5

o

Technological and Higher Bducation Institute 7
(THED of Hone Kong

8
The Open Universitv of Hong Kong 8
Tung Wah College 0
Other SME,HKU

| ‘What is your current position?
Professor 0
Associate Professor 2
Assistant Professor 2
Senior Lecturer 1
1
1
0

Lecturer

Assistant Lecturer

Research Fellow

Research Associate 0

Research Assistant 0

Research Officer 0

Other Product Manager(1), Student(5), Technician(1)
Not Answed 5

“What is/are your field(s) of research?
Game Computing 1
BA
Computing Graphics & image Processing
Social Media, big data analytics
Database
“Product, STEM education
algorithm
Computing Technology
Not Answed
N/A

0 00

2 2 3.3
8 8 5.409090909



Feb 15.2016

lam a BRE

e yuu e ey 1 sveiviny
other educational
materialsiworkshops from the
workshop organizers or e-mail
updates about future activities?
EBEH R B TS T
TR AT A EETEDR LA
SRR SRR Y SR AR ATSE B 32

I was well informed about the
objectives of this workshop. F&fi
TERIEHNE

This workshop lived up to my
expectations. TAESREIRATHT
k4

The content is relevant to my
iob. TAESNAERRE TIEARM
The workshop objectives were

clear to me FALH R TAELIE
W

The workshop activities
stimulated my learning. LfESHE

B TR
The activities in this workshop

gave me sufficient practice and

feedback. TAFSTEBHARRIEN

AR R
The difficulty level of this
workshop was appropriate. TfE

The pace of this workshop was

appropriate. TSRS Bz E
o

The instructor was well
prepared. SMEfFEEHE

The instructor was helpful. 857
=4SN

I accomplished the objectives of

this workshop. FSEER T TAFL
BB

I will be able to use what |
learned in this workshop REE#)
R AR A AR AR AT

The workshop was a good way
for me to learn this content. T
iR (B R R R A

Provide better information
|before the workshop. #£ L
B ELEAFHTRER

Clarify the workshop
obiectives. B TIELI H AR
Reduce the content covered in
the workshop. S LAFH5HT
AR

Increase the content covered in
the workshop. BT {ELHAT
AR

Update the content covered in
the workshop. ¥ LAFH5HT
AR

Improve the instructional
methods. EHRE A

Make workshop activities more
stimulating. (2 TAESHES
il .4

Improve workshop

arganization. #§38 TAFDEVAEL
1

Make the workshop less
difficult. 48 TAELHRERERRE
Make the workshop more
difficult, RETfFEAEERERSTI
Slow down the pace of the
workshop. JEiE TR
fhE

Speed up the pace of the
workshop. 1R eSS
fhE

Allot more time for the
workshop. S I TAESHRAE
Shorten the time for the
workshop. $#i55 TESHHIRIE
Improve the tests used in the
workshop. B TIESFTEE
HWREE

Add more video to the
workshop. £ T -HHETE
E2- 21|

Feedback

Caritas Institnte of Higher Bducation
School of Computing and Information Sciences
TIDS - Workshop and Seminar Series on Digital Entertainment and Toy Computing
‘Workshop 1(Round 1) - Arduino Workshop (Feb 15,2016)

Evaluation Result
Attendance rateH R ASL
24
Student Teacher Other ST A
8 8 3 19
Yes B No &
0 1 2 8 8 4210526316
0 0 6 8 5 3.947368421
0 1 5 4 5 3.052631579]
0 0 6 4 9 4157894737
0 0 3 10 6 4.157894737
0 0 4 9 5 3.842105263
0 4 5 4 6 3.631578947
0 2 7 8 2 3.526315789]
1 1 2 8 7 4
0 1 2 8 8 4210526316
0 0 4 5 10 4315789474
0 0 6 6 6 3.789473684]
0 0 5 6 8 4157894737

How would you improve this workshop? fR& B E TIEH ?

2

w

‘What other improvements would you

RS R A RSB R? FARIR?

‘What is least valuable about this ~ What is most valuable about this
recommend in this workshop? BT workshop? TELIFS B REMIZH  workshop? ZELIF R BBA
2

Program¥({52%/cD
AR

SUERELI R - R - R iete
Wifi hard to connect. Can't download
Download the source code is better than ARy
i PR
A

Wit
1% programmingEEBEAY A -7 R e

Arduino#is;
-actical workshop




Caritas Institute of Higher Education
School of Computing and Information Sciences
TIDS - Workshop and Seminar Series on Digital Entertainment and Toy Computing
‘Workshop 1(Round 2) - Arduino Workshop (Mar 5,2016)
Evaluation Result

Attendance rate % A8

Mar 5.2016 19
Student Teacher Other SRGTET AB

lam a B 1 10 0 11
Yes & No &

AIT you nIEIESIEU 1 ELEIVINY
other educational

materials/workshops from the

workshop organizers or e-mail

updates about future activities? 11 0
LRTHREREKR TS E

SRR B LR KB R T

eSS MR KRR AE R E

Strongly disagree . Strongly agree  Not applicable &
- Disagree FEIE2 Agree F&3 SRR 0 Average Mark3Z14 5388

Iwas well informed about the
objectives of this workshop. & 1 0 3 7 0 3.454545455
BT 8T fEbhE B

This workshop lived up to my

;pec[auons_ TARTREIRATR 0 1 7 3 0 3.181818182

The content is relevant to my
iob. TAESPRRRE T AW 0
The workshop objectives were

clear to me. RAFR TELNE 0 0 4 7 0 3636363636

=

The workshop activities

stimulated my learning. T fEH45E 0 0 9 2 0 3.181818182
BIRIR T RATRE

The activities in this workshop
gave me sufficient practice and
feedback. TR AR SR 0 1 8 2 0 3.090909091

1 8 2 0 3.090909091

71 G B

The difficulty level of this

workshop was/appropriate. T{f 0 0 8 3 0 3272727273
SRR

The pace of this workshop was

xpropriate.lf?ﬁﬂ*]t#ﬁ'ﬁ%ﬂ 0 2 8 1 0 2909090909

The instructor was well

prepared. SERIBETER - 0 1 8 2 0 3.090909091
The instructor was helpful.

RO A 0 0 5 6 0 3545454545
laccomplished the objectives

of this workshop. R5ER T TAF 0 0 8 3 0 3272727273
Sty BB

Iwill be able to use what |

learned in this workshop g% 0 0 8 3 0 3272727273
EFEERAE T fES AT i 3

The workshop was a good way

for me to learn this content. T{§ 0 0 7 4 0 3.363636364|
B —EFE R R R A

How would you improve this workshop? fREVEREE LIEY;?

Provide better information

before the workshop. Z£ TAES; 2
RV AR

Clarify the workshop 0
obiectives. BEE TfEL E 2

Reduce the content covered in

the workshop. > TAELIFF 0
HENRE

Increase the content covered in

the workshop. S TfELHT 9
HENRE

Update the content covered in

the workshop. B TAELFF 1
HENRE

Improve the instructional 2
methods. BEBE %

|Make workshop activities more

stimulating, fE TfEFEES 2
B

Improve workshop

organization. ¥58 TAEFHTER 2
£

| Make the workshop less 0
difficult. fETESTEEREREME

Make the workshop more 4
difficult. fETfESEERERE T

Slow down the pace of the

workshop. B TAESIHIERE 0
LiEd

Speed up the pace of the

workshop. IR TAEFIHIHRE 5
e

Allot more time for the
worksho. I TAESHHIRRE
Shorten the time for the 2
workshon. &5 TAESAHIRRE

Improve the tests used in the

workshop. (502 TAESiFT &, 3
HIMERIEE

Add more video to the

workshop. £ £S5 I 2
B2

What other improvements would you What is least valuable about this
recommend in this workshop? BRI workshop? (EL{ELHERAIZA Whatis most valuable about this workshop? f£
i SRRy e, WE? T ERARAANE?
TR TS REEET LR R
SRR EAEEE | AR RN AR
Feedback il

BIYE 2 RG]
#f ArduinofiIi%E T




Caritas Institute of Higher Education
School of Computing and Information Sciences
IIDS - Workshop and Seminar Series on Digital Entertainment and Toy Computing
Seminar 2: Advances in 3D Media Techniques (Feb 22,2016)
Evaluation Result

Attendance rate  Collected Evaluation

Feb 222016 30 25
Terrible] Poor2 Neutral3 Good4 Bxcellents Average Mark

Overall how would you rate the Talk 0 0 5 8 12 428

Relevance of the Seminar Topic 0 0 6 10 9 4.12

L of i 0 1 11 10 3 3.6

Quality of the Presentations 0 0 3 10 12 4.36

Audio-visual aids 0 1 7 7 10 4.04

Demo / Handouts provided during

the seminar 0 0 9 9 7 392
Much too detailedl  Somewhat detailed2  Just right3 Somewhat easy4 Much too easy5 Average Mark

Was the presentation level too

detailed or too wasy for you 4 18 3 296

| Tonic 2: Review of Imaging Method
Terriblel Poor2 Neutral3 Good4 ExcellentS Average Mark

Overall how would you rate the Talk 2 7 9 4 3 2.96

Relevance of the Seminar Topic 0 2 9 11 3 36

L of i 0 6 9 6 4 3.32

Quality of the Presentations 1 3 13 6 2 32

Audio-visual aids 0 3 15 4 3 3.28

Demo / Handouts provided during

the seminar 0 3 12 6 4 3.44
Much too detailed] _Somewhat detailed?  Tust right3 Somewhat easy4 Much too easyS _Average Mark

Was the presentation level too

detailed or too wasy for you 7 12 6 0 0 196
Terriblel Poor2 Neutral3 Good4 Excellent5 Average Mark

Invitations and guest list 0 0 12 9 4 3.68

Scheduling and timing 0 3 11 7 4 348

Choice of facility/venue 0 1 10 9 5 3.72

Parking and directions 0 1 12 7 5 3.64

Refreashments 0 1 9 11 4 3.72
Not likely3 Somewhat likelv2 Very likelyl Average Mark

Based on your experience at this

seminar, how likely are you to attend 3 18 4 2,04

future seminars

Any other

suggestions or
What was your What was your least comments to help
favorite part of the  favorite part of the us improve future
seminar? seminar? seminars

Feedback Part 1 Part 2
Topics are not
inreresting.
Presentations are too
informationsal
Th§ demo of the first The second one
topic
W E A SR
» {HTopic 1 HIAZ
AR
BRI
BT RIGR R 5
[5] » Topic 1 HYz%%
TRESH AL
> EEEIPA
LB > FEE
SRS TG, 0 #
EEISpor RS
{HTopic 2 5
RAAF - BB
e b3 K%
method A3 » /2
—FRNBEHERR - Y
- ME - EHETT
AT LLAETE(L/RE R
R RS T
LEIRF T
o

"

tea break
Chroma glass that
brines out the colour

Patrt 1 art 2
Just say simple idea,
desn't talk the detail.
Because it is my first
The topic 1 Demo 3D glassess with  time to look the new

stduent topic, if the topic is
too differcult, it is
hard to enjoy the

seminars.

The first part of the

seminar is great.

ontical flow

Demo No. interesting

HEBDER I R R AR

Concents
More funny part or

. let us can do

First Part something at the talk
not just listen.

The 1st part. The 2st part. Provide more demo.

Demo

The caetwheel by Prof.

Chen

sometimes not enough

informative
details for some parts



Caritas Institute of Higher Education
School of Computing and Information Sciences
TIDS - Workshop and Seminar Series on Digital Entertainment and Toy Computing
Seminar 3: From Digital to Wearable Entertainments (Mar 21,2016)

Evaluation Result
Attendance rate Collected Evaluation
Mar 21.2016 48 38
Topic 1. C Manga and Anime: Efficient Production and Digital Migration
Terriblel Poor2 Nentral3 Good4 EBxcellentS Average Mark
Overall how would you rate the Talk 1 0 7 25 5 3.868421053
Relevance of the Seminar Topic 0 1 4 23 10 4.105263158
L of i 0 1 7 20 10 4.026315789
Quality of the Presentations 0 2 9 17 10 3.921052632
Audio-visual aids 0 0 11 18 9 3.947368421
Demo / Handouts provided during 0473
the seminar 0 1 7 18 12 4.078947368
Much too detailed]  Somewhat detailed2  Just right3 Somewhat easy4 Much too easy5  Average Mark
Was the presentation level too
" 4 17 17 0 0 2.342105263
detailed or too wasy for you
| Topic 2: Recent Progress on Ring-Type Wearable Devices and
Terriblel Poar2 Neutral3 Good4 BxcellentS Average Mark
Overall how would you rate the Talk 0 0 5 23 10 4.131578947
Relevance of the Seminar Topic 0 0 5 20 13 4.210526316
L of i 0 0 5 2 11 4157894737
Quality of the Presentations 0 0 9 19 10 4.026315789
Audio-visual aids 0 0 4 21 13 4.236842105
Demo / Handouts provided during 5 . 316,
the seminar 0 0 5 20 13 4.21052631
Much too detailedl _ Somewhat detailed2  Tust i Somewhat easy4 Much too easyS _Average Mark
Was the presentation level too
" 2 18 18 0 0 2421052632
detailed or too wasy for you
Terriblel Poor Neutral3 Good4 ExcellentS Average Mark
Invitations and guest list 0 0 6 24 8 4.052631579
Scheduling and timing 0 3 5 2 8 3.921052632
Choice of facility/venue 0 1 9 18 10 3.973684211
Parking and directions 0 0 10 2 6 3.804736842
Refreashments 0 1 6 2 9 4.026315789
Not likely3 Somewhat likely2 Very likelyl Average Mark

Based on your experience at this
seminar, how likely are you to attend 1 24 13 2.315789474
future seminars

Any other

suggestions or
What was your What was your least |comments to help
favorite part of the  favorite part of the us improve future
seminar? seminar? seminars

TFeedback Demo part maybe ‘samc activities

with listner

Must be change the

equirment of the 302
Wondering controlling  Maybe the voice or and the other hall
demo micophone such as speaker,

microphone,
computer and so on.

The ring wearable

device disscussed

Introduction about the

techique behind using

for our daily issues

relating to digital

device and manga.

Demostration. In topic

2 presentation.

The demo of product

and ideas in video
If have same meterial

All introduce the great
talking information.

The demo of product

and video.

Comic

Demo Part

Both of the topiucs are

so interest for me to

learn more about the

future technology.

Video plaving The room is too small
demo of wearable
part 2 part 1

Microphone quality is
DOOr.

Q&A Session

Demo of wearable
devices

The part that descript
how those programmes

works.
Both talks are very
intersting!
Both
Two presentation
Q&A Session should seprate in two

session
Some topics are too

difficult

All Just feel good

Ring type Animation No. verv good.
I ECAMOPIES 4oout

converting the
traditional mega to

Showing the video

The pace of the
seminar should be
faster



Mav 3.2016

lam a B

AIT you nIEIESIEU 1 ELEIVINY
other educational
materials/seminars from the
seminar organizers or e-mail
updates about future activities?
LRTHRERNEK RN E
SR B LR KB R
R RERRCRREEEE

Iwas well informed about the
objectives of this seminar. F{R
T i e 5

This seminar lived up to my
expectations. Frat & BB RAVEN
2

The content is relevant to my
iob. FIHt AR ERE T T
The seminar objectives were
clear to me. A MR & B
The seminar activities
stimulated my learning B &%
BIRIR T AR

The difficulty level of this
seminar wasappropriate. GFa] &
ERI Rl FEE i

The pace of this seminar was
appropriate J T YA RAH S
th

The speaker was well prepared.
WERRETR
The speaker was helpful. 342

ERROBN A
laccomplished the objectives
of this seminar. R5ERR T &

K BB

Iwill be able to use what |
learned in this seminar.$kAE5ME
R PR R AR

The seminar was a good way
for me to learn this content.if &
T E—EFERRER R W

Provide better information
before the seminar. RN &
HRHEE AR

Clarify the seminar objectives.
ERE R B

Reduce the content covered in
the seminar. /DRt @ ATRI &
Increase the content covered in

the seminar. SRR R FTEI &Y
(253

Update the content covered in
the seminar. TR @ATRI&H
Improve the instructional
methods. ARk

Make seminar activities more
stimulatina. fEHEEE EHRE
Improve seminar organization.
SHRFHErARLS

Make the seminar less difficult.
fEar AR

Make the seminar more difficult.
fER S ERER O

Slow down the pace of the
seminar. FEASHN dy R A AS:
Speed up the pace of the
seminar. TS dr R A
Allot more time for the seminar.
W Ha TS R

Shorten the time for the
seminar. SREGHNFRRE

Add more video to the seminar.
TEFE RPN INE A R

No need to change anything 4&
WA

Feedback

Caritas Institute of Higher Education
School of Computing and Information Sciences
TIDS - seminar and Seminar Series on Digital Entertainment and Toy Computing
Seminar 4: Motion Capture, Analysis and Synthesis (May 3,2016)
Evaluation Result

Attendance rate % A8

19
Student Teacher Other SGET A
1 4 0 5
Yes & No &
4 1
Strongly disagree . Strongly agree  Not applicable &
- Disagree RFEIE2 Agree FIH3 SRR 0 Average Mark“ 39 5380
0 0 1 4 0 38
0 0 1 4 0 38
0 0 3 1 1 2.6
0 0 1 4 0 38
0 0 2 3 0 3.6
0 0 4 1 0 32
0 0 3 2 0 34
0 0 2 3 0 3.6
0 0 2 3 0 3.6
0 0 3 2 0 34
0 0 5 0 0 3
0 0 3 2 0 34
0

How would you improve this seminar? fRE/EREEHIT €2

1

c o o o

What is least valuable about this
seminar? PR BEIEER  What is most valuable about this seminar? FERf
? O PRRNEFIE?

What other improvements would you
recommend in this seminar? BRFFE

ERABARMBOERR?

The optimization framework under
incomplete/imperfect information




Mav 5.2016
Mav 14.2016

lam a BRE

Iwas well informed about the
objectives of this workshop. F&fi
TERIEHNE

This workshop lived up to my
expectations. TAESREIRETHT
k4

The content is relevant to my
iob. TAESRNABRRE TIEARM
The workshop objectives were

clear to me FALH B TAEIE

W
The workshop activities
stimulated my learning. LfESHE

B TR
The activities in this workshop

gave me sufficient practice and

feedback. TAFSTEBHARRIEN

AR R
The difficulty level of this
workshop was appropriate. TAE

The pace of this workshop was

appropriate. LSRRz E
o

The instructor was well
prepared. MEfFTEEH T E

The instructor was helpful. 857
PREHEN A

I accomplished the objectives of
this workshop. FSEER T TAFL
BB

I will be able to use what |
learned in this workshop REE#)
R AR A AR AR AT

The workshop was a good way
for me to learn this content. T
iR (B R R R A

Provide better information
|before the workshop. #£ L
B ELEAFHTRER

Clarify the workshop
obiectives. B TIELI H AR
Reduce the content covered in
the workshop. S LAFH5HT
AR

Increase the content covered in
the workshop. BT {ELHAT
AR

Update the content covered in
the workshop. E#T LAES5HT
AR

Improve the instructional
methods. EHRE A

Make workshop activities more
stimulating. (2 TAESHES
il .4

Improve workshop
organization. $§5R AR
]

Make the workshop less
difficult. 48 TAELHRERERRE
Make the workshop more
difficult, RETfFEAEERERSTI
Slow down the pace of the
workshop. 18 TAES &S
fhE

Speed up the pace of the
workshop. MR TAES S
fhE

Allot more time for the
workshop. S I TAESHRAE
Shorten the time for the
workshop. $#i55 TESHHTRIE
Improve the tests used in the
workshop. B TIESFTEE
HWREE

Add more video to the
workshop. FE TAES; IS
E2- 21|

Caritas Institute of Higher Education
School of Computing and Information Sciences
1IDS - Workshop and Seminar Series on Digital Entertainment and Toy Computing

“Workshop 2: Discover Game Development ] # ¥BRBI S TfEL5 (May 7 & 14, 2016)

Evaluation Result
Attendance ratetH & A8
5
Student Teacher SBEGTET A\B
5 0 5
Strongly disagree . - Neither agree nor - Strongly agree  Not applicable &
gmrEm Do TR Gy ATCEEY mwmms  mmo Average MarkF395 %
0 0 0 2 3 0 4.6
0 0 1 3 1 0 4
0 0 0 0 1 4 1
0 0 1 1 3 0 4.4
0 0 1 3 1 0 4
0 0 0 2 3 0 4.6
0 0 1 3 1 0 4
0 0 0 4 1 0 4.2
0 0 0 2 3 0 4.6
0 0 0 2 3 0 4.6
0 0 0 3 2 0 4.4
0 0 0 3 2 0 4.4
0 0 1 1 3 0 4.4
How would you improve this workshop? {R& B E TIEH ?
4
1
0
2
2
1
4
1
0
3
0
0
2
1
1
0
‘What other improvements would you ~ What is least valnable about this ‘What is most vainable about this

recommend in this workshop? BT workshop? TELIFS B REMIZAH workshop? FE LIS FEERBAR
TR A RER R? BT B2

Feedback

BT Coding |t —EERAZ LAY
12 SR THEER -
Game Design Document
Game Design Document




Mav 21.2016

lam a i

I was well informed about the
objectives of this workshop. 4B
TR TR B

This workshop lived up to my

expectations. TAESTRBIRNET

B
The content is relevant to my

iob. TS BN TIEA
The workshop objectives were

clear to me RAAMBLIESNE

Ll
The workshop activities
stimulated my learning. TAEH57&

RSN T R
I'he activities In this workshop
gave me sufficient practice and

feedback. TAFHTERMANE M

IS R

The difficulty level of this
workshop was appropriate. TfE
Bl

The pace of this workshop was

appropriate. T{EHIBBTZRE
=

The instructor was well
prepared. METRIRETRE

The instructor was helpful. #&f
RRRRIA

I'accomplished the objectives of

this workshop. B5ERR T LAFLTRY

B

I will be able to use what |
learned in this workshop FXfE38
A A AR A I

The workshop was a good way
for me to learn this content. TE
G (E AR R A R

Provide better information
before the workshop. FELAEDS
HIHREEE AR

Clarify the warkshop
obiectives, BB LIFLHHY B
Reduce the content covered in
the workshop. /0 TEH; BT
BEHAE

Increase the content covered in
the workshop. BT ESHAT
BEHAE

Update the content covered in
the workshop. SE#7 LEHFBT
BEHAE

Improve the instructional
methods. B HETT%

Make workshop activities more
stimulating. (£ LAESHAES
EIERH

Improve workshop
organization. 3T {EIHIEE
&

Make the workshop less
difficult, BETFEHEEREREE
Make the workshop more
difficult. 48 TAELARERERE N
Slow down the pace of the
workshop. KI8T fESHIHE
ize

Speed up the pace of the
workshop. IR T fEFHIHE
LB

Allot more time for the
workshop. I TESHHTRIE
Shorten the time for the
workshop. $&58 TAESHHRAE
Improve the tests used in the
workshop. B(E TfEHiHT &k
HEERIEE

Add more video to the
workshop. TELAFS5 S
E2- 2410

Feedback

Caritas Institute of Higher Education
School of Computing and Information Sciences
1IDS - Workshop and Seminar Series on Digital Entertainment and Toy Computing

“Workshop 3: Tasting 3D Printing =417 #8§TEIL{ED5 (May 21, 2016)

Evaluation Result
Attendance ratetHfE A%
3
Student BB Teacher i Other HiAii ST %
3 0 0 3
g‘;g;“ﬁd"gfm Disagree FTED Jorror D020 Agroo FEY  Spori it TRteatle T pversge MarksPH1 80
0 0 0 2 1 0 4.333333333
0 0 0 3 0 0 4
0 0 1 2 0 0 3.666666667
0 0 0 2 1 0 4.333333333
0 0 0 2 1 0
0 0 0 2 1 0 4.333333333
0 0 0 3 0 0 4
0 0 0 2 1 0
0 0 0 2 1 0
0 0 0 2 1 0
0 0 0 3 0 0 4
0 0 0 3 0 0 4
0 0 0 1 2 0 4.666666667

How would you improve this workshop? R /BetEEE T2

0

“What other improvements would you ~ What is least valuable about this ‘What is most valuable about this
recommend in this workshop? KT workshop? E TAESHRBRBEA workshop? £ TAES FRBRRA A
TR RA A SRR R HIR? HIR?

Sketchup#i &t




Mav 21.2016
lam a i

Are you interested in receiving
other educational
materialg/seminars from the
seminar organizers or e-mail
lupdates about future activities?
B A R B R
& LR R U A
RO/ G sRAE BB R
SRAEEBIERT?

I was well informed about the
objectives of this seminar. BfR
T RE e B

This seminar lived up to my

expectations. FErRBIRNE
B

The content is relevant to my
iob. B erEBa R THEE M
The seminar objectives were

clear to me RARERRAH G E
The seminar activities stimulated

my learning B2t & EBIROH TR

The activities In this seminar
gave me sufficient practice and

feedback. Bt @NEBR BRI S
R R
The difficulty level of this

'seminar was appropriate.FFas

R
The pace of this seminar was

appropriate. B SrATHRREzE
o

The speaker was well prepared.
WEREETE
The speaker was helpful. i85

SERED A

I accomplished the objectives of
this seminar. SR T HNGNE
mlll be able to use what |
learned in this seminar.gRAtHE
R ARS8

The seminar was a good way for
me to learn this content. B &z
— B AR R A A

Provide better information

|before the seminar. ZEM &€

B ELELFHTRER

Clarify the seminar objectives.

R € B

Reduce the content covered in

the seminar. SRS AT

BN

Increase the content covered in

the seminar. B HIBFEY A

BN

Update the content covered in

the seminar. TR AT

BN

Improve the presentation

methods. BE R A

Make seminar activities more
lating. fEFARN B AES

il .4

Improve seminar organization.

S ReR ErvAGR

Make the seminar less difficult.

RER R SRR

Make the seminar more

difficult. S5 EEERER N

Slow down the pace of the

;minar. R SRS

Speed up the pace of the
;minar. TIERERE SRS

Allot more time for the
seminar, TR SrET-RAE
Shorten the time for the
seminar. §BIEHTRT SIVRAE
Add more video to the seminar.
R TR SR A R
il

No need to change
anvthina EREMTAZEHE

Feedback

Caritas Institute of Higher Education

School of Computing and Information Sciences
TIDS - seminar and Seminar Series on Digital Bntertainment and Toy Computing

Seminar 5: Make Anime's Technology a Reality (May 21, 2016)

Evaluation Result

Attendance ratetH & A8
17
Student S8 Teacher #YHfi Other A SHEFET A\
2 3 0 5
Yes & No &
4 1
Strongly disagree . Neither agree nor Strongly agree  Not applicable &
B Disagree R E &2 disagree r3 Agree FIE4 JeR RS PO Average MarkSP39538
0 1 1 3 4
1 0 0 3 4
1 0 0 1 2
1 0 0 3 4
1 0 1 3 38
1 0 0 1 2
1 0 1 2 2.8
1 0 0 2 38
1 0 0 4 4.2
1 0 0 4 4.2
1 0 1 2 2.8
1 0 1 1 26
1 0 0 2 22

How would you improve this seminar? fR@ B ERE €2

1

‘What other improvements would you ~ What is least valnable about this

recommend in this seminar? EHRBFEY seminar? FEFRI G RBIEA  seminar? FERTET

BRERARMBERER? i

‘What is most vainable abont this

2

FTRRBA RN
?

Project Demo
The idea of augmented human and
super human sports
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