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Co pokryjeme:

Stadium literatury podla etapy projektu

Typy vyskumnych zdrojov a rozliSovanie ich kvality
Rady k manazovaniu viastnej kniznice zdrojov

Rady ako pisat’ analyticku cast’ vasich prac
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Etapy projektu vs. etapy studia literatury
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Ked’ zacinate vyskum (BP, DP, DizP, ...),
studium literatury ma spravidla 4 etapy

Etapa 1: Hl'adanie problému
hladate aky vyskumny problem sa oplati rieSit’

Etapa 2: Validacia problému
preverujete, Ci je to naozaj dobry problém

Etapa 3: Hladanie riesenia

Zistujete, ako bol doteraz tento problem rieseny, a ¢i by sa to
nedalo robit’ lepsie

Tvorba riesenia
tvorite riesenie, literaturu vtedy davate bokom

Etapa 4: Validacia riesenia
zistujete, aky je korektny postup overenia vasho riesenia

5 & PeweariT 50
personalized web group e o o o

mwn
-
—C



Etapa 1: ked’ este len hlfadate problém

Treba mat’ aspon oblast’ o ktoru sa zaujimate
-> zistite jej vyznamné konferencie a casopisy
-> zistite jej vyznamnych ludi

Najdite €o najaktualnejsie vyznamné clanky
(vela citacii, prip. su od velmi citovanych l'udi)

-> Citajte ich uvody

-> Citajte ich future work sekcie

—————

explicitné
zmienky o

otvorenych
Alternativne: hladajte prehl'adové ¢lanky probléemoch

danej oblasti (tzv. ,,survey‘ a ,,review”) _
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Etapa 2: je zvoleny problém dobry?

Znaky dobrého problému:
Spomina sa vo viacerych (vela) ¢lankoch
Nie je zatial vyrieseny
Su pokusy ho riesit), ale je tam este volny priestor
Je primerane maly (aby ste ho zvladli)

Znaky zlého problému:
Nespomina sa takmer nikde, ani nepriamo
Je uz vyrieSeny
Velka konkurencia riesitelov
Je to prilis velké susto
Nebudete mat’ technické moznosti ho riesit’

Techniky:
Full text search élankov, ktoré problém spominaju

Author search: ak niekto riesil problém v nejakom clanku,
mozno ho riesil aj v inych
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Etapa 3: hlfadanie riesenia,
a.k.a hladame biele miesto

Vyhladajte:
vSetky ¢lanky, ktoré riesia presne vas problém
d’'alSie ¢lanky, ktoré riesia podobné problémy

V pozbieranych ¢lankoch
zistite, aké su najlepsie existujuce riesenia
zistite doterajsie obmedzenia ex. rieseni
v akych doménach?
na akych datach?

étudujte najma ,,method description* a ,,related works*

Vypisujte si aj postupy, ktoré sa vo vasom rieseni mozu hodit’
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Na zaklade ziskanych poznatkov vytvorte svoje
rieSenie problému ©
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Etapa 4: overenie riesenia (ale spravne)

Vrat'te sa k uz najdenym clankom o existujucich
rieSeniach...

... a zacitajte sa do ich ,,evaluation®, ,,experiment® Ci
,methodology“ casti

Dobra rada: citajte o overeni este predtym,

nez zacnete na vasom rieseni pracovat’
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Styl prace s literatirou sa teda meni

Etapa 1: Hl'adanie problému
Etapa 2: Validacia problému
Etapa 3: Hlfadanie riesenia
Tvorba riesenia

Etapa 4: Validacia riesenia
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Typy zdrojov a ich kvalita
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Co vsetko su pre nas zdroje

Vyskumnée c¢lanky
Konferen¢né — najnovsie vysledky vyskumu
Casopisecké — vyzretejSie vyskumy
Knizné — ¢itat’ skér kvoli metodoldgii (ako robit’ vyskum spravne)

Nie az tak vhodné na citovanie
Blogy
Wikipedia
Webové sidla/stranky (vo vSeobecnosti)

Obcas skimame aj predmety vyskumu
Aplikacie, webové stranky
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Ziskavanie novych zdrojov (Clankov)

Sposoby nachadzania d'alSich zdrojov

1. Dopytovanie kl'u€ovymi slovami

2. Sirenie sa cez odkazy v élankoch
(Specialne cez Related Work)

3. Sirenie sa na odkazujuce élanky

Elektronické databazy
ACM Portal, CS Digital Library, IEEE Xplore, ScienceDirect

(Meta)vyhladavace
Google scholar, CiteYouLike, CiteSeerX...

Researchgate

Mnohé c¢lanky najdete volne na strankach vyskumnikov
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Kolobeh vyhladavania clankov

Dopyt (acm, google,...)

/\

Klucove slova
(vasej

= [
Citované
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clanky (RW)

«— Clénky ktoré
poctivo precitate
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Kvalita clankov — ¢lanok ako taky

Kolko ma ¢lanok citacii?
Nula vs. zopar vs. vela
Zalezi na veku ¢lanku (nové vs. stareé)
Na zacCiatok chcete tie najlepsie, napr. 100+ citacii

Kto su autori?

SU znami?
Su z dobrych univerzit?
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Kvalita ¢clankov — kde boli publikované?

Clanok na lokalnej konferencii/workshope
(nemajte ziadne o€akavania)

Clanok na medzinarodnej/svetovej konferencii/workshop
Faktory kvality:
Acceptance rate (prijaté / podané ¢lanky)
Programovy vybor (kto garantuje kvalitu konf.)
Zastresujuca organizacia (ACM, IEEE, ACL ..))

Clanok vo vedeckom ¢asopise
Ma casopis Impact factor? Aky?
Redakcna rada? (kto garantuje kvalitu €asopisu)
Vydavatel? (Springer, Elsevier, ACM, IEEE, ...)
Je v dobrom indexe?
napr. WOS, TMJL, Current Contents

l‘ n ) oo oo
4gRp PeWe@FIIT .. . .

°
mwn

-
—C



Kde zist'ovat’ informacie o kvalite ¢clankov?
Digitalne kniznice

A DIGITAL .
ACM§ 2 LIBRARY ‘ mputing Machinery Slovak University of Technology Browse = About | Signin Register

Journals Magazines Proceedings Books SIGs Conferences People Search ACM Digital Library Q Advanced Search

Journal Home Latest Issue Archive Authors v  Affiliations = Award Winners  Editors v Reviewers v About v  Announcements Contact Us

Home > ACM Journals > ACM Transactions on Economics and Computation > Vol. 1, No. 1 > A game-theoretic analysis of the ESP game

RESEARCH-ARTICLE

A game-theoretic analysis of the ESP game
¥ing f

Authors: Shaili Jain, David C. Parkes Authors Info & Affiliations

Publication: ACM Transactions on Economics and Computation « January 2013 e Article No.: 3

« https://doi.org/10.1145/2399187.2399190
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ACM Transactions on I Abstract o
Economics and...

Volume 1, Issue 1 “Games with a Purpose” are interactive games that users play because they are fun, with the
anuary 2013 added benefit that the outcome of play is useful work. The ESP game, developed byy von Ahn

Previous - Next and Dabbish [2004], is an example of such a game devised to label images on the web. Since o]
labeling images is a hard problem for computer vision algorithms and can be tedious and
o time-consuming for humans, the ESP game provides humans with incentive to do useful work

o by being enjoyable to play. We present a simple game-theoretic model of the ESP game and
A . R S R . . PDF
characterize the equilibrium behavior in our model. Our equilibrium analysis supports the fact

that users appear to coordinate on low effort words. We provide an alternate model of user
preferences, modeling a change that could be induced through a different scoring method, and <

show that equilibrium behavior in this model coordinates on high-effort words. We also give
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Kde zist'ovat’ informacie o kvalite ¢clankov?
Stranky konferencii
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Kde zist'ovat’ informacie o kvalite clankov?
Stranky casopisov

Springer Nature is making SARS-CoV-2 and COVID-19 research free. View research | View latest news | Sign up for updates

@ Springer Search Q  Authors & Editors My account

.....

Multimedia Tools and Applications

An International Journal

Multimedia Tools and Applications publishes original research articles on multimedia development and

system support tools as well as case studies of multimedia applications. It also features experimental For authors
and survey articles. The journal is intended for academics, practitioners, scientists and engineers who are
involved in multimedia system research, design and applications. All papers are peer reviewed. Submission guideknes

Specific areas of interest include: — show all Ethics & disclosures

Contact the journal

Submit ipt

Borko Furht

Publishing model Subsecribe
Hybrid. Open Access options available
133,97 €
Price includes VAT for Slovakia
2.101 (2018) 106 days 745,252 (2018)
Impact factor Submission to first decision Downloads Subscribe to this journal
1.876 (2018) 213 days ) )
Five year impact factor Submission to acceptance v Immediate online access

v Full Journal access includes all articles
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Preco tol'ko o tej kvalite hovorime?

Nie vSetok vyskum na webe je kvalitny
Nemusi ist’ rovno o bludy
Staci trivial a slendrian

Vyskumnici po celom svete su spravidla plateni podla
toho kolko toho odpublikuju

A preto sa vyrojili tzv. predatorski vydavatelia
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O udrziavani PDFiek s ¢lankami
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Udrziavanie PDFiek so zdrojmi ma svoje

problémy

Ako rozumne pomenovat’ subory?

Aku strukturu adresarov?
Co ked’ chcem rdézne hfadiska?

DalSie metadata?
Kam pisat’ poznamky?

Synchronizacia pre viac pracovnych stanic?
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Probléemy mame aj s pouzitim PDFiek

Citovanie: ,,Kde sa o tom pisalo?“

Opatovné vyhladavanie a rekonstrukcia znalosti

Generovanie bibliografie
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Mendeley Ci Zotero su nastroje
na spravu PDF s vyskumnymi zdrojmi

Extrakcia metadat z PDF alebo z webu (autor, rok, journal...)
Uchovavanie PDF, zrozumitel'ne pomenuva subory
Poznamkovanie a triedenie dokumentov

Cela datadaza synchronizovana online

Jednoduché filtrovanie dokumentov

Full-text search

Jednoduchy export bibliografie
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ABSTRACT

Each day millions of people play digital games with differ-
ent motivations. These motivations rang from time beating
to deep immersion into a narration or interacting with a
community. To address all these different means, a range of
game designs is necessary. Traditional human computation
games cannot present all these aspects yet.

This work will give a game centered view on game design
for human computation. To demonstrate the value of this
view it will present a fast-paced action game called OnTo-
Galazy along with two different human computation tasks.

1. INTRODUCTION

Since human computation is integrated into digital games
and has become relevant for science and industry, different
fields of its application have been explored. The evolved
designs have proved to be effective as well as efficient in
many situations. An overview of current human computa-
tion games and relevant publications on game design will be
given in section 2.

domain. Significantly fewer works are investigating possible
game design aspects in the context of human computation.

This paper will focus on the paradigm of using digital
games for human computation. Section 3 will demonstrate
how to design a game comparable to other casual games
that are played by millions of players every day. Benefits
and drawbacks of using this design will be discussed as well
in section 3.

2. RELATED WORK

Digital games with a human computation task have a
range of designs. They can be puzzles, multi-player envi-
ronments or virtual worlds. They also have many applica-
tion domains. Common tasks for human computation games
are for instance relation learning or resource labeling. A
well known example in this regard is the GWAP [18] se-
ries. Other games try to use human computation for natural
language processing like Phrase Detectives [6] or TwinMind
and Actionary [16]. Yet others, like OnfoGame [15] are used
to build and learn ontologies. These games preform human

m
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O tom ako pisat’ analyticku Cast’ prace
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Preco analyzujeme?

UCime sa
Robime si nazor na problém
Formujeme riesenie

Aku funkciu ma kapitola analyzy?

Motivovat’ metddu (alebo aplikaciu Ci vyskum)
Zdovodnit’ podobu metoédy
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Slabo napisana analyza ma Casto podobu:

1. Trivialneho tutorialu do zakladnych pojmov

2. Zn6sky poznamok k precitanym ¢lankom
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Analyzu by ste mali pisat’ odzadu

Ano, zaéina to studiom a tvorenim nazoru,

ale pisanie by malo zac¢at’ zhrnutim.
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Pouzivajte vyrokovu osnovu

(priklad: ¢lanok o automatickej detekcii potrieb studentov)

Motivacia

Opis metody

Experimenty

Vysledky

Zaver
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Pouzivajte vyrokovu osnovu
(priklad: ¢lanok o automatickej detekcii potrieb studentov)

Nelinearita obsahu

Kontext spravania

A/B test

Zlepsenie vyucby

Vyuzivat’ kontext

Studentov mitie, ked narazia na nelinearny
obsah vo vyucébovych systémoch

Nasa metdéda odporucania riesi tento problém
zistovanim potrieb studentov z kontextu ich
spravania

Uskutocnili sme A/B test v kontrolovanom
prostredi triedy

Skupina s odporuc¢anim dosiahla lepsSie vysledky
ako kontrolna skupina vo vystupnom teste

Zahrnutie kontextu spravania by malo byt vo
vyucbovych systémoch vyuzivané
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Kazdy jeden odstavec by mal mat’ svoj ,,vyrok®.
Zvysok odstavca ho ma podporit/rozvinut'

,Neuronovym siet'am s hlbokym uc¢enim sa dnes
venuje velka pozornost. Su predmetom velkého
mnozstva svetovych vedeckych for [1,2,5]. Pozornost’
im venuju aj velké technologicke firmy ako IBM ci
Facebook [6,7]. Viac nez tretina projektov vlanajsieho
rocnika velkej technologickej sut’aze Imagine Cup,
zahrnala neuroénové siete a ...“
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bit.ly/mip-dotaznik

Hlavné benefity vyrokovej osnovy:

1. Donuti vas naozaj premysliet’ myslienkovy tok
2. Napriklad si uvedomite, €o je dblezité
3. Nie je tak pracne ju vytvorit’

4. Lahko sa da menit’
(nie je to eSte kompletny ¢lanok/praca)
(viete nad nou posediet’ s kolegom/veducim)

5. Ked’ uz ju mate, finalny text sa pise sa vam ovela l'ahsSie
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Zhrnutie: Ak si nechate poradit, vasa analyza bude
riadena myslienkami, nie témami alebo ¢lankami

1. Pisanie od zhrnutie dozadu \,\_\
P

2. Vyrokova osnova o e |

[ P\L_,\_)/
Nin'g
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Zaver

Stadium literatdry nie je stale rovnaké, ma odligné styly
podla toho, v akej etape projektu sa nachadzame

Zdroje maju réznu kvalitu, ale su techniky ako ju
rozliSovat’

Urcite pouzivajte nastroje na manazment ¢lankov
(Mendeley, Zotero, ...)

Pisanie analyzy sa da robit’ strukturovane a remeselne

37 & PeweariT 50
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