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Abstract

In the age of the Internet, college students are faced with numerous temptations. It becomes diffi-
cult for them to resist these temptations when they lack a strong interest in learning. As a result,
non-physics major students often exhibit a lack of active participation and interest in the college
physics classroom. Measures need to be taken to stimulate students’ interest and enthusiasm for
learning physics. The challenge, control, fantasy, cooperation, and competition aspects of gaming
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are particularly appealing to students. By integrating physics knowledge into games and utilizing
these characteristics, students’ interest in learning physics can be sparked. This approach can
deepen their understanding of physics principles, enhance their memory of physics concepts, and
cultivate their problem-solving abilities by using physics knowledge to solve problems within the
game. How to utilize physics-based games to ignite students’ passion for learning physics and im-
prove teaching effectiveness is a topic that deserves significant exploration.
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Figure 1. Overall process of game scene production in Unity3D software plat-
form [10]
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Figure 2. The impact of implementing physics-based games on final grades in college physics: (a) not implemented in the
second semester of 2020~2021; (b) implemented in the second semester of 2021~2022
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