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Construction of a physics education platform with game-design elements for
university freshmen

Hiro-Oka, Hideaki
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In order to put the brakes on the declining learning time of students and to
secure the time for study on physics for which many students have strong sense of avoidance, we
have developed the learning system that applies gamification, which is used in the field of
marketing. We designed it to be the integrated learning platform that is seamlessly accessible for
student so that it can be used in the class not only for self-study. By strengthening the game
element as the years progressed, improvements were seen in access times and the rate of correct
answers to tasks.
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https://sv.clas.kitasato-u.ac.jp/




