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Purpose of this study: This study aims to improve student learning outcomes
and engagement by investigating the integration of Pokémon Unite into Physics
instruction..

Methodology: In this mixed-methods study, thirty Cebu City 12th graders were
taught motion-related physics principles via Pokémon Unite. The game's
acceptability and efficacy were evaluated using surveys and interviews. The data
was analyzed using descriptive statistics and thematic analysis, guaranteeing
truthful responses and data integrity.

Main Findings: Results showed high student acceptance, bolstered by the
game’s engaging gameplay and skillful use of Physics concepts. Students praised
the game’s enjoyment, relevance, effectiveness, and engagement as a satisfying
tool reflected in Physics teaching. Students' good experiences are further
clarified through qualitative analysis, highlighting themes like immersive
learning environments, collaborative problem-solving, personalized learning,

enhanced motivation and interest, and real-world application of physics
principles. These results highlight the potential of digital game-based learning in
physics education and suggest additional studies and innovative strategies to
improve student outcomes.

Novelty/Originality of this study: This study showed that Pokémon Unite is a
useful teaching tool for Physics and has a high student acceptance and
participation level. Through digital game-based learning, it provides fresh
perspectives on individualized instruction, group problem-solving, and the
practical application of physics ideas.

This is an open-access article under the CC BY license

Corresponding Author:

Joje Mar P. Sanchez,

College of Teacher Education, Cebu Normal University,
Osmefia Boulevard, Cebu City, 6000, Philippines
Email: sanchezj@cnu.edu.ph

1. INTRODUCTION

Digital game-based learning is becoming a viable method to improve science instruction in the ever-
changing field of education [1]-[2]. Even though this approach has much potential, more of it needs to be used,
and many science teachers are still learning how to incorporate digital games into their lessons [3]-[4].
Conventional science teaching approaches frequently need to be more fully engaging with students, which causes
a rift between the students and the content [5]. Digital games provide an engaging and dynamic learning
environment, making them a viable choice due to their interactive and immersive features [6]-[7]. Students can
study complex subjects, like Physics, in a more approachable and relatable way by participating in experiential
learning through digital games. Experience-based learning emphasizes learning by experience and reflection [8].
In addition to meeting the needs of students who are digital natives, this paradigm toward game-based learning
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satisfies the expanding demand for innovative teaching strategies that may close the knowledge gap between theory
and practice [9]. To guarantee that these games improve learning outcomes rather than just providing pleasure,
digital game-based learning must be carefully planned and optimized to realize its full potential.

In digital game-based learning, strategic team digital games have demonstrated the potential to develop
students' problem-solving, critical thinking, and collaborative abilities [10]. Pokémon Unite is one such game that
has drawn interest as a possible helpful teaching aid for Physics concepts. The Pokémon Company published
Pokémon Unite, a multiplayer online battle arena game created by TiMi Studios [11]. In this game, users take
control of Pokémon characters and fight strategically in a virtual arena. Teamwork and individual skill are both
necessary for victory. The game's design strongly emphasizes essential teaching components, including strategy,
teamwork, and decision-making, all critical for grasping challenging Physics topics. The way that the game's
mechanics require players to constantly examine and react to the movements and interactions of the characters is
particularly conducive to teaching motion-related concepts. Because of this alignment, Pokémon Unite is a favorite
game among young Filipinos and could be a valuable resource for teachers looking to improve their Physics lessons
using digital games. However, using these games in classrooms must be done carefully, especially in the
Philippines, where access to technology and preparedness for digital integration might differ significantly between
urban and rural communities [12]-[13]. Although Pokémon Unite can potentially enhance learning outcomes, its
effectiveness as a teaching tool depends on how well it is integrated into the curriculum.

Despite the growing interest in digital game-based learning, research examining the use of digital games
for teaching motion-related physics concepts is minimal, as evidenced by the application of specific games such
as Angry Birds [14]. This knowledge of how particular games can be successfully implemented in particular
educational situations is lacking because most game-based learning research has focused on broader game-based
learning methodologies or general kinds of games like adventure [15] and augmented reality games [16]. This gap
is especially noticeable in Physics education, where the abstract nature of many topics challenges conventional
teaching approaches. The theoretical, practical, and methodological aspects of employing games for Physics
training have yet to be thoroughly investigated, even if digital game-based learning presents a viable option. For
example, more research needs to be done on the game's mechanics to teach particular Physics ideas, such as the
laws of motion or force and energy concepts. Furthermore, there still needs to be more research on the real-world
challenges associated with incorporating a game into an organized learning environment, such as matching the
game's content to the curriculum or determining how it affects learning objectives. By filling in these gaps, this
study hoped to clarify digital game-based learning and its place in contemporary education by offering insightful
information about the viability and effectiveness of using Pokémon Unite as a teaching tool for Physics.

The study aimed to investigate how well students receive Pokémon Unite as a teaching aid for Physics
concepts about motion. With digital games becoming increasingly popular, it is crucial to know how students view
and use these tools to apply them in the classroom. Understanding that a satisfying gaming session or high
engagement rates do not always translate into successful learning is crucial. Thus, this study examined how much
the students enjoy and interact with the game and how it affects their comprehension of Physics concepts. By
doing this, the study shed light on the advantages and drawbacks of utilizing Pokémon Unite as a teaching tool,
giving teachers the knowledge they need to improve and innovate physics education in the age of digital
technology.

This study is essential because it adds to the current discussion on digital game-based learning and its use
in Physics education. This study thoroughly analyzed how game-based learning might be customized to teach
motion-related concepts in Physics by concentrating on Pokémon Unite. The study results could deepen our
knowledge of successful teaching strategies that help students succeed in Science, Technology, Engineering, and
Mathematics. Furthermore, this research addressed the gap in the literature by investigating the viability and
effectiveness of utilizing Pokémon Unite as a teaching tool. It presented fresh ideas for incorporating digital games
into Science instruction in general. By doing this, the study could contribute to the theoretical framework of digital
game-based learning and provide valuable suggestions for teachers who want to use these resources in the
classroom. Ultimately, the study insights could be used to build more specialized and situation-specific approaches
that tackle the particular challenges of teaching Physics in various educational contexts, especially in areas where
more conventional approaches might be less successful.

Games in education have become popular, especially in courses like Physics that require a deep
understanding of abstract ideas [16]-[18]. This approach incorporates games into the classroom to create dynamic,
exciting experiences that motivate students to participate actively in their classes [19], [20]. By presenting complex
scientific concepts in a more approachable manner through games, teachers enable students to investigate and
comprehend abstract ideas through tangible, hands-on experiences [21]. For instance, games can offer visual
representations of concepts like motion [14], [17], [22], heat transfer [23], and wind and gravity theory [24], which
help students better understand these ideas. Additionally, games foster a learner-centered climate, allowing
students to take chances, explore, and learn from their mistakes without worrying about failing [9], [25]. This helps
students develop their critical thinking and problem-solving abilities.
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Digital games explicitly designed for Physics education offer unique chances to combine interactive
learning components with instructional content [26], [27]. By providing a virtual playground where students can
experiment, change variables, and see instant outcomes, these games help students make abstract ideas more
relatable [14], [16], [28]. A better comprehension of the concepts results from the frequent use and experimentation
that digital platforms enable at a speed that works for each learner [29]. For instance, students can experiment with
various scenarios and quickly see how modifications affect outcomes by playing games that imitate the laws of
motion [30] or thermodynamics [31]. This interactive feedback loop can foster independent physics concept
exploration, confidence-building, and learning reinforcement [32], [33]. Furthermore, many digital games have
integrated assessments and progress tracking, which gives teachers important information about what their students
are learning and where they might need more help [19], [33].

Students' and teachers' increased adoption of digital games for education reflects the growing interest in
these tools. Digital games are often enticing to students because of their interactive features, visual appeal, and
chance to learn in a way that is less formal and more fun than conventional techniques [15], [27], [34]. They are
inspired by the obstacles and triumphs in the game, which may stimulate their interest in the topic. On the other
hand, if digital games are easy to use, clearly help student learning, and correspond well with curricular goals,
teachers are more likely to embrace them [35]. Acceptance, however, might differ based on many variables, such
as the degree to which the game's content is thought to relate to learning objectives, the resources and support that
are available for integrating the game, the degree of digital literacy possessed by both teachers and students and
among others as revealed in the systematic reviews of Wang et al. [2] and Ullah et al. [36].

Digital games offer a dynamic and engaging approach to interacting with complicated concepts,
demonstrating the potential to improve learning outcomes in Physics [17], [27]. These games provide realistic
simulations and scenarios that let students apply their knowledge in a safe setting, helping close the knowledge
gap between theory and practice [35], [37]. For instance, by allowing users to manage motion actively [14], [17],
[22] and energy [23], [24] and observe the results of their actions right away, digital games can aid students in
understanding these concepts. This practical technique can result in better problem-solving abilities, increased
information retention, and a deeper comprehension of concepts [2], [33], [36]. Additionally, digital games can
accommodate a variety of learning preferences by offering kinesthetic, auditory, or visual learners a variety of
ways to interact with the content, similar to results from other techniques such as learning videos [38] and virtual
experiments [39]. While there are many advantages to digital games, how well they complement conventional
teaching methods, are carefully integrated into the curriculum, and are designed all affect their effectiveness.

Though students' experiences with digital games in physics vary widely, many studies revealed benefits,
including improved motivation [15], engagement [40], and self-assurance in their capacity to comprehend complex
ideas [33]. Games' interactive and competitive elements can make studying more enjoyable and stimulating,
encouraging students to have a more positive attitude about physics [17]. Additionally, games provide
opportunities for cooperation and teamwork, which can foster social and communication skills in children as they
cooperate to solve challenges or accomplish shared objectives [41]. Even so, particular challenges exist, including
the potential for diversion when games lack a strong correlation with academic goals or are inadequately included
in the broader learning approach [35], [42]. Technical problems, student differences in digital competency, and
potential technological access disparities can also impact digital games' efficacy in the classroom [34], [36], [42].
Therefore, rigorous planning and implementation are necessary to guarantee that digital games improve rather than
impede learning in physics education. Digital games can transform physics education by enhancing interaction,
effectiveness, and engagement. However, the success of these programs hinges on how well they are incorporated
into the curriculum, the unique requirements of the pupils, and the teachers' educational objectives. Continuous
investigation and creativity are essential to optimize the advantages of digital game-based learning and tackle any
obstacles that may emerge.

This study investigated the acceptance of the digital game Pokémon Unite in teaching motion concepts
in Grade 12 Physics in a public school in Cebu City, Philippines. Specifically, the researcher determined the level
of acceptance in enjoyment, relevance, effectiveness, engagement, and satisfaction through the lens of the students
who used the digital game during their Physics classes. To complement this quantitative lens, the researcher also
qualitatively explored their experiences when the digital game was used to teach physics.

2. RESEARCH METHOD

2.1 Research Design

This study used mixed methods research using descriptive quantitative and basic qualitative designs,
which is appropriate for thoroughly investigating Pokémon Unite in teaching motion-related physics concepts. The
quantitative component made it possible to analyze data systematically, providing insight into how acceptable
Pokémon Unite is among students. Through open-ended interviews, the qualitative component provided a better
understanding of students' experiences, enhancing the findings with insightful contextual information.
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2.2 Research Subjects

Thirty Grade 12 students from a public school in Cebu City in Central Visayas, Philippines, participated
in the study. These students were chosen through purposive sampling because they represented a population
relevant to examining the application of Pokémon Unite in physics teaching. This sampling strategy was selected
to ensure that the study's findings would be meaningful and applicable in settings similar to schools, especially in
the Philippines.

2.3 Data Collection Techniques and Instruments

The study used both quantitative and qualitative instruments for data collection. A survey questionnaire
with a Likert scale and a reliability coefficient of 0=0.83 was created by the researcher and used. This survey was
created using the recommendations made by Amaefule et al. [43] and was verified for suitability and accuracy by
three physics education specialists. This quantitative instrument aimed to gauge how well acceptable Pokémon
Unite is among students as a physics learning tool. In-depth interviews were also conducted utilizing a semi-
structured interview guide, which allowed the researcher to delve into the opinions and individual experiences of
the students regarding their use of the game as a means of learning motion concepts. This dual approach made
comprehending the students' experiences and overall impressions easier.

2.4 Research Procedures

Before implementing the game, the researcher secured permission from the school principal and informed
consent from the student participants. Pokémon Unite was used to teach motion concepts like
distance/displacement, speed/velocity, and acceleration, specifically solving problems involving the said concepts
based on the Grade 12 Physics curriculum guide. Additionally, the game was integrated during the introductory
and reinforcement phases of the lesson. In the introductory phase, the game served as a springboard for illustrating
motion concepts; for instance, different Pokemon move at varying speeds or change direction to visually represent
the concepts of speed and velocity. In the reinforcement phase, the game was used to deepen their understanding
by making the game a hands-on application and problem-solving media.

Direct participant engagement was ensured through surveys and in-person interviews, and measures were
taken to reduce response bias. To promote honest responses, neutral, open-ended survey questions, and interview
protocols were used, along with anonymity and confidentiality measures to minimize bias. Strict data management
procedures were implemented, including encryption techniques, restricted access rights, and frequent audits, to
protect the integrity and privacy of the information obtained.

2.5 Data Analysis Techniques

Descriptive statistics, such as mean and standard deviation, were used to examine quantitative data from
the questionnaires to determine how students felt about Pokémon Unite. Braun and Clarke’s six-step method for
thematic analysis of qualitative interview data made it easier to find recurrent themes and patterns in students’
narratives [44]. These quantitative and qualitative analyses thoroughly explained how well Pokémon Unite teaches
motion concepts.

3. RESULTS AND DISCUSSION
3.1. Acceptance of Pokémon Unite
Table 1 presents the students’ acceptance of using Pokémon Unite aggregated across motion concepts

included in the study.

Table 1. Acceptance of Pokémon Unite in Teaching Motion Concepts

Aspect Description No. of Items  Mean SD  Description
Enjoyment Entertaining and captivating experience 5 4.04 0.78  Acceptable
Relevance Applicable and pertinent to real-life 5 3.98 0.83  Acceptable
Effectiveness Facilitating understanding and application 5 3.98 0.84  Acceptable
Engagement Sustaining motivation and interest 5 4.07 0.86  Acceptable
Satisfaction Fulfilling and meeting expectations 5 4.11 0.81  Acceptable

Legend: 1.00-1.80 (Not acceptable), 1.81-2.60 (Fairly acceptable), 2.61-3.40 (Moderately acceptable), 3.41-4.20 (Acceptable),
4.21-5.00 (Very acceptable)

The data shown in Table 1 reveal that Pokémon Unite is accepted in many ways when it comes to being
integrated into motion lessons. The captivating and pleasurable gameplay of the game (Enjoyment, =4.04)
contributes to its high acceptance. Prior studies have demonstrated the beneficial effects of fascinating games on
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students' motivation and pleasure in their studies [45]. Students' pleasure in the game was enhanced by its
immersive and interactive elements, which made learning more entertaining and engaging. Relevance and
effectiveness (1=3.98) also indicate that students consider the game to help them learn meaningful motion
concepts. This is explained by how the mechanics and settings of the game incorporate Physics concepts, giving
them real-world applications and solving problems [15]. The game’s instant feedback and experimental
opportunities, as reported by the participants, also contributed to its increased efficacy as a teaching tool, helping
students understand Physics concepts more thoroughly.

When utilizing Pokémon Unite for Physics instruction, students demonstrated a high level of engagement
(1=4.07). This is explained by the game’s immersive and interactive aspects, encouraging prolonged attention and
active participation [15]. The game’s dynamic and interactive gameplay encouraged investment and involvement
in the learning process, as asserted by the participants, raising interest in Physics. Ultimately, the Satisfaction
aspect (x=4.11) indicates that students were delighted with Physics teaching through the game, given that it can
match or exceed their expectations, offering a rewarding and positive educational experience [14]. The high
students’ acceptance of the game Physics teaching could be attributed to the overall positive experience and
satisfaction from utilizing it.

3.2. Experiences while Using Pokémon Unite

Analysis of the qualitative transcripts revealed five themes, as discussed below.
3.2.1 Immersive Learning Environment

Students were inspired to investigate the physics ideas offered in the game and were fully absorbed in the
learning environment created by Pokémon Unite. Because of the immersive experience provided by the game's
vibrant graphics and interactive features, students could experience physics in a setting that seemed real and
relevant, making abstract ideas easier to understand. Students felt they were active participants in their learning
process rather than merely passive information users, significantly improving their comprehension of physics
topics. This level of engagement led to a heightened sense of involvement.

A male game player stated, “Sa dihang nagduwa ko ug Pokémon Unite, na-feel nako nga mura nakog
na-experience ang mga Physics concepts sa klase. Kung mu-paspas akoang Pokemon, ma-relate dayon nako sa
speed or acceleration.” ("When | was playing Pokémon Unite, it felt like | was experiencing the Physics concepts
we learned in class. Like when my character moved faster, | could relate it to speed and velocity.”) A female
newcomer also supports this statement, “Ang mga graphics ug animation sa dula maoy ningbuhi sa mga physics
concepts. Naa ko sa dula, nag-experiment sa lainlaing mga motions ug forces.” ("The game's graphics and
animations made the physics concepts come to life for me. I was in the game, experimenting with different motions
and forces.")

Pokémon Unite's dynamic visuals and interactive gaming mechanics made a big difference in establishing
an engaging learning environment where students felt utterly involved. These components attracted and maintained
their attention, enabling users to interact more fully with the physical ideas the game presents. Students were
encouraged to use their grasp of physics in relevant and practical ways as they worked through realistic scenarios
and obstacles, reinforcing their learning. This immersive encounter is consistent with earlier studies that
demonstrate how these settings might promote more profound learning possibilities by increasing the relatability
and accessibility of abstract ideas. Ultimately, the game's interactive and visual components improved students'
understanding of complex concepts, highlighting the potential of digital games as helpful teaching aids [15].

3.2.2 Practical Application of Physics Concepts

Students' understanding and appreciation of physics deepened when they actively applied the concepts
they learned in Pokémon Unite to real-world situations. Due to the interactive approach in the game environment,
students could understand the relevance and practical application of abstract concepts in everyday life. Students
found connecting theoretical knowledge and practical application more straightforward when interacting with
these topics through gaming, improving their learning experience.

A male student who has frequently played the game shared, “Sa dula, kinahanglan nako nga mag-
estratehiya ug maka-compute ang strong angles og trajectory aron maigo ang laing team. Kini sama sa paggamit
sa projectile motion nga ma-enjoy og maka-learn ka.” ("In the game, I had to strategize and calculate the best
angles and trajectories to achieve certain goals. It was like applying projectile motion concepts fun and
meaningfully.") Another male player reflected, “Ang pagdula sa Pokémon Unite nakatabang nako nga masabtan
kung nganong mahitabo ang mga butang sa Physics. Mura siya og real-life experience diin makita nako ang cause
ug effect niini..” ("Playing Pokémon Unite helped me understand why specific actions have consequences in
Physics. It is like a real-life experiment where you see cause and effect in action.")

Offering concrete examples and contexts within the game, students could visualize and comprehend the
practical applications of physics concepts. This experience closed the gap between abstract theory and real-world
application, increasing the relatability and engagement of the learning process. Students could solve puzzles and
experiment dynamically by actively participating in the game's situations, strengthening their understanding of
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physics concepts. Such an approach is consistent with research showing how games can create meaningful learning
contexts that increase student engagement and help them understand complicated concepts at a deeper level. With
this, the approach promoted a deeper connection between the students and the subject of physics by assisting them
to see it as applicable to their everyday lives [15], [46], [47].

3.2.3 Collaborative Learning and Problem-Solving

As they played Pokémon Unite, students actively participated in cooperative learning and problem-
solving, cooperating to overcome obstacles and accomplish shared objectives. In this cooperative multiplayer
setting, students collaborated and worked as a team, planning and helping one another in real time. Through these
exchanges, they gained a sense of unity and the ability to think critically, realizing the value of teamwork in
reaching goals as a group.

One female player commented, “Naa mi team mentality kung magduwa mi ug Pokémon Unite. Magplano
mi sa amoang buhatunon, nga makatabang sa amoang pagsabot sa concepts sa motion like velocity og force.”
("Playing Pokémon Unite with my classmates felt like we were on a team to win the game. We strategize and
coordinate our actions, helping us understand concepts like force and momentum.”) A male student new to the
game mentioned, “Kung maglisud mi sa dula, mag brainstorm mi para makadaog. Mura ka og naa sa physics lab
nga nagtinabangay mo sa experiment para makakat-on” ("When we encountered difficult tasks or challenges in
the game, we had to brainstorm and problem-solve. It was like a mini physics lab where we experimented and
learned from each other's insights.")

The collaborative learning activities in the game encouraged students to actively participate and help one
another, strengthening their sense of community. Students felt a sense of community and purpose as they
collaborated to accomplish shared objectives, increasing their engagement and investment in learning. This
dynamic is consistent with research from the literature that shows how cooperative gaming environments improve
players' ability to communicate, work as a team, and solve problems. In addition to enhancing learning results, the
game's positive interactions and shared experiences strengthened students' bonds with one another and the subject
matter. Due to this, the collaborative aspects of the game were vital in sustaining high levels of engagement and
cultivating a positive learning environment [48].

3.2.4 Personalized Learning and Self-Discovery

With Pokémon Unite, students could explore physical principles in a way that best matched their learning
methods. The game adapted experiences to each player's talents and interests, enabling personalized learning and
self-discovery. Because of the game's open-ended design, students could explore freely, learn from their failures,
and feel more independent and confident in their ability to solve problems than they would have in a regular
classroom. Through hands-on, individualized exploration, students could expand their comprehension of physics
principles and enhance their general enthusiasm for the subject matter in this autonomous and self-directed learning
setting, encouraging them to take initiative in their education.

One male newcomer to the game shared, “Tungod sa Pokémon Unite, nakakat-on ko sa akoang
kaugalingon og nigamit og mga lain-laing strategies para makadaog. Ma-control nako akoang journey, maong
rewarding ug meaningful siya.” ("In Pokémon Unite, | could learn at my own pace and explore different strategies
to achieve my goals. It was like having control over my learning journey, which made it more rewarding and
meaningful.") A male Pokémon Unite player realized, “Na-appreciate nako ang Pokemon nite nga dili dayon
muhatag ug answer. Maka-discover ko because of trial and error. Mas maka-learn ka sa imohang mistakes kaysa
sa makakuha og things right at the first time.” ("I appreciated that Pokémon Unite did not just tell me the answers;
it allowed me to discover them through trial and error. I learned more from my mistakes than from getting things
right the first time.”)

With the help of the game's customizable and exploratory capabilities, students could take charge of their
education. They gained the self-assurance to tackle challenging physics topics through practical experimentation
[49]-[51]. The game fostered a deeper connection with the content, resulting in more meaningful learning results
by letting students learn at their own pace and approach issues in ways that resonated with their unique learning
styles. This learning autonomy inspired students to take on challenges, hone their problem-solving skills, and grow
more accountable for their academic achievement [15].

3.2.5 Enhanced Motivation and Interest in Physics

Students' motivation to learn was significantly boosted when they discovered that the game's integration
of physics concepts made the subject more engaging and applicable to their daily lives. The game's skillful
integration of physics concepts into its mechanics stimulated their attention, transforming theoretical ideas into
captivating problems. This strategy sparked their interest and motivated them to learn more about the concept,
increasing their desire to investigate and comprehend the intricacies of physics.

One female student new to the game highlighted, “Saona katong wala pako kadula sa Pokémon Unite,
wala nako damha nga ingon-ani ka interesting ang Physics. Tungod sad ula, naka-realize ko nga ang Physics kay
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dili ram ga equations but apil sad diay ang pag-understand sa world.” ("Before playing Pokémon Unite, | never
thought Physics could be this interesting. The game made me realize that Physics is not just about equations but
about understanding how the world works.") Another newcomer opined, “Ang dula ning-challenge nako nga mag-
think critically og creatively, nga nakapa-confident nako sa akoa skills. Wala ko nakahunahuna nga ingon-ani ko
ma-enjoy sa paglearn sa Physics hangtud nakadula ko sa Pokémon Unite.” ("The game challenged me to think
critically and creatively, making me feel more confident in my skills. I never thought I could enjoy learning about
Physics so much until | played Pokémon Unite.")

The game increased students' enthusiasm and interest in physics by delivering the topic engagingly and
interactively. This strategy aligns with studies highlighting the value of meaningful and stimulating learning
opportunities in developing students' intrinsic motivation and pique their interest in academic subjects. The game
made learning more engaging, motivating students to put in more effort to comprehend the content by turning
abstract physics ideas into interactive problems. These results are consistent with the research showing how game-
based learning settings enhance students' motivation, curiosity, and excitement for learning. Ultimately, the game's
capacity to make learning engaging and applicable greatly affected students’ interest in physics [48], [52].

4.  CONCLUSION

Students generally regard Pokémon Unite as a valuable tool for integrating physics learning based on its
immersive setting, real-world application of physics concepts, collaborative learning opportunities, personalized
experiences, and enhanced motivation. However, it is imperative to note that while high engagement or positive
experiences are important indicators, they do not inherently signify effective teaching instruction. Students can
enjoy the game without achieving significant learning outcomes. Therefore, the distinction between engagement
and effective learning must be carefully considered when evaluating the impact of digital games on physics
education. To solve this, more research is advised to examine the effects of employing games such as Pokémon
Unite in physics training through experimental means. This investigation should focus on engagement, measurable
learning outcomes, and broader academic applicability. New theories or notions that improve the use of digital
games in educational settings and guarantee they significantly advance students' academic performance may result
from this further research.
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