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Visualizing the changing electric and magnetic
field as the wave propagates helped me better
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understand the concept of wave polarization.

- What we do:
- create customized experiences (video
games) to illustrate E&M concepts
- numerically solve for Maxwell's equations & more
- modularize shared concepts, such as scalar & vector fields
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.- This multiple perspective-taking and immersion can aid
students in better understanding 3D E&M concepts.

- The team is working on implementing software to track
student behavior inside the VR experience to assess where
and how time is spent.

. This project aims to build a learning infrastructure that
would adopted by physics and engineering departments
across the country.
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UIUC students are involved in 3/4 stages of development

. 73 undergraduate students from 6 departments have been involved
INn the VR development over 7 semesters

. ~300 students have enrolled in the lab sections to date

. Gamification: maximize the time spent in the lab learning & engaging ElectrostaliciPE e R
with the experiment
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