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IntroductionIntroduction
How to excite students’ enthusiasm for a physics course? 

How to gently force them to find something out on their own?

How to make them eager to learn something beyond the scope of the course?

How many times have we asked ourselves these questions?

One possible solution is organizing a physics game.

While it is a shared belief that only strong students benefit from science related games, 
“Fysics is Phun” does not suffer from this problem. In fact, the participants are expected 
not to know the correct answers. What usually helps a student to win the game is a good 
intuition about what a scientific definition or, in general, a scientific statement should 
sound like. 

Indeed, “Fysics is Phun” is a primarily a “deception” game. The key to success is not so 
much to recognize the right (the most plausible) answer among the many presented. The 
best players usually earn most of points by deceiving their rivals, that is by creating very 
plausible lies. 

In some sense, the game process is similar to the task when, instead of solving a 
problem, students are suggested to create their own. Requiring more active involvement, 
the latter tests and leads to a deeper level of students’ understanding of the subject.
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OverviewOverview
Game structure:Game structure:

several (typically two) rounds

each round consists of three questions and lasts for about 30 min

Minimum equipment requirements:Minimum equipment requirements:

* * computer with a projectorcomputer with a projector

** screenscreen

Recommended equipment:Recommended equipment:

* * one additional computer connected to the same projector, so thatone additional computer connected to the same projector, so that the the 
two computers can be used interchangeably two computers can be used interchangeably 

Recommended software:Recommended software:

* * if your class room has studentsif your class room has students’’ computer stations, any software that computer stations, any software that 
allows for exchanging messages between the studentsallows for exchanging messages between the students’’ computers with computers with 
the main computer would facilitate the game process greatly. the main computer would facilitate the game process greatly. 
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RulesRules
Participants:  a) host, b) several teams of students, c) jury.Participants:  a) host, b) several teams of students, c) jury.

The host asks a question. For instance, he or she might put up a photo of a 
physicist and ask who that is. The teams are then given time to come up 
with and submit their fake answers to the question. To those fakes, the 
right answer and one more wrong but very plausible answer, prepared by 
the host, are added. So, if there are four teams playing, there are six 
answers, which are to be projected on the screen. 

After the answers have been projected, the teams openly bet on the answer 
they believe is right. Depending on what the teams have bet on, they can 
get a certain number of points: 

a) Team(s) who bet on the right answer get 1 point. 
b) The jury select the best fake answer. The authors receive 1 point. 
c) If one or more competing teams bet on the fake answer given by team A, 
team A gets as many points as there are teams who chose their answer. 

Thus there are three ways of getting points. The most promising one is to 
write a very plausible fake so as to convince other teams to bet on it. 
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Remarks.Remarks.
� Recommended time. Typically the teams are given 7 minutes to come up with their three 

fake answers for one round. At the betting stage, the host reads out all the answers and then 

the first team is given 30 seconds to bet. All other teams bet in order right after each other. 

� The order in which the teams bet should be varied in a fair fashion.

� Each team should choose their leader. The host will accept answers only from the leader 

(or the team member designated by the leader).

� To prevent “too phunny answers”, jury may also select the worst fake and give “-1” to the 

authors.

� The teams are not supposed to submit right answers. If that, nevertheless, happens, it is 

recommended that the jury recognize such an answer as the worst fake. In addition, the 

team(s) who bet on that answer should receive 1 point. Alternatively, such an illegal fake 

may merely be discarded and not projected with the others.

� If using the software recommended on the previous slide, the host can arrange separate 

questions rather than rounds of three. Each team should be given 2-3 minutes to prepare a 

fake answer. This would make the game more dynamical.

� If not using the recommended software, the host will need quick questions to fill in the 

time while typing the submitted fakes. For one round, it is recommended to have five quick 

questions worth 1 point each. Sample quick questions are provided at the end of this 

brochure.
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Sample questionSample question

Who is this?Who is this?
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Sample question. Sample question. Projected answers.Projected answers.

1. Albert Einstein

2. Isaac Newton

3. James Clerk Maxwell

4. Johannes Kepler

5. Aristotle 

6. Galileo Galilei
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Sample question. Sample question. 
Computation of the score.Computation of the score.

After the betting is finished, the host announces the right answer. Out of the remaining five fakes, 

the jury select the best and the worst ones. A possible outcome for the question above is displayed 

in the table below. 

3-110Subtotal

5Jury -

3Jury +

2Correct answer

4323Answer bet on

3561Fake submitted

1

Team 4Team 3Team 2Team 1Question

The numbers in the first row indicate the authors of the answers from the previous slide. The missing 

numbers 2 and 4 correspond to the correct answer (see line 3) and the fake prepared by the host 

respectively. 

The numbers in the second row represent the bets of each team, The jury’s decision is depicted in 

lines 4 and 5, and the bottom line summarizes the teams’ scores earned for this question. 

Team 1 neither bet on the right answer nor deceived any rival teams thus scoring zero. 

Team 2 bet on the right answer and scored 1 point. 

Team 3 was penalized by the jury for the worst fake getting -1.

Team 4 deceived two other teams (1 and 3) and was also awarded by the jury for the best fake. 

Their score is 3 points.
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Conclusion.Conclusion.
In the end of the brochure we provide sample questions for one game including 
two rounds of main questions as well as ten quick questions (pp. 10-16). If the 
first game is a success and you would like to conduct more, below are the tips 
on how to create new questions.

�� Main questionsMain questions. What would make a good question depends critically on the 
level of your students. Ideally, they should have heard about the person, notion, 
device etc. that you are asking about, but should not know exactly who or what 
that is. There is no doubt that the betting is much more fascinating if the 
projected fakes differ much from each other. In the light of this, the host should 
avoid asking about a well known fact, as it may result in a very narrow scope of 
answers. In other words, the more recognizable the subject of the question the 
harder it is to come up with a plausible lie. (See pp.10-13)

� Quick questions. Here, on the contrary, you are rather testing students 
knowledge and logical skills. Although any quick problem would be suitable, 
“scrambling” is probably the best solution for this stage of the game. You can 
scramble physical terms that you are either planning to cover in your course or 
merely would like to attract your students’ attention to. In addition, such 
questions are relatively easy and less time-consuming to create in needed 
numbers. (See pp.14-16)

The author hopes that you and your students will enjoy the game. Have phun!
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1.1.Who is this? Who is this? 
What did he get his Nobel Prize for?What did he get his Nobel Prize for?

2. Why do the seasons change?2. Why do the seasons change?

3. What is a gyroscope?3. What is a gyroscope?

Sample Round I.Sample Round I.
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2. Why do the seasons change?2. Why do the seasons change?

� Orbital movement of the Earth along with the fact that its axis of 
rotation is tilted results in the change of the seasons. 

X  Because the Earth is further away in the winter than in the summer.                  

1.1.Who is this? Who is this? 
What did he get his Nobel Prize for?What did he get his Nobel Prize for?

� Einstein. Law of photoelectric effect .

X   Einstein. Theory of relativity.

Sample Round I. Sample Round I. 
The right answer and suggested fake.The right answer and suggested fake.

3. What is a gyroscope?3. What is a gyroscope?

� Device for measuring or maintaining orientation. The main part is a fast 

spinning rotor.

X   Device for controlling the temperature of grilled meat. 
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4. Who is this?4. Who is this?
What did she get her Nobel Prize for?What did she get her Nobel Prize for?

5. What is a quasar?5. What is a quasar?

6. The Heisenberg uncertainty principle 6. The Heisenberg uncertainty principle 
states thatstates that……

Sample Round II.Sample Round II.
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5. What is a quasar?5. What is a quasar?

� Quasar is an extremely powerful and distant active galactic nucleus. 

Emits vast amounts of electromagnetic radiation.

X  Quasar is a “quasi-star”, an object which is not unanimously identified 

by astronomers as a star but looks like one.

4. Who is this? 4. Who is this? 
What did she get her Nobel Prize for?What did she get her Nobel Prize for?

� Marie Curie. i) Research on radiation phenomena. 
ii) Discovery of the elements radium and polonium.

X   Mother Teresa. For bringing help to suffering humanity.

Sample Round II. Sample Round II. 
The right answer and suggested fake.The right answer and suggested fake.

6. The Heisenberg uncertainty principle states that6. The Heisenberg uncertainty principle states that

� the position and momentum of a particle can’t both be known simultaneously.  

X   nothing in science can be stated with absolute certainty. 
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Sample Quick Questions. Sample Quick Questions. Part I.Part I.

1. 1. Unscramble a physical quantity:Unscramble a physical quantity:

P U R E  R A T E  M E TP U R E  R A T E  M E T

2. 2. Unscramble a physical phenomenon: Unscramble a physical phenomenon: 

F I C O N D R A T I FF I C O N D R A T I F

3. 3. Unscramble an astrophysical process:Unscramble an astrophysical process:

N I C O C R A T EN I C O C R A T E

5. 5. Unscramble a branch of physics (2 words):Unscramble a branch of physics (2 words):

A Q U A  S U M M I T  C H E C N NA Q U A  S U M M I T  C H E C N N

4. 4. Unscramble a device:Unscramble a device:

F O R E  I T E M  N E R R E TF O R E  I T E M  N E R R E T
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Sample Quick Questions. Sample Quick Questions. Part II.Part II.

6. 6. Unscramble a physical property:Unscramble a physical property:

I T C I T Y S A L EI T C I T Y S A L E

7. 7. Unscramble a physical/chemical process:Unscramble a physical/chemical process:

S U B M O N O T I CS U B M O N O T I C

8. 8. Unscramble a physical phenomenon:Unscramble a physical phenomenon:

C I N D V U T T Y  R I C E  S O U PC I N D V U T T Y  R I C E  S O U P

9. 9. Unscramble a physical process:Unscramble a physical process:

C I O N N O T V E CC I O N N O T V E C

10. 10. Unscramble an electric device (2 words):Unscramble an electric device (2 words):

I N S C U B B E N T  C A N D L EI N S C U B B E N T  C A N D L E
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Sample Quick Questions. Sample Quick Questions. Answers.Answers.

1.1. Temperature Temperature 

2.2. DiffractionDiffraction

3.3. AccretionAccretion

4.4. InterferometerInterferometer

5.5. Quantum mechanicsQuantum mechanics

6.6. ElasticityElasticity

7.7. CombustionCombustion

8.8. SuperconductivitySuperconductivity

9.9. ConvectionConvection

10.10. Incandescent bulbIncandescent bulb


