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Abstract
Through digging into the embedded mode of ideological and political elements in the talent train-
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ing mode of “New Engineering”, a new mode of “Integration of Production and Education & Colla-
borative Education” for game development courses is built based on the concept of “Tech for Social
Good”. By carrying out “Assemble Disciples Teaching” and jointly developing innovation and entre-
preneurship courses or guiding students to participate in discipline and business competitions, an
in-depth school-enterprise cooperation with institutions such as Tencent Roblox and Tencent Photon
Studio was developed. The course system of Computer Game Development was combined, so as to in-
tegrate it more closely with digital public welfare, and to integrate ideology and politics elements
more naturally. Not only the organic unity of the functions of curriculum education and talent educa-
tion are realized, but also the breadth and depth of the integration of production and education be-
tween colleges and enterprises are broadened by the proposed series of teaching reform measures.
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Figure 1. Sharing game development experience
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Figure 2. Sharing game competition experience
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Figure 3. Sharing signing experience
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Figure 4. Offline communication in Roblox
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Figure 5. Participating the national college students engineering training comprehensive ability competition (Provincial, online)
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Figure 6. Participating the China college students engineering practice and innovation ability competition
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Figure 7. Certificates for computer game discipline competition awards
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Figure 8. Certificate for Roblox experience instructor
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Figure 9. Slide cover for the short course on innovation and entrepreneurship
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Figure 10. Assessment for game engine training
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Figure 11. Certificates for business computer game competition awards
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Figure 12. Medical science computer games
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