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ABSTRACT
Students nowadays often inattentive with typical lecture-based approaches to introductory accounting
courses. The VARK (Visual, Aural, Read/Write and Kinesthetic) model learning style adopted in developing
a game to attract students’ interest to the subject. The game consist of more than 50 colorful cards inspired
by real life business transactions within the context in accounting textbooks on a fundamental level. These
approaches allow students to engage in experiential and social learning while capture different preference
of students’ learning style. The result showed that the game approach was both more effective in improving
students’ knowledge of accounting principle, encourage competitiveness, teamwork, decision making
ability and more motivational than the traditional approach.
Keywords: Accounting, Innovation, Games, Interactive learning style

INTRODUCTION
Accounting seems to be viewed as a boring, pencil-pushing subject, mechanical, repetitive, quantitative,
involve application of logical thinking, number crunching, introverted, methodical, tedious and many others
negative judgement. Whereas, student millennial generation are considered highly social, preferring faceto face and online interaction and instructors to solitary learning. Thus, introductory accounting courses
usually conﬁrm millennials’ fears particularly those have to undertake accounting course while majoring in
others. In University Teknologi MARA (UiTM), students majoring in science policy, business studies,
plantation and agriculture, sport science and few others course required them to enroll accounting course
as part of their plan of study. Accordingly, instructors of accounting courses face signiﬁcant challenges in
capturing students’ attention and interest to evade their bad perception eventually will effect on their poor
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academic results. Thus, by incorporating new learning approach and discovering or identifying different
methods of learning, negative perception on accounting subject may be reduced.
Many studies have been done on interactive learning style including game approach. Tobias et al.
(2014) concludes that there is a call for development of games integrating kits and technology to stimulate
students’ interest with good instructional design because people do learn from games. Therefore, this paper
mean to materialize the game approach to teach accounting subject to ensure that learners will acquire the
specific knowledge and skills. Each generation of educators brings new idea to pedagogic development, the
rise of learning style by game approach cannot be ignored. Over the past 35 years, the emergence of various
learning style models has brought increasing attention to the idea that students learn in numerous ways.
Thus, one approach of teaching does not work for every students or even most of the students. As such, this
game incorporate VARK learning style model to ensure students with varying preference on learning style
will get implicate on the whole by joining the game.

LITERATURE REVIEW
Educational games include many type of games such as board games, video games, cards, mobile apps,
simulation games and etc. The games are designed to help students to learn about certain subjects,
strengthen and develop the concepts and able to understand a past event or culture. Other benefits of using
educational games in the learning process include promote teamwork, increase motivation, improve
attention and interest, develop problem solving skills, increase reaction time in decision making process,
boost active self-regulated learning, enhance communication with peers, alternative learning approach,
improve social skill such as negotiating and leadership; and playing game are fun too (Buckley & Anderson,
2006; Gunter & Kenny, 2008, Ke, 2008, Annetta et al, 2009, Dalgarno & Lee, 2010, Muratet et al, 2011,
Kapp,2012, Hess & Gunter, 2013). Game-based learning approach has improved learning in various areas
such as in language (Aguilar & Qian, 2015), medical education (Wang et al, 2016), science (Ahmed &
Parsons, 2013), music (Turnbull,2007), mathematics (Waiyakoona et al.,2015), engineering (Ebner &
Holzinger, 2005) and so on and so forth. It is proven that game based approach actually help in learning
process and it is essential to adopt in this millennial era. Learning accounting likewise moving towards
game-based approach to facilitate with the need to be competitive and adaptive with up-to-date pedagogy.
Nitkin (2011) had develop an accounting simulation to provide a hand-on as well interactive
approach to review the accounting cycle, while emphasizing the transactions based on types of business
activity and the cash flows. The game execute during the class required all students to participate and thus,
those students who rarely do homework not able to escape in the learning process. The survey results
capture student feedback from 62 students indicate that the game helped them better understand how to
actually complete the accounting process, working with peers helped them better understand and apply the
accounting concepts and the game was viewed as a positive and a value-added exercise. While, Seow &
Wong (2016) cultivate an app in mobile phone as a target to empower students to learn accounting in a fun
way, outside of the classroom. The app namely ACE is a combination of mobile learning and game-based
learning to create interest and increase students’ motivation. The games test on basic accounting concept
and classifications of accounting. Majority of the students whom voluntarily fill up the survey have
positively rated ACE as engaging, challenging them intellectually, the design is appealing and highly
motivating to use.
Moncada & Moncanda (2014) design games with PowerPoint adaptations of the popular television
game show Hollywood Squares® and Connect Four® to create a collaborative and active learning style
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from a traditional accounting lecture. Accordingly, the simplicity of the television games make these games
ideal for reviewing of basic accounting concepts. As a result, students more proactive using laptops and
mobile phones to search for information, they engaged through team collaboration and discussion. Moncada
& Moncanda believed that the game based approach when designed and effectively structured is capable to
supplement accounting lessons not only a practical alternative, but as well occasional assistance to the
classroom lecture. Shah (2017) reiterated that playing game in accounting course will help a complex and
quantitative subjects become easy to understand while enjoying the learning process. She suggest that the
game become sort of homework and practice for students but not as introductory of accounting concept.
The game will develop students’ interest and motivational factor throughout the course constantly. An
effective game approach would change students’ behavior and attitude towards learning in order to develop
their interest as well their motivation and engagement. Hence, the game based approach in this paper
presenting a combination of card games, using visual aid of PowerPoint, and simulation of accounting game
that purposely to integrate different learning style of students and indirectly it is hope that able to enhance
students’ soft skill.
The game: Bet on Accounting
The game namely ‘Bet on Accounting: The Opportunivore Card’ is a set of kit which consist of cards, dice,
replica money, and a visual aid. The instructor or facilitator to conduct the game required those with
accounting knowledge such as accounting teacher or lecturer. The person will give instruction, handling
the dice session, the cards and the money. It is recommended to have four facilitators to conduct the game
if it plays by many groups of students. Each facilitator for each task. For example, Facilitator 1 giving
instruction, Facilitator 2 to handle the dice session, Facilitator 3 and 4 to control the card and the money
respectively. The game can be played by four or five groups consist of four to five members each group.
The game started with students to refer the instruction from the visual aid using PowerPoint. The
instruction begin with a capital and able to acquire a loan to start a business and followed by business
transactions day by day for a month. The transactions consist of purchase of assets, purchase of stocks,
sales revenue, discount received and allowed, other expenses such as rental, utility, wages and salary
represents by the cards indicate evidence or source of documents. If paying expenses, they have to pay
exact amount to the facilitator and if they generate income, they will claim money from the facilitator who
control the money. The game also exposed on cash and credit term of business transaction to comprehend
students with debtor and creditor.
The luck and opportunity apply here as the students need to decide their turn to pick the card offered
based on throwing the dice. This solely depends on their luck. Then, the students will be given five options
of cards, and the card they will pick based on their knowledge on accounting. This is their opportunity.
Basically, the group with highest number on the dice to pick the card first and the lowest number will be
the last to choose the untaken cards. Technically, the first group to choose the card is able to grab the
opportunity to earn higher income or to incur lower cost. However, this is based on students understanding
the classifications of each items and the effect of asset or liability or revenue or expense on their business.
The group might have a good opportunity but unfortunately make a wrong decision due to lack of
understanding on the accounting principles. Finally, students are required to proceed with recording process
from journal to a financial statement. The winner of the game is based on the highest asset to liability ratio
and group with minimal error in the recording process.
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Application of the VARK learning style into the game
The VARK models adopt in the game aim to stimulate students’ interest on the accounting subject as well
to capture their different learning style. The acronym VARK stands for Visual, Aural, Read/write, and
Kinesthetic sensory to take in and give out information. Fleming and Mills (1992) suggested the four senses
that seemed to reflect the learning modes excluding taste and smell. Below diagram showing how the
VARK learning style incorporating in the game:

Throw a dice

Visual learner

Reveal transaction for the day via visual aid and option cards

Aural learner

Pick the card

Kinesthetic learner

Record the transaction

Read/write learner

Fig 1 Diagram of VARK learning style apply in the game

Hawk and Shah (2007) describe VARK learning style and preference activities to accommodate
their learning style. Accordingly, visual learner usually remember from what they read and see. They
attracted to different colors, pictures and thus, this game represent by card with picture and colors which
intend to expose students with common item in business transaction. An aural or auditory learner is a student
which is excel at processing information and able to recall information by simply hearing it. Therefore, by
joining in the group, the student able to discuss and explain to others since the game required them to make
a decision and problem-solving. While, read/write learner prefer wordy information as the most important
way for them to remember. Therefore, by involving in recording process student will be able to digest more
accounting information. Finally, for kinesthetic learner, basically it is a combination with visual and/or
auditory learning techniques, producing multi-sensory learning. It is also known as hands-on approach.
This game is very suit to kinesthetic learners as the aim of the game is to expose with real life business
transactions and students need to be actively participate whether to lead the group or become a follower.

RESEARCH METHODOLOGY
Sampling
The sample investigated here was a subsample taken from a larger number of 137 students. The students
were chosen based on quota sampling represented by those with poor result in the mid semester test for
Financial and Cost Accounting (ACC166). This subsample consisted of N = 33 (30 males, 3 females) from
the Sport Science and Recreation Faculty. During the semester, only students from the faculty of Sport
Science and Recreation were sit for ACC166 course and as this game is intend to attract students’ interest
to the accounting subject, therefore those with poor result is chosen. Mean age of participants was 18.67
years (SD = 2.35; range: 18–19 years). ACC166 is a course consist of introductory financial accounting
whereas sport sciences’ students are chosen for data survey of this study as they are expected those who are
attracted to physical activity type of learning style.
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Statistical Analysis
All 33 subjects filled up the accounting-game questionnaire. The survey had been grouped into five
categories. That is, the categories “strongly disagree” and “disagree” were collapsed into the category “1”
and “2” while “agree” and “strongly agree” were collapsed into the category “4” and “5”. Whereas, “3”
indicate neutral neither disagree nor agree. Participants were asked to rate their level of agreement with a
set of statements about the effectiveness of the game including understanding of the five accounting
classification (Capital, Asset, Liability, Revenue and Expenses), the soft skill engagement and the
innovation criteria.

FINDINGS
Qualitative assessment such as students’ perception on the game to be an ex ante consideration in the game
design in order to identify whether students are relate with that particular skill (Lavoie and Rosman 2007).
Table 1 below present a result of students’ response on survey of the game.
Table 1 Students’ survey response

Effectiveness
1. The game increase my understanding on accounting classification
2. I understand what is CAPITAL
3. I understand what is ASSET
4. I understand what is LIABILITY
5. I understand what is REVENUE
6. I understand what is EXPENSES
Soft skill engagement
7. The game require me to be competitive
8. The game test me on problem solving ability
9. The game engage me in teamwork
10. The game involve me to practice my communication skill
11. The game require me to make effective decision making
12. I able to practice my leadership skill throughout this game
Innovation
13. I prefer this learning style rather than traditional teaching in a classroom
14. The game is different from other learning games and its fun and useful to
increase my accounting knowledge
15. I would recommend this game for those undertaken accounting course
16. I believe that this game is one of innovative learning style that I ever
experienced

Score
Mean

Score
SD

4.8
4.0
4.2
2.5
4.5
4.8

0.89
0.86
0.83
1.16
0.98
1.13

5.0
3.0
4.0
3.3
4.0
2.0

0.00
1.12
0.86
1.07
0.84
1.18

5.0

0.00
0.81

4.0
4.3
4.0

0.83
0.92

The survey separated into three part. The first part represent perception of the students on the
effectiveness of the game, second part is on the soft skill engagement and the final part is on innovation
criteria. For effectiveness part, student score 4.8 out of 5 for the statement of the game increase their
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understanding on accounting classification and understand on ‘expenses’ item. However, student rank 2.5
out of 5 which indicate 50% understanding on what ‘liability’ means. This can be explain that students did
not require to make a loan repayment for that particular accounting cycle, although they acquire loan. Thus,
there is no obligation to pay the debt until the end of the game. This indicate lacking nature of a liability in
the game which suggest area to be improved. For other categories of accounting classification shows that
most of them rank between 4 to 4.5 implied that they were agree that they understand what its’ means. The
soft skill engagement part of the survey shows that 100% of the respondents feel that the game require them
to be competitive. Whereas, the other criteria indicate 4 out of 5 which means respondents agree that the
game promote teamwork and able to make effective decision making. For communication skill indicate 3.3
and problem solving ability only 3 which indicate that students neither agree nor disagree with engagement
of these two soft skill into the game. Technically, the game to be played in group which require students to
interact with team mates and discuss with each other. However, based on the result, it can be explained that
each member of the group assigned accordingly their task and deliver it without the need for them to
communicate and able to solve problem individually. That is why teamwork rank higher than these two
criteria. However, the respondents do not agree that this game able to enhance their leadership skill (ranked
2 out of 5). This might be due to in one group normally only one leader will be appointed. Thus, not all
respondents able to exercise their leadership skill. Finally, the last part of the survey on innovation criteria
show that overall the respondents agree on all statement. 100% of them prefer this game rather than
traditional method. They would recommend this game for accounting course, it is fun and useful; and they
recognized it as innovative learning style they ever experienced.

CONCLUSION
Game-based approach in education has improved interactive learning style in various areas such as in
language (Aguilar & Qian, 2015), medical education (Wang et al, 2016), science (Ahmed & Parsons, 2013),
music (Turnbull,2007), mathematics (Waiyakoona et al.,2015), engineering (Ebner & Holzinger, 2005) and
etc. It is proven that game based approach actually help in learning process and it is essential to adopt in
this millennial era where students are more advanced native. To adapt with this, learning accounting as well
moving towards game-based approach to facilitate with the need to be competitive and adaptive with upto-date pedagogy. This paper present on development of the accounting game namely ‘Bet on Accounting:
The Opportunivore Card’ and to investigate the effectiveness, the soft skill engagement and innovation
criteria of the game.
The research focuses on the effects of this instrument as a medium in teaching accounting to nonaccounting students, 33 students were surveyed after their mid-term test. The results show that this game
improve their understanding on accounting classification except for liability. For soft skill part, the findings
of competitiveness, teamwork and able to enhance their decision making ability is consistent with most of
other studies (for example, Buckley & Anderson, 2006; Gunter & Kenny, 2008, Ke, 2008, Annetta et al,
2009, Dalgarno & Lee, 2010, Muratet et al, 2011, Kapp,2012, Hess & Gunter, 2013). However, most
students did not agree with leadership skill being practice during the game. Accordingly, Ibarra et al (2010)
emphasize that prior study identify leadership as skills that are learned through practice and observation
which also known as learning by doing. As such, not all students able to be a leader in a group for this
particular game which explain the result of the survey. Finally on innovation part, it can be conclude that
innovative teaching and educational games particularly in accounting course is recommended.
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There are few limitations of this study as there is no data for pre and post of the game implementation of
the students. This is due to the purpose of this paper to investigate the perception of the students on the
game itself as the traditional method of teaching is already been done. The game is only supplement to the
traditional method to attract students’ interest on accounting subject. Suggestion for future research is to
explore for empirical evidence in analyze the relationship between the game approach and the determinants
or factors that influence student’s performance.
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