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ABSTRACT

ThisresearcharticleinvestigatestheimpactofusingaMonopolyBoardGame(MBG)intheteaching-
learningprocessoffinancialstatementanalysis(FSA)toinformationtechnologymanagementstudents,
whoearlierhadlittleornofinanceoraccountingprioreducationalbackground.Thesubjectswere
students(N=159)inanIndianUniversity.Thestudy;first,narratedtheprocessofadministering
MBG;second,quantitativelyanalyzedthelearningexperiencethroughastructuredquestionnaire
tovalidatetheresearchobjectives.Thestudyresultedinthecreationofthreefactor-clustersnamely
cognizance, collaboration, and enthusiasm which impacted students’ MBG learning experience
overthetraditionalteaching-learningmethods.Resultsshowedthatfactorsrelatingtocognizance
aremoreimpactingthancollaborationandenthusiasm.Inthefuture,thisresearchcanbeextended
toadvancedfinancecoursesandcanbeintegratedwithrelevanteducationaltheoriesthatunderpin
teaching-learningprocessesinhighereducationtootherdisciplines.

KEywoRdS
Board Games, Cognizance, Collaboration, Enthusiasm, Exploratory Factor Analysis, IT Students, Learning, 
MBA, Teaching

1. INTRodUCTIoN

Exploringandexecutingcreativeteachingmethodshavebeentheexcitementforeducatorssincethe
distantpast(Daviesetal.,2013).Educatorsneedtoseekpedagogiesthatcanengagethestudents
and foster the process of learning and retention (Becker et al., 2017; Cook-Sather, 2018). How
effectivelytheteacher’scontactsessionsareengagingenoughtofacilitatestudents’learning?How
cantheteacherorchestratetheclassroomconducttobringoutthesymphonyofknowledge?Several
researchstudieshavereinforcedtheneedforaradicalshiftoftheclassroomfromateacher-centric
cellartotheparticipant-centricarena(KimandDavies,2014).Simulationsandonlinegame-based
learninghavealsocontributedtheirshareinthelearningexcitementconsiderablyovertherecentpast
(Kapp,2012;AbdulJabbarandFelicia,2015).Ifoneremembersthepre-computertimes,hard-board
gameswereoneofthefavouriteindooractivitieswhichcontainedtherequiredinfrastructureandthe
objectsallinasinglebox.Someoftheboardgamesabouttradeandcommerce-enabledplayerstonot
onlyenjoythegameactivelybutalsounderstandtheunderlyingbusinessconcepts.Administration
ofboardgamesinclassroomteachingfosterscollaborationamongpeers,decision-makingskillsand
createsanengagingclassroomenvironment(AburahmaandMohamed,2015;Kangasetal.,2017).
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Integratinggamesintopedagogiesisimperativetoachievelearningoutcomeseffectively.Gamesarean
integralpartofthehumanexperiencesinceevolutionandareindependentofculture,race,andtimes.
Therearechallengesinmodern-dayeducation,inparticularininformationtechnologymanagement
educationwherestudentsaspiretobecometechno-managersintheinformationtechnologyindustry.
Majorityofthestudentswhooptforatechno-managerialMBA(MasterofBusinessAdministration)
arepredominantlyengineersofcomputerscienceandelectronics.Oneofthecriticalchallengesis
howtoexcitetheseengineerstolearnspecificmanagementcoursessuchasaccounting,statistics,
researchmethodology,andoperationsresearch.Thoughtraditionalteachingpedagogiessuchaschalk-
and-talk,casestudies,andpracticeshavecontributedtotheclassroomexperienceonthecourses
statedabove,thereisaneedtoadoptinnovativewaysofteaching-learningtocomplimentlearning
excitementandlearningretention.

Thereislessawarenessamongacademiaandtheindustryaboutthesignificanceofbringingout
therightmixofheadandhands-onlearning.Researchworksinthepasthaveaddressedthefailureto
bringinsuitableinteractiveteachingapproacheswhichhaveresultedinlearners’boredom,deterrence,
andresourcewastages.Boardgamesthoughacceptedtobeoneofthemostpopularlyplayedgames
(Bell,1979;Wolfe,1993;Gobetetal.,2004;RamaniandSiegler,2008),itsusefulnesshasnotyet
beenamplifiedbeyondtherealmsofin-house/in-doorentertainmentandasatime-passfulfillment.
Alhoughboardgameshavegainedmomentumintheeducationalfield,avastmajorityofthemare
stillconfinedonlytoyoungchildrenorattheprimarytohighschoollevels(Ramanietal.,2012;
LaskiandSiegler,2014).Usefulteaching-learningexperienceshouldmotivate,endow,andinstigate
studentengagement,whichisevidentgenerallyinallrealmsofeducation,yetspecificallytotopics/
courses/curriculum,whicharetechnicalandcomplex.

TheMonopolyBoardGame(MBG)originatedduringtheearly20thcentury,isoneofthemost
iconicboardgamesofall times.Arealestate tradinggame, ithasalwaysconsciouslybeenofa
favouritepastimeactivityduringafamilygathering,andsubconsciouslythegamecanalsodemonstrate
usalotaboutcertaincommercialactivitiessuchascashflows,personalfinance,andinvestments.

Hence,theresearchquestionsdefinedareasunder:

• WhatfactorsimpactthestudentsoftheMBA(ITBusinessManagement)toacceptthemonopoly
boardgame(MBG)asaninterestingwayoflearningandretainingFinanceknowledge?

• Howcanboardgamefosteradifferentlearningenvironmentcomparedtothetraditionalteaching
learningenvironment?

Theobjectivesofthestudyare

• Tounderstandthestudent’sperceptionaboutlearningFinancialStatementAnalysisthroughthe
MBG,achievedby
◦ Definecriticalfactorsthatunderpingame-basedlearningexperiencesfromextantliterature.
◦ ExplaintheprocessadministeringtheMBGGroupProject

• Analyzequantitatively,thefactorsthatsignificantlyimpactthestudents’willingnesstoaccept
boardgame-basedlearninginlieuofthetraditionalteaching-learningmethods.

Thispapercomprisesofsixsections.Thefirstsectionintroducesthetopicandobjectiveofthis
research.Thesecondsectionisaboutthereviewofliterature,whichcoverstherelevanceofthisresearch
toitspredecessorsandenumeratestheresearchgaps.Sectionthreeexplainsthemethodologyofthe
study,theresearchprocess,selectionofappropriatestatisticaltechniquesandtools.Sectionfouris
aboutanalysisandfindingswhichpresentstheresultsofdescriptive,reliability,andexploratoryfactor
analysis.Sectionfiveisaboutdiscussesthetheoreticalandpracticalimplicationsoftheresearch.
Sixthandlastsectionconcludesbysummarizingthecriticaloutcomeswiththelimitationsandstates
futureresearchdirections.
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2. REVIEw oF LITERATURE

Thissectionisaboutreviewingtheexistingliteraturefromtwodifferentperspectives;onetherelevance
ofgame-basedlearningandtwotheappropriatenessofusingboardgamesintheteaching-learning
process.Finally,weexplaintheresearchgapsandmotivation.

2.1 Game-Based Learning in Classroom
Studiesfromtheareaofpsychology,sociology,educationanthropologyoftenemphasizethatlearning
throughgamesorplayisoneofthemostinfluentialmediatoenhancestudent-capabilities(Rieber,
1996;Gros,2007).Differentfromatypicalclassroomenvironment,analternatewayofteaching
throughgame-basedlearningmakesstudentsparticipativeandalsofostersthelearningprocessmore
efficient.Game-basedlearningenhances theperformanceof thestudentsandalsohelps themto
mediatethelearningmoreeffectively(Tanetal.,2007;Burguillo,2010;WangandChen,2010;Hamari
etal.,2016).Anotheradvantageofgame-basedlearningisthatstudentsunderstandtheconceptmore
thanthroughthetraditionallecturethroughpeerandcollaborativelearning.(SungandHwang,2013).

Game-basedlearningpedagogyincludesmoreparticipationandpeerinvolvement,whichhelpsin
learning(Pohletal.,2008;Greenhowetal.,2009;Ramanietal.,2012).Gamesenhanceparticipants’
interactionsandisparticularlyeffectiveinconcept-buildingactivities(Connollyetal.,2007;Tanget
al.,2009).Gamesareaninformalwayofteachingdevelopaninterestinthesubject(Pivecetal.,2004;
DeFreitas,2006).Soratherthanusingchalkandtalkmethodoflecturing,participationthroughgames
basedexperientiallearningengagesthelearnerstoagreaterextent.Bellottietal.,(2013)statedthat
subjectknowledgeretentionandapplicabilityimprovesingame-basedassessments.Emin-Martinez
andNey(2013)advisethatgame-basedlearningcanbesuccessfulonlyiftheteachercanchoosethe
rightgameforthespecifictopic.Processmodelsareavailablefortheuseofgamesintheclassroom
withsomeprimarymotivatorslikeconcentration,enthusiasm,entertainment,fun,interactivity,and
easytolearn(SánchezMena,andMartíParreño,(2017).Stieler‐HuntandJones(2018)studiedthe
constraintsbyteachersinusingthegame-basedlearningpedagogieswhichincludedresourcescarcity,
student’slackofinterestorlethargy,lackofsubjectclarity,anddisturbancetoclassroomdecorum.

2.2 Board Game Based Education
The board game-based learning experience comprehensively supports Piaget’s theory which is
about the evolution of humans in the knowledge acquisition and use process. Piaget’s theory is
majorly researched and appliedduring thepsychological developmentof a child, particularly in
schooleducation(Piaget,1976;Fischer,1980;WertshandTulviste,1990).Itisasadtruththatthe
retentionofthischildhoodlearningexperienceisnotsustainedoverhis/herentireeducationlifecycle.
Quiteanumberofresearchstudiesstate,boardgamescaninspirelearning,enhanceteam-learning,
communication,collaborationandrisk-takingandempowerstudentstobuildupontheirself-confidence
(Bochenneketal.,2007;Tanetal.,2007;RamaniandSiegler,2008;DrakeandSung,2011;Huangand
Levinson,2012;SardoneandDevlin-Scherer,2016).Well-definedanddesignedboardgamesfoster
afun-filled,competitive,engagingclassroomenvironmentthatunderpinsthesynergiesofconcepts
andpractice(Ravyseetal.,2017).Thereisamyththatboardgamesareinappropriateforadults,
andtheycannotobjectivelyevaluatetheiraccruedbenefitsonlearning.Interestingly,ontheflipside,
boardgamesareessentialtoolstoimparthandsandheads-onskillandcompetencydevelopmentfor
studentsacrosstheireducationlifecycle.

Basedontheunderstandingoftherelevanceofboardgamesineducationthroughtheprevious
paragraphs,thesubsequentsectionsbringouttheliteraturepertainingtotwocriticalaspects;one,
choiceoftheboardgameingeneraltovariouscourses/curriculumandtwo,boardgame,inspecific
relevancetothecourse/curriculumoffinancestatementanalysis.
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2.2.1 Board Games in the Teaching-Learning Process
Israeletal.(1992),researchedtheefficacyandacceptabilityofboardgamestoenhanceparticipants’
knowledgeaboutthelivesofseniorcitizens.Gerontopoly,anewgamedevisedforthepurposeenabled
interesting,easeofplayandanenjoyableexperience,accordingtotheparticipants.Thegamealso
broughtaboutattitudinalchangesandincreasedawarenessamongthepartakers.ThepopularSnakes
andLaddersboardgamewasintroducedtoreviewandemphasizeresearchdesignpitfallsandvirtues,
inastudybyWarburtonandMadge(1994).Theboardgameadministeredtoundergraduatestudents
intheirsecond-yearresearchdesigncoursefoundthetransitionfrompassivetoactivelearning.The
boardgameenablesstudentstorelateconceptstopractice.Grayetal.,(1998)usedtheboard-game
versionof theHighwayCode toschoolstudentsof theseniorsecondary level to impartabetter
understandingofroadsafety.Theoutcomeswereinteractivelearning,abilitytoretainconceptsbetter
thantraditionalreadandmemorizemethods.GrechusandBrown(2000)testedifboardgamescan
reinforcelearningandretentionoflearning.Thestudyexperimentedwith277samplesfornutrition
labelknowledgeretentionusingapeer-interactiveboardgame;thestudyfoundretentionoflabels’
understandingandrecollectionwasmoreeffectivethanotherreinforcementmethods.

OgershokandCottrell(2004)developedaPediatricBoardGametoexperimentonstudents’
understandingofcorepediatricconcepts.Thefourlevelsofdifficultyinansweringthequestions
featured in the game enabled a competitive environment and a sense of achievement among
participants.Thestudyfoundthatboardgameprovidedavaluablelearningexperiencebecauseit
waspracticalandengagingforlearnersaswellasforeducators.Todemonstrateawidevarietyof
conceptsinprobabilityinstatistics,Cochran,(2005)usedStrat-O-Matic®Baseball,asportsboard
game.Theboardgameprovidedalearningenvironmentforvariousprobabilityconcepts.Thestudy
foundenhancedstudents’abilitytograspandretainstatisticalconceptsthroughthedifferentfacets
oftheboardgame.Studentsfelttheboardgameprovidedamorestraightforward,morecomfortable,
andexcitingenvironmenttolearnprobabilityinstatistics.MummalaneniandSivakumar(2008)used
aboardgametoinculcaterelationshipcoordinationamongstudentslearningcustomerrelationship
management(CRM).Theyfoundstudents’activeinvolvementinlearningCRMconceptsthroughthe
boardgame.Theirresearchfoundevidenceofenhancedmotivationandasenseofachievementamong
students.Aneducationalboardgame‘DiscoveringtheCell’basedonproblem-solvingadministered
topublicandprivateschoolstudentsinBrazilfoundstimulationofreasoningandinteractivityamong
participants(Spiegeletal.,2008).

Anexploratorycasestudyusedaboardgameforlearningintangiblecross-bordersocialinteraction
tograduatestudentsofinnovationandbusinessprograminDenmark(BogersandSproedt,2012).
Thestudyhadidentifiedtheimplicationsandchallengesofadministeringappropriateboardgames
at thegraduate level.AsurveybySwiderskaandThomason(2013), investigated theapplication
of aneducationalboardgame for enhancing the learningexperienceamongmedical students in
theneonatologyspecialization.Thestudyrecommendedthatboardgamesineducationshouldbe
examinedfurtherinthedeliveryofhighereducation,particularlytoundergraduateteaching-learning.
An educational boardgamewasused to teachEarned ValueManagement concepts inSoftware
ProjectManagementforundergraduatestudentsbyvonWangenheimetal.(2012).Students’ability
toremember,understand,andapplyweretheprimarymotivesofthestudy.Thestudyhadapositive
effectonsocialinteraction,engagement,andrelevancetothepurposeofthecourse.AstudybyParis
andYussof(2013)appliedaboardgametomastercomplicatedgrammarstructures(errorcorrection,
questioning, responding,andsentenceformation).Thestudyfound that respondentsexperienced
achallengingand fearlessenvironment to learncomplicatedgrammar formations.Struwigetal.
(2014)experimentedwithboardgamestoteachmicrobiologyaspartofmedicaleducation.They
usedaboardgamecalledMedMicroFunWithFacts(MMFWF)basedontheprinciplesofTrivial
Pursuit™.Theyfoundthattheboardgamestimulatedthestudents’interestinthecoursethrough
healthycompetitionandfosteredpositivegroupdynamics.Thegamefosteredinnovativeteaching-
learningpracticesinmedicaleducation.Bridge(2014)demonstratedtheuseofBattleship,aboard
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gametomodelapoliticalsystemtoteachstudentsofpoliticalscience.Hefoundthatoff-the-shelfboard
gamesmaketheteachingprocessmoreinvolvingandcreative.McGuire(2014)experimentedwitha
seventeenth-centuryboardgameofBuddhists.CalledtheSelectionofBuddhas,theadministration
ofthegame’sprimarygoalwastolearnreligiouspracticesandentertainmentactively.TheLogo
boardgamefacilitatedundergraduatebusinessstudents’learningaboutbrandingconcepts,according
toKhanandPearce(2015).Highermotivation,enjoyment,andabsorptionofunderlyingconcepts
resultedfromthestudy.Thompson(2015)highlightedthepossibilitiesandbenefitsofusingboard
gameinteachingmathematicstocollegestudents.HeusedaboardgamenamedTheResistanceto
teachadiscretemathematicscoursethroughwhichthestudentsenhancedthevalidityandsoundness
ofarguments.Thestudyrecommendedreinforcedthehistoryandrationaleofusingboardgamesin
classroomstobetterengagethestudentsinthelearningprocess.McBride(2017)introducedatwo-
phasestudyinvolvedchildrenandparents’groupstocollaboratetoimpartabetterlearningexperience.
Thestudiesfoundpotentialbenefitstoincreasecompetenciesandinterestinmath.Thenumberboard
game100HousewastestedamongchildrentodevelopmathematicalcompetenciesbySkillenet
al.(2018).BasedontheapproachgivenbytheAmericancognitivealignmentframework,thegame
assessedthecountingcompetenciesamongparticipantsandprovidedsteadyimprovementsinthe
results.Chen(2018)appliedaninnovativeboardgamecalledCochess,whichisamixoftraditional
chessandtheChinesechessgameXianggitofacilitatelearningaboutthecross-culturalexchange.
ThestudyfoundthatCochesscultivatedconceptualclarityandenhancedthinkingabilities.Schmuck
and Arvin (2018) administered a board game to teach inter-professional learning in healthcare
education.Thestudytestedhowstudentsunderstandteam-members’roleandresponsibilities,and
foundpositiveperception,readyacceptanceoftheboard-gamelearningamongstudentsforteamwork
andgroupdynamics.

2.2.2 Board Games in Finance and Accounting Teaching-Learning Process
Tanner and Lindquist (1998) found positive results about students’ attitudes toward financial
accounting,collaborationandcollectivelearningwithfellowstudentsandperceivedachievementby
applyingMonopolyasateachingresourcefor36studentswhowereaccountingmajors.Monopoly,
oneofthemostpopularboardgames,hasbeeninexistenceforoveracentury.Itisareal-estatetrading
gamefun-filledandabundantlyinformationaboutwealthcreation.AseasonedMonopolygameris
suretohavemuchfinancialwisdomandshouldbeabletoapplythegamelearningtothepractical
worldofinvestmentandfinance.Mladenovic(2000)calledforaradicalshiftinthenon-traditional
accounting teaching methods by carefully studying and reconciling the realistic and unrealistic
students’perceptionoflearningtoaccount.Mladenovic’sstudyadoptedRamsden(1992)modelof
studentlearningincontext,andBriggs(1996)constructivealignmentmodeltosuggestalternative
waysofamendingstudents’perceptionaboutaccountancy.Thechangedperceptionprovidedpositive
resultsinidentifyingrightaccountingcareers.

MoncadaandMoncada(2014)studiedtherelevanceofgamificationoflearningintheaccountancy
course.Theysuggestedthatfacultymembersneedtocapitalizeontheapplicationofboardgamesto
overcomestudents’challengeofunderstandingaccountancyconceptsandcases.Theyrecommended
that gamification through board games can unleash the creativity and inventiveness of students
in applying accountancy knowledge to practice. Board gamification enables faculty members to
experimentwithawinningteachingstrategy.Theirstudyidentifiedasetofboardgamesusedto
learningaccountancy,ispresentedinTable1below.

Wells(2015)identifiedapressingneedtointroducecreativelearningapproachestotheaccounting
course.Wells’studyfoundthatthoughtherewereseveralattemptstochangethestudent’snegative
perceptions for accounting, which did not produce the desired results. His research called for
interventionstrategiestobuildpedagogiesthatcanfosterpositivelearningattitudefortheaccounting
courseandenhancetheskillsforemployabilityintheaccountants’profession/career.
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ShanklinandEhlen(2017),extendedtheapplicationoftheMonopolyboardgameasaneconomic
simulationexercise.Theobjectivewastoreinforcetheimpactoftheaccountingcycleinfinancial
statementstoevaluatemanagementperformance.Theyaddedcertaincrucialfinancialconceptslike
debtforconductingratioanalysisintheintroductorycourseonfinancialaccounting.Thestudyfound
ahigherlevelofcompetitiveenergyamongparticipants,betterandfasterunderstandingoffinancial
accountingconceptswhencomparedwithothertraditionalpedagogicalmethods.

2.2.3 Research Gap and Motivation
The previous paragraphs identified from the literature, brought out different perspectives to the
applicationofgamesineducation,boardgamesintheteaching-learningprocess,notablyFinancial
StatementAnalysis(FSA)course,whichisthecontextofthisresearchwork.Majorityofthestudies
haveaddressedtheimplicationsofgamesandboardgamesfromkindergartentohighschoollevels
ofeducation.Comparatively,wefind,lessliteraturediscussedhighereducation(collegiateeducation)
andhardlyanyfromapost-graduatemanagementeducationperspective.Interestinglystudieshave
alsorecommendedtheneedtoextendtheapplicationofboardgamesfromapedagogicallevelto
andragogicalleveloradult-learning(TannerandLindquist,1998;BogersandSproedt,2012;Swiderska
andThomason,2013).TheroleofsimulationandgamesinMBAeducationiswidelyresearchedin
thepastandhasreiteratedtheneedforgame-basedexercisesinthecurriculumtofosterparticipant-
centriclearning(Azrieletal.,2005;Leanetal.,2006;Salasetal.,2009;PasinandGiroux,2011).
However, comparativelyvery less literature is found in the applicationofboardgames inMBA
education,thoughitsimplicationsarefar-reachinginenablingpersonalandprofessionalenrichment.
Hencethisresearchattemptedtoexploreandapplyaboard-gameinMBAeducation,specifically
toascenariowhereinstudents learnacourse towhich theyhadnoorvery littlepriorexposure.
Studiesalsoreiteratedboardgamescouldbeaneffectiveenablertoreducestudents’anxietiesand
fearaboutunderstandingandretainingconceptsofacoursetowhichtheyarenotfamiliarwithor
gettingintroducedto(ParisandYussof,2013).

ThemotivationforthisstudyistoexplorehowtheMonopolyBoardGame(MBG)canaugment
betterunderstandingofFSAtothefirst-yearMBA(ITBusinessManagement)students.

3. METHodS

Themethodologysectionenumeratestheresearchroadmapinthreebroadsegments.Thefirstsegment
narratestheMonopolyBoardGame(MBG)administrationprocess.Thequestionnairedevelopedfor
thequantitativeanalysisofthestudents’learning-feedbackisgiveninthesecondsegment.Thirdand
finalsegmentenumeratesthestatisticalanalysistechniqueusedtovalidatetheobjectivesofthestudy.

Table 1. Application of board games in accounting

G a m e T o p i c  c o v e r e d  b y  t h e  g a m e S i g n i f i c a n t  W o r k s

B i n g o Businessreportinginaprofessionalandethicalmanner H a y w o o d  e t  a l .  ( 2 0 0 4 ) ;
G a a  a n d  T h o r n e  ( 2 0 0 4 )

J e o p a r d y Revenue reconciliation, Financial Accounting and
Taxation,AccountingInformationSystems,Governmental
Accounting,AccountingsystemsandAccountingprinciples

C o o k  ( 1 9 9 7 ) ,  N i t k i n  ( 2 0 1 2 ) ;
Bee  and Hayes  (2011) ;  Mur phy
(2005); Moncada and Seda (2010).

M o n o p o l y PrinciplesofFinancialAccounting,Financialaccounting
practice set, Financial accounting and investment

Ta n n e r  a n d  L i n d q u i s t  ( 1 9 9 8 ) ;
Layman (2003);  Albrecht  (1995)
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3.1 MBG Administration Process
Thissegmenthas threedistinctphases;preparation,developmentofMBGgroupprojectandthe
evaluationparameters.

3.1.1. Phase I- Preparation

• First,criticalparameterssuchasstudentsizeineachclass,facultyandstudents’willingness,the
degreeofflexibilityforgame-basedpedagogies,andsyncwiththeBloom’staxonomylevels,
areacceptedfortheFinancialStatementAnalysiscourse.

• TheFinancialStatementAnalysiscoursesyllabusandthesessionplanformedthereferencefor
goalsettingandlearningoutcomes,andtoalignwiththeMBGgroupproject.

• ThecourseisofferedinthefirstsemesteroftheMBA-ITBMprogramworthtwocredits(30
contacthours)andhadlevelfour(analyze)ofBloom’staxonomy.Theobjectiveofthecourseis
two-fold.One,tounderstandthefinancialaccountingconceptsunderlyingfinancialstatements
andtwo,toappraisethefinancialhealthofthefirm.

• The curriculum comprised of two major parts. The first part is about Generally Accepted
AccountingPrinciples(GAAP),theaccountingcycle(journalentriestofinalaccounts).The
secondpartcomprisedoftheunderstandingofAnnualReportofcompanies,AnalysisofIncome
Statement,BalanceSheet,CashFlowStatement,andRatioAnalysis.

• Thecourseisworth100marks,ofwhich60marksisaninternal/continuousevaluation,and40
marksareasemester-endwritten-examination.

• Theteachingplanwasfirstreviewed(as-ispedagogy)atboththesessionandcontentlevelto
decideupontheappropriatesessiontointroducethegame.Itwasdecidedtolaunchthegameafter
thestudentshavelearnedtheGenerallyAcceptedAccountingPrinciples(GAAP),accounting
cycle,andfinalizationofaccounts.

3.1.2.PhaseII–DevelopmentoftheMBGGroupProject

• Onehundredeighty-fourstudentsparticipatedintheMBGgroupproject(samplesizeofthis
research).Afterexplainingthegenesisofthegamethestudentsweredividedintogroupsof
fiveeach.

• Thestudents’groupsfamiliarizedwiththevariouscomponentsthatformpartofthegamekit;
currenciesdenominations,dice,communitycards,chancecards,theprintedcontentsoftheboard.

• ThestudentgroupsreceivedacopyoftheMBGinstructionsmanualtoreadandinternalizethe
teachingsregardingthecommencementandprogressofthegame,rulesrelatingtobuyingand
selling,guidelinesrelatingtochanceandcommunity,etc.

• Eachgrouphadfourplayersandonebanker.Thefourplayersrole-playedasrealestatemerchants,
thelonebankerrole-playedtheresponsibilityoflending,acceptingfundsandmonitoredthe
inflowandoutflowoffunds.

• Eachstudentreceivedseedmoney(M)withasimilardenominationofcurrenciestocommence
thegame.

• Therulesofthestudentsgroupsare
◦ Tenroundsofgameperteam
◦ Eachplayershouldbuyaminimumofthreeassets
◦ Eachplayershoulddoaminimumofonesale
◦ Book-keep (Record) each and every transaction relating to personal accounts (receiver

andgiver),realaccounts(inflowandoutflowofmoneyandmoney’sworth)andnominal
accounts(incomes,gains,expensesandlosses).

◦ Tabulate,SummarizeandReportthefinancialtransactions.
◦ Durationofthegameis180minutes(2sessions/3hours)
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3.1.3PhaseIII–EvaluationParameters

• TheMBGgroupprojectisevaluatedfor40marksandcomprisedoftwoequallydistributed
components;agroup-evaluationandanindividualevaluation.

• Twentymarksforgroupevaluation,thedeliverablebeingIncomeStatement,BalanceSheetand
CashFlowStatement,preparedoutoftheMBGtransactionconductedbyeachgroup.

• ThestudentgroupscompetedonhighestNetProfit,CashProfitandBusinessSize(Balance
Sheetsize).

• Theindividualevaluation(foreachstudent)isthroughawrittenexamination.Studentswrote
awrittentestfor20markscomprisingof20multiplechoicequestions(MCQs).TheMCQs
comprisedofquestionblendingtheaccountingknowledgeandthemonopolygameexperience.
Samplequestionsinclude:
◦ IfYoupurchasedBowStreetatM 180.Thenthetransactionis

▪ OperatingExpense
▪ CapitalExpense

◦ Payingfineandpenaltiesforgettingoutofjailis
▪ OperatingRecurringExpense
▪ Non-OperatingRecurringExpense
▪ OperatingNon-RecurringExpense
▪ Non-OperatingNon-RecurringExpense

• Faculty members of the accounting and finance domain monitored the end-to-end MBG
administrationprocess.

3.2 MBG Questionnaire
Thequestionnairecomprisedoftwosections;sectionIcontainedquestionsrelatingtorespondents’
characteristics(gender,priorawarenessaboutMBGandprioraccountingeducation)andsection
IIhad20questionstocapturethestudents’perceptionontheirMBGlearningexperience.Allthe
questionsdrawnarefromexistingliteraturetoreiteratetheimplications(expectations/perceptions
andlearningoutcomes)ofboard-gamelearning;thesummaryisinTable2.

A5-pointLikertScalecomprisingofoptionsrangingfromStronglyAgreetoStronglyDisagree
formedthebasisofthequestionnaire.Extensivelydrawnfromtheabovetable,asurveycontained
20variablestorecordthefinancialaccountinglearningexperiencesofthestudentsusingtheMBG.
ThequestionnairevariablesareinTable3.

Outofthetotalof184questionnairessent,25surveysrejectedareduetotheincompletenessof
data(missingdata,partiallyfilled,multipleoptionsmarked,outliers,disinterestedresponding,etc.)
159fullycompletedquestionnairesfullycompletedandformedthesamplesizeforstatisticalanalysis
purpose.Theauthorsappliedexploratoryfactoranalysistorotatethemostimpactfulfactorsreflecting
thestudents’learningexperience.Thenextsectionexplainsindetailtheanalysisandfindings.

4. ANALySIS ANd FINdINGS

Thesubsequentparagraphsexplainfirst,thedescriptiveanalysisoftherespondents’characteristic
features,descriptivesofquestionsandreliabilitystatistics(CronbachAlpha).Second,theexploratory
factoranalysistoderivethemostimpactfulfactordrivingstudents’MBGlearningexperience.

4.1 descriptive Analysis
Thedistributionofthesamplebasedongender,respondents’awarenessaboutMBGandwhether
respondentsstudiedfinancialaccountingcoursebeforejoiningtheMBAprogramispresentedin
Table4.
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Table 2. Learning experience from board games

W o r k s L e a r n i n g  E x p e r i e n c e s  f ro m  B o a rd  G a m e s

Israeletal.(1992);Cochran,(2005);KhanandPearce(2015) C r e a t e d  i n t e r e s t ,  E n j o y e d  t h e  l e a r n i n g ,
Easy  to  unde r s t and ,  Change  i n  a t t i t ude  and
Inc reased  awareness ,  Fas t  to  g rasp  concep t s

WarburtonandMadge(1994);TannerandLindquist
(1998);Sproedt(2012);SwiderskaandThomason(2013);
Bridge(2014)

Enabled active learning, Able to relate concepts to
practice, Involving and creative, Collaborative learning

G r a y  e t  a l .  ( 1 9 9 8 ) ;  G r e c h u s  a n d  B r o w n
(2000) ;  Br idge  (2014) ;  Sk i l l en  e t  a l .  (2018)

C a n  l e a r n  b y  i n t e r a c t i o n ,  A b l e  t o
u n d e r s t a n d  a n d  r e t a i n  c o n c e p t s  b e t t e r ;

Ogershok and Cottrell (2004); Cochran, (2005); Spiegel
et al., (2008); Wangenheim et al., (2012); Struwig et al.,
(2014); Thompson (2015); Schmuck and Arvin (2018);

Enabled  a  compet i t ive  environment ,  Sense  of
Achievement, Felt engaged with the course, Feeling
motivated,  Fel t  more engaged,  Interact ive and
relevant to the course, Enabled better teamwork

Mladenovic (2000); Paris and Yussof (2013); Wells
(2015); Cheung and McBride (2017); Chen (2018);

Reduced fear of the subject/course, Challenged to learn
better; Enhanced subject competency and interest;
Improved conceptual clarity and thinking abilities;
Reduced negative perceptions, Enriched career options

Table 3. Variables for questionnaire

Variables Variable Code

IcanapplyMBGtounderstandAccountingconcepts MBG-01

MBGenablesunderstandingfrombusinessperspective MBG-02

MBGexcitedmetoexploreaccountingdomainfurther. MBG-03

MBGenableddeeperunderstandingaboutaccountingprocess MBG-04

MBGenabledmetoexperimentaccountingimpactinabusiness MBG-05

MBGenabledmetoworkwithdiverseteams MBG-06

MBGenhancesmyengagementwithusers MBG-07

IintendtoappropriatelyadoptMBGinmyprofessionalendeavours MBG-08

MBGenablestoseeabiggerpictureoftheproblem MBG-09

IwillrecommendMBGapproachtoawidersegmentoftheMBAprogram MBG-10

MBGenabledmetointeractandlearnfromexperts MBG-11

MBGenablestometoapproachfinancialdecisionsfrommultipledimensions MBG-12

MBGenablesmulti-disciplinaryapproach MBG-13

IthinkMBGfocusesnotonlyonaccountingfunctionbutalsowithitsconnectedsubdomainslike
banking,financeetc. MBG-14

Itisaninnovativewayoflearningfinancialaccounting MBG-15

MBGreducedthefearandanxietyoffinancialAccounting MBG-16

MBGenablesdeeperunderstandingofGAAPandAccountingstandards MBG-17

Itisfunfilledwayoflearningaccounting MBG-18

Comparedtotraditionalevaluationmethods,IcanperformbetterinMBGevaluation MBG-19

MyabilitytoretainfinancialaccountingknowledgeismuchbetterthroughMBGwayoflearning MBG-20
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A vast majority of the students did not study Financial accounting course in their previous
education,whichisagoodindicatorofthefactitisbefittingtoadoptgame-basedlearningtoencourage
andexciteparticipation.Themeanandstandarddeviationof the159 responsesare summarized
belowinTable5.

Table 4. Descriptive statistics

Characteristics Items N % Cumulative %

Gender
Male 90 57

100
Female 69 43

AwarenessaboutMonopolyBoard
Game

Notatallaware 20 13

100

SlightlyAware 41 26

Somewhataware 31 20

ModeratelyAware 48 30

Fullyaware 19 11

StudiedFinancialAccountingcourse
earlier

Yes 27 17
100

No 132 83

Table 5. Mean and standard deviation of responses

Variable Code N Mean Standard Deviation

MBG-01 159 4.19 0.648

MBG-02 159 4.3 0.682

MBG-03 159 4.07 0.804

MBG-04 159 4.04 0.669

MBG-05 159 4.03 0.791

MBG-06 159 4.3 0.725

MBG-07 159 4.18 0.767

MBG-08 159 3.9 0.789

MBG-09 159 3.93 0.789

MBG-10 159 4.35 0.704

MBG-11 159 3.94 0.851

MBG-12 159 4.04 0.762

MBG-13 159 4.18 0.68

MBG-14 159 4.32 0.706

MBG-15 159 4.58 0.567

MBG-16 159 4.1 0.887

MBG-17 159 3.74 0.887

MBG-18 159 4.63 0.522

MBG-19 159 4.42 0.679

MBG-20 159 4.33 0.691
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4.2 Reliability Statistics
CronbachAlphaisapopularandwidelyacceptedmeasureofreliability.Theinternalconsistency
quantitativelyexplainstheclosenessofrelationshipofasetofitemsorvariableswhichrepresenta
group.Itcanalsobeunderstoodthatthealphascorerepresentsthereliabilitymeasureofresponses
ordata.Theeligibilityofthecollecteddataforfurtheranalysisdependsonthealphavalue.Inother
words,higherthealphavalue,moreexcellentthereliability.Itcanalsobetermedasthecoefficient
ofdataconsistencyorreliability.Inthisresearch,thealphascoreis0.912whichsignifiesanadequate
reliabilityscoreandhencethedataiseligibleforfurtheranalysis(Cronbach,1951;Cortina,1993;
BlandandAltman,1997;Gliem,andGliem,2003).

4.3 Exploratory Factor Analysis (EFA)
SPSSsoftware(Version25)isusedtoconductEFA(KimandMueller,1978;CostelloandOsborne,
2005;Williamsetal.,2010).Inthissection,theauthorspresenttheanalysisandinterpretationofthe
resultsofexploratoryfactoranalysisresults.EFAconsistsoffivesegmentsnamely(a)thechoiceof
rotationmethod,(b)TestofsamplingadequacyandTestofSphericity,(c)Tableofcommunalities
values,(d)TableofTotalVarianceExplained(TVE)and(e)PatternMatrix.Thesubsequentparagraphs
containthetablesandtheexplanationoftheresultsoffactoranalysis.

4.3.1. Choice of Rotation Method
Thefirststepinfactoranalysisisthedecisionaboutthechoiceoftherotationanalysis.Theterm
rotationinExploratoryFactorAnalysisandPrincipalComponentAnalysisliteratureisdefinedby
selectseminalworks,whichispresentedinTable6.

AccordingtoTabachnickandFiddell(2007,p.646)it iswisetofirstapplyobliquerotation
method(eitherdirectobliminorpormax)intheSPSStoolwiththedesirednumberoffactors.First
analyzethecomponentcorrelationmatrixarrivedoutofthefactoranalysis.Ifthecorrelationvalues
betweenthecomponentsaregreaterthan0.32itimpliesthatthefactorvarianceissubjecttoa10%
orgreateroverlap,hencetheobliquerotationmethodisrecommendedforfactoranalysis.Contrarily,
ifthecorrelationislowerthan0.32orthogonalrotationmethodissuitable.

Accordingly,componentcorrelationvaluesbasedontheobliquerotationmethod(directOblimin
withKaiserNormalization)ispresentedintheTable7givenbelow.

Theauthorsfindthatexceptforthecorrelationbetweenfactorstwoandthree(highlightedinthe
tableabove),allothercomponentshavecorrelationvaluesgreaterthan0.32betweenthem.Hence,
explainedtheanalysisobtainedthroughobliquerotationmethodanddiscussedtheresults.

Table 6. Definition of rotation

Author Definition

McDonald,(2014) Performingarithmetictoobtainanewsetoffactorloadings(v-ƒregressionweights)from
agivenset

Yaremko,etal.,(2013) Infactororprincipal-componentsanalysis,rotationofthefactoraxes(dimensions)
identifiedintheinitialextractionoffactors,inordertoobtainsimpleandinterpretable

factors.

VogtandJohnson(2011) Anyofseveralmethodsinfactoranalysisbywhichtheresearcherattemptstorelatethe
calculatedfactorstotheoreticalentities.Thisisdonedifferentlydependinguponwhether

thefactorsarebelievedtobecorrelated(oblique)oruncorrelated(orthogonal).
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4.3.2. Test of Sampling Adequacy and Test of Sphericity
Therearetwotestresults(Table7)thatindicatetheaptnessofthecollecteddataforstructuredetection.
TheKaiser-Meyer-Olkin(KMO)MeasureofSamplingAdequacyrepresentsthevarianceproportion
inthevariablesthatcanbecausedbycriticalfactors.ThenearnessofKMOvalueto1.0decides
whetherornottoapplyfactoranalysis(Williamsetal.,2010).Studiesalsoindicatethatvaluesless
than0.50denoteweakerusabilityfactoranalysis.InthecurrentstudytheKMOvalue0.901which
denoteshighrelevancetotheuseoffactoranalysis.

ThehypothesisthatthecorrelationmatrixisanidentitymatrixistestedbymeansofBartlett’s
TestofSphericity.Thestatisticalsignificance(lessthan0.05)ofthistestisalsoanindicatorofthe
appropriatenessoffactoranalysistoasetofcollecteddata(TobiasandCarlson,1969).Inthisstudy,
itisfoundthattheresultofBartlett’stestisstatisticallysignificant(Table8).Hencethereportis
thattheinter-correlationmatrixofthesampledoesnotbelongtoapopulationinwhichtheinter-
correlationpatternisanidentitymatrix.

4.3.3. Communalities Test
The higher the communalities values, higher is the representation of variables in the extracted
components(Fabrigaretal.,1999;Williamsetal.,2010).Valueslessthan0.5arenotconsidered
foranalysis,becausetheydonotfitwellwiththefactorsolution.Table9shows16outofthe20
variablesextractioncommunalitiesvaluesofmore than0.5andhenceacceptedtofitadequately
withthefactorsolution.

4.3.4 Total Variance Explained and Factor Rotation
Therearethreesegmentstothe‘totalvarianceexplained’segmentoffactoranalysisanddisplays
thevarianceexplicatedbytheinitialsolution,extractedcomponents,androtatedcomponents.Only
Eigenvaluesgreaterthanoneextracted,areconsideredasafactorforfurtheranalysis(Fabrigaretal.,
1999;Haytonetal.,2004;Williamsetal.,2010;Kline,2014).Eigenvaluesmeasurethedegreeof

Table 7. Component correlation matrix to decide choice of rotation

Component Correlation Matrix

Component 1 2 3

1 1 0.327 0.462

2 0.327 1 0.189

3 0.462 0.189 1

ExtractionMethod:PrincipalComponentAnalysis.

RotationMethod:ObliminwithKaiserNormalization.

Table 8. Sampling adequacy and test of sphericity

Kaiser-Meyer-OlkinMeasureofSamplingAdequacy. 0.901

Bartlett’sTestofSphericity

Approx.Chi-Square 978.294

Df 120

Sig. .000



International Journal of Information and Communication Technology Education
Volume 16 • Issue 3 • July-September 2020

82

varianceintheobservedvariablesofafactor.Ifthevalueisgreater-than-or-equal-toone,itmeans,
thefactorexplainsmorevariancethanasingleobservedvariable(≥1implies‘greaterthanaverage’).
AccordingtoRietveldandVanHout(1993),“thenumberofpositiveEigenvaluesdeterminesthe
numberofdimensionsneededtorepresentasetofscoreswithoutanylossofinformation.”Itdecides
thenumberoffactors(components) tobeextracted.InTable10, thefirstcomponentconstitutes
40.189%ofthevariance,whichmeanstheotherfactorstotallyexplaintherestofthevariance.Based
ontheEigenvaluesgreaterthan1,threecomponentsexplain56.144%ofthetotalvariance.

4.3.5 Pattern Matrix
The result of the pattern matrix presented in Table 11, shows 14 variables grouped into three
components(latentvariables).Component1clustered8variables,twovariablesincomponent2,
fourvariablesincomponent3.

Thepatternmatrixshowsthreecomponentsextractedwithatotalof14variables/itemsoutof
thefirst20variablesinthequestionnaire.The14variablesconstitute56.144%ofthetotalvariance
explainedtoindicateagoodrepresentationoftheimpactofMBGintheteaching-learningprocess
offinancialaccountingamongMBA(ITBM)students.

Thefirstcomponentofthepatternmatrixcomprisesofeightvariablesandaccountfor40.189%
ofthetotalvarianceexplained.Sevenoutoftheeightvariablesincomponent1provethatMBG
isanimpactfultoolforteaching-learningfinancialaccounting.Theauthorsnamedtheelementas
Cognizance.StudentsperceivedthattheMBGexperienceenabledconceptualunderstanding,ability
toexperimentaccountingconceptsintoabusinesssetting,in-depthknowledgeabouttheaccounting
processandmoreimportantlylongerretentionoflearning.Thestudentsalsoperceivedthatplaying
MBGenabledabig-pictureviewofthebusinessproblemunderconsideration.MBAstudentsneed
toradicallydeveloptheabilitytoseethegivenproblemmoreholisticallybyresistingtheirmyopic

Table 9. Communalities

Variable Code Extraction

MBG-02 0.591

MBG-03 0.523

MBG-04 0.552

MBG-05 0.528

MBG-06 0.642

MBG-07 0.709

MBG-08 0.581

MBG-09 0.548

MBG-10 0.568

MBG-11 0.497

MBG-15 0.585

MBG-16 0.524

MBG-17 0.512

MBG-18 0.544

MBG-19 0.515

MBG-20 0.565

Extraction Method: Principal Component Analysis.
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temptationforhastyproblem-solving.ThestudentsalsoperceivedthatplayingMBGreducedtheirfear
andanxietyaboutthefinancialstatementanalysiscourse,giventheirnon-accountingbackground.As
statedearlier,severalstudentsintheirfirstencounterwiththefinancialaccountingcourse,experience
fearandanxietyfornotonlygainingknowledgebutalsotopassthecourse.

Thesecondcomponentofthepatternmatrixcontainstwovariablesandconstitutes8.347%of
thetotalvarianceexplained.ThecomponentisCollaborationbecausethestudents’perceivedMBG
fostereduserengagement,teamwork,andalsocreatedanopportunitytoworkwithdiverseteams.

The third and final component of the pattern matrix, named enthusiasm, which is by four
variables,explains7.608%ofthetotalvariance.Thecomponentcomprisesofstudents’perception
oftheenthusiasmexperiencedwiththeMBGgame.ThestudentsacceptedthatMBGgameasan
innovativeandfun-filledwayoflearningfinancialstatementsandanalysis.Thestudentsperceivedthat
theycouldperformbetteringame-basedevaluationincomparisonwithothertraditionalevaluation
methodslikewritten-test,multiple-choicetests,andcase-presentations.Thestudentsrecommended
MBGexperiencetoabroadersegmentofthecourseofferingintheMBA(ITBM)program.Itis
hearteningtofindstudentsexpectboard-gamebasedlearningtobeexploredinseveralothercourses/
subjects/curriculums.

Thetotalvarianceexplainedforcomponent1,namedasCognizance,isoverwhelming.Inother
words, Cognizance, which translates to understanding and knowledge constitute nearly 72% of
varianceexplainedinthethreerotatingcomponents(40.189/56.144).Theothertwocomponents
namelyCollaboration(2outof14variables;around15%ofvarianceexplainedinthethreerotating
components(8.347/56.144))enthusiasm(4outof14variables;about13%ofvarianceexplainedinthe

Table 10. Total variance explained

Component
Initial Eigenvalues Extraction Sums of Squared 

Loadings
Rotation Sums of 

Squared Loadingsa

Total % of 
Variance

Cumulative 
% Total % of 

Variance
Cumulative 

% Total

1 6.43 40.189 40.189 6.43 40.189 40.189 5.635

2 1.335 8.347 48.535 1.335 8.347 48.535 2.781

3 1.217 7.608 56.144 1.217 7.608 56.144 3.816

4 0.889 5.556 61.7

5 0.842 5.262 66.961

6 0.741 4.629 71.59

7 0.665 4.155 75.746

8 0.61 3.814 79.56

9 0.541 3.384 82.944

10 0.478 2.99 85.933

11 0.46 2.876 88.809

12 0.418 2.614 91.424

13 0.395 2.47 93.893

14 0.348 2.173 96.066

15 0.329 2.055 98.121

16 0.301 1.879 100

Extraction Method: Principal Component Analysis.
a. When components are correlated, sums of squared loadings cannot be added to obtain a total variance.
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threerotatingcomponents(8.347/56.144))hasmuchlowerimpactthanCognizance.Thereasoning
issignificantbecausethestudentsperceivedMBGgameexperienceisimpactfultothefacilitating
Cognizance(subjectknowledge/understand)offinancialaccountingthanfosteringCollaborationand
Enthusiasm.ThefindingsalsoupholdthewidelyknownfactthattheMBAprogramisalreadyfilled
withseveralavenues/activities/initiativesfosteringCollaborationandEnthusiasm.

5. dISCUSSIoN

Thissectiondiscussestheresultsinlightofthetheoreticalandpracticalimplications.Throughthe
board game teaching-learning process, the students’ learning happens in many phases. Students
tend to record, retain the instructions andhave conversationwithpeers, corroborating to earlier
worksofWarburtonandMadge(1994);TannerandLindquist(1998);Sproedt(2012);Ogershok
andCottrell(2004);Cochran(2005);Spiegeletal.(2008);Wangenheimetal.(2012);Struwiget
al. (2014);Thompson (2015);SchmuckandArvin (2018).Thisparticipative learningusually is
lessincaseoflecturing,ortraditionallearningprocessandourresearchsubstantiatetheworksof
Tanetal.(2007);Burguillo(2010);WangandChen(2010)andHamarietal.(2016).Eachplayer
goesthroughanuniquepersonalizedexperience.Monopolygame-basedlearningenabledstudents
tounderstandthingsfromabusinessperspective.Theartofnegotiationwithotherteammatesto
increase thecash flow,understanding someof thebusiness concepts suchas cashmanagement,
mortgage,depreciation,bookvalue,andmarketpricearelearned.Thissimulationhelpedthemto
haveadeeperunderstandingof thestatutorycompliances inaccounting likeGAAP,Accounting
standards, concepts, and convections. This experiment allows students to know the accounting
impactinbusiness.TheAccountingfunctionandprocessismoreeasilyunderstoodasstudentshad

Table 11. Pattern matrix and latent variable

Variable 
Code Variables / Factors Factor 

Loading TVE
Component 

/ Latent 
Variable

MBG-02 MBGenablesunderstandingfrombusinessperspective 0.755

40.189 1
Cognizance

MBG-17 MBGenablesdeeperunderstandingofGAAPandAccounting
standards 0.738

MBG-05 MBGenabledmetoexperimentaccountingimpactinabusiness 0.712

MBG-04 MBGenableddeeperunderstandingaboutaccountingprocess 0.691

MBG-03 MBGexcitedmetoexploreaccountingdomainfurther. 0.689

MBG-16 MBGreducedthefearandanxietyoffinancialAccounting 0.641

MBG-20 Myabilitytoretainfinancialaccountingknowledgeismuchbetter
throughMBGwayoflearning 0.592

MBG-09 MBGenablestoseeabiggerpictureoftheproblem 0.516

MBG-07 MBGenhancesmyengagementwithusers 0.803
8.347 2

CollaborationMBG-06 MBGenabledmetoworkwithdiverseteams 0.737

MBG-15 Itisaninnovativewayoflearningfinancialaccounting 0.765

7.608 3
Enthusiasm

MBG-18 Itisfunfilledwayoflearningaccounting 0.708

MBG-19 Comparedtotraditionalevaluationmethods,Icanperformbetter
inMBGevaluation 0.653

MBG-10 IwillrecommendMBGapproachtoawidersegmentoftheMBA
program 0.558
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handsonthesame.Example:Ifplayershavenomoney,theplayerhastostartsellingormortgage
propertieswiththebank.Inthegame,playerswereallowedtobidorauctiontheproperties.Buying
withaplannedwayofinvestingwithavailablefinancialresourcesisthekeytobeaheadinthegame.
Buyingeverypropertythatonecrossedthroughandthenlater,runningoutofmoneyisawrong
strategicbusinessdecision.So,patienceanddisciplinedwayofbuyingisanothervaluablelesson
taught.Gamesbringaboutapositivechangeinattitudeandpersonalityofthestudents,thestudies
reiteratedearlierbyTannerandLindquist(1998)andWells(2015).Studentslearntostrikeabalance
betweenreturnoninvestmentandcostofmaintenanceoftheproperty.Italsohelpedthestudentsto
exploretheaccountingdomainfurther,thefindingcorroboratingwiththepreviousworksofTanner
andLindquist(1998)andMladenovic(2000).Thefearandanxietyofnumberswhichengineering
studentshavewasreducedbecauseofthegameexperience.Participativelearningthroughmonopoly
enhancedtheabilitytoretainfinancialaccountingknowledge.Educationenabledthemtoseeabigger
pictureofthefinancialproblem.Theycanlateruseitintheprofessionalandpracticalendeavour,
whichallowsstudentstostrengthentheiremployability;theresultssyncwithMladenovic(2000)and
Wells,(2015).Theuserengagementhelpsthestudenttoworkinadiverseteamduringthesimulation
game.Theinnovativewayoflearningfinancewasfunfilledcomparedtotraditionalevaluation,and
studentsperformedbetterintheseactivities.Hencethisapproachofteaching-learningshouldbeto
abroadersegmentoftheMBAProgramme.

Theresultshelpedtoidentifythefactorsbehindgame-basedteaching-learning.Thegame-based
learningis,andnotanonlyinnovativeprocessbutalsoenhancesteamwork,empathyandoptimum
useoffinancialresources.Thissuperiorlearningexperiencecomplimentsthetraditionallearning
processwithblendedandparticipativelearning.Inmanagementschools,thepedagogyneedsmore
focusonthefunctionalareasratherthantheoreticalaspects.

6. CoNCLUSIoN ANd FUTURE dIRECTIoN

ThestudyreinforcedseveralotherreviewsabouttheapplicationofBoardGameintheteaching-
learningprocesstofosteranenrichedandenjoyablelearningsetting.ExperimentingMBGinthe
financialstatementanalysis(financialaccountingcurriculum)atthepost-graduateITmanagement
levelisauniquecontributionofthisresearchandisararefindinthecurrentbodyofknowledge.The
studyfindsthatwhileactivelydrawingthemselvestothegames;thestudents’concurrentlyrecap
theconceptualunderstandingoffinancialaccounting.ItiswelcomingtoseethatMBGarmoured
theirtheoreticalknowledge,practicallyfromthreecriticalperspectives,namelycognizance(72%),
collaboration(15%),andenthusiasm(13%).

However, this study is not without limitations. With the current agility and flexibility of
educationaltechnologies,onlineandsoftwaregamescaneasilypulldowntheexcitementoftheoffline
boardgames.Thestudyneedsfurthersubstantiationregardingvarietyincontext,geographies,and
curriculumstovalidatethegeneralization.Theexploratoryresearchcanbeimprovisedbyaligning
andtestingappropriatetheorieswhichunderpinhighereducation,psychology,andsociology,toname
afew.Thestudywillbeanadequatesourceofreferencetointroduceacurriculumtowhichstudents
arenotfamiliarwithandcanfacilitatetominimizetheinitialinertia,fear,andanxiety.Goingahead,
thestudycanbeextendedtohigherlevelsoffinancecourses,mainlyworkingcapitalmanagement,
investmentmanagement,mortgage,andotherrelatedareas.
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