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! Game

2 Gamification

® Game-Based Mechanics
4 Serious Game

® Position statement

® Transfer of knowledge

" Process Oriented approach
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! Simulations

2 Adaptation

% Assessment/Feedback
* Challenge/Conflict

®> Fun

® Control

" language/ Communication
8 Theme

° Location / Fantasy

0 Game Agents

! Mystery/Curiosity

12 Safety
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! Debriefing
2 Engagement Theory
® Intrinsic Motivation
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! Malone

2 Lepper

3 Attention

* Congtructivism

5 Play

® Flow Theory

" Optimal experience
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! Cogpnitive Domain
2 Knowledge

% Comprehension

* Application

® Analysis

® Evauation

" Synthesis
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® Columbia University
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This article highlights the significance and implementation mechanism of
instructional games as one of the educational tools and an active and effective
teaching method. It also investigates theoretical framework of instructional gamesin
order to use in educational settings. Moreover, this study reviews different domains
of learning (cognitive, affective and psychomotor) and highlights the importance of
using theses aspects by giving examples in Accounting Education. This study
reviewed the background of using game as a simulation in accounting education.
The results of the study showed that the first instructional game used in the
academic setting was an accounting game. In addition, the findings showed that
instructional games and simulations, affect on the students learning and performance
in the al accounting education disciplines including Introductory Accounting,
Industrial & Managerial Accounting, Governmental Accounting, Accounting
Information Systems, Auditing and Ethics in Accounting. The findings also showed
the Gap of using instructional games and simulations in teaching accounting in Iran.
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