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! Game

2 Gamification

® Game-Based Mechanics
4 Serious Game

® Position statement

® Transfer of knowledge

" Process Oriented approach



. @b 50l 5 lagssle 2

g sl 5l eslital wgylalas plgzails (0,5 5,0 AVlS 6ln okt sloan S 5l (S
Iyl oy\Lmé)’L.mﬁ;L
Jos p il g ba Shg « polic :las il
bl ool bl sl yolie (nl aiiis (ol sla Ty b polie oS0l JSie Lol
Sk 5090 9 85 A (K polie cpl 5l oolannl ail oo 6,50k cisu Sl uol3dl 9 58 6,500
3l o9 Jab tigeS e =) 5l A le Lo polie n e | (S 4N Dygm [YF] 5l
sl Tyl 335l ¥ LSk Slee s 5 6leds gl (Gl gkl Y
3,lg :Fui'JLg/oL.as Foojluse polg 1y (USG5l o Sese anglis 5 5L igal Caoyd 8,95 5b
0 S e az g g Suld; C aF e slonl 5 el 25w S e slacaadse ;3 )l 03,8
S 1 pt & . . . RS .' P 7 .
el il Sl 6978 (She ik 2 JFS 9 b e 5 Sae Jee s3] prals © S
A sk ol Gl g bl olss bbbyl VoSl s b i b Jalas s JalasF
Sl 5 alb slaacr gl foaadpe 4 3h b LAt gdse 5 oF RIS {gsdgs
sglSauS -V e S a slonl |y (53l aalsl 0353l LS50 o a8 T el 5 5k daemme Jo (5L
By polic aloga sl tnl g 08 oo 0,20 |, oSSl (o3 AisFlone 5 (Sazy  Loxs
32 by edly slis o b JBIs ol el Y b e il 65l S st
oo 5 amo e 53k @ 1) Glalesly (9,5 Sy ol oyl (gloges 4 13 55108 (g5l (25,
IF5] e ol et s bcbyn o s s 5550
7 Sz asbipel Blal 85 Jasie e lagil 5l eslitul (laastie | (g ke oaide @
g s 00liiul 53b B 5 lgime ! i (sl o siyge] b SsSIl 5| L 5 i
O B g0 Cawsd Ay (59 O, Sloc SlalalET 5,95 5b S oo S (55L 50 G5k e aS (g5l
IVl 8T e Jos a0 ailaisgal assl bl 6l oalads b o5 Sl o) ,51,3 51 55k sly2 5

! Simulations

2 Adaptation

% Assessment/Feedback
* Challenge/Conflict

°> Fun

® Control

" language/ Communication
8 Theme

° Location / Fantasy

10 Game Agents

1 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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! Cognitive Domain
2 Knowledge

% Comprehension

* Application

® Analysis

® Evauation

" Synthesis
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* Team-based reasoning
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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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