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Abstract

This study aimed to analyze which professional skills have been cultivated through the use of
business games in the accounting and business areas, according to specialized literature. To
achieve this objective, a Systematic Literature Review type of research was carried out based
on the ProcNow-C methodology from 2010 to 2023 in the Web of Science, Science Direct-
Elsevier and Scopus-Elsevier databases. A total of 95 articles were initially identified and
collected between April and August 2023. After excluding articles ineligible for the scope of
the review, the remaining 45 studies were analyzed. The results demonstrate that games,
especially digital ones, are widely used in business in general. However, in the accounting area,
research has not covered all the technical skills (knowledge) recommended by IFAC.
Furthermore, several skills that games can provide to students were identified and aligned with
IFAC competencies. Based on these findings, it is proposed that accounting games must be
developed and empirically tested in financial reporting, governance, risk and internal control,
regulation, information technology and economics. The results can contribute to researchers
about the topic and accounting and business teachers.

Keywords: Business Games; Systematic Review; Business; Accounting; Competences.

1 Introduction

Contemporary learning theories highlight that the effectiveness of the educational process is
maximized when it is active, experiential, situated, problem-based and provides immediate
feedback (Boyle et al., 2011; Smith & Brauer, 2018). Business games, an active methodology
that has existed since the 1950s, have been recognized in the literature as a valuable tool for
inducing students to experience thoughts and behaviours that replicate real-world situations
inserted in the learning context in classroom environments (Faria et al., 2009).
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Integrating educational technologies, including games or gaming elements, can make
teaching practices more interactive, engaging and fun (Savi & Ulbricht, 2008; Barbosa et al.,
2013). Given the growing popularity of games among young people, teachers have adapted
games for educational use (Johnson & Mislin, 2011), including in business (Torga et al., 2018).

The origin of business games dates to 1956, when the American Management
Association developed the "Top Management Decision Game™ in the United States. The Game
Was initially adapted from military games for application in the business environment (Santos,
2003). With the advancement of computer technology, business games have evolved, allowing
for more complex and accurate models.

In Brazil, the adoption of business games began to become popular in the 1970s, driven
by a study by Tanabe (1973). They gained prominence in the 1980s with the use of imported
models from the United States (Gramigna, 1994; Lopes, 2001; Sauaia & Zerrenner, 2009).
Currently, business simulations are widely used as training and management development tools,
bringing students closer to business practice in the academic environment (Quirino et al., 2019).

Business games are relevant in experiential learning as a methodology in which the
teacher is the facilitator, with the student as the centre of the action, whose learning is driven
by individual experience (Arbex et al., 2006). Games provide experiential learning to students,
integrating several practical areas in the curriculum and providing a practical environment for
using the theories discussed in class in decision-making (Sauaia & Zerrenner, 2009). This
teaching strategy allows students to learn the organizational management process to instruct
them to solve problems, carry out diagnoses, and act proactively in the face of business events
(Hemzo & Lepsch, 2006).

Games can provide more practical learning for students, allowing them to experience
different strategies and specific situations in a simulated way (Zulfigar et al., 2019). This
teaching strategy allows students to evaluate the consequences of their decisions in different
business sectors due to reduced time and space in the experience. Furthermore, the game
encourages reflection on mistakes and successes (Lacruz, 2004; Liao et al., 2015).

Through games, students can simulate creating and managing different businesses, face
challenges and obstacles in a risk-free environment, and achieve rewards (Zulfigar et al., 2019).
As complexity increases in business games, the representation of the real-world business
environment becomes better (Faria et al., 2009). In the perception of students and coordinators,
teamwork and integrating content from different areas of knowledge contribute to adopting
business games in the classroom (Motta & Quintella, 2012; Neves & Alberton, 2017).

The literature has brought discussions and proposals about using specific company
games in the teaching-learning process in accounting, such as the "Jogo da Cerveja”, aimed at
the area of Accounting Sciences (Santos, 2003). Casagrande, Bornia, Casagrande and Von
Mecheln (2014) introduce the JE - Tributos game as support for learning Tax Accounting,
highlighting contributions to the approach to themes of the discipline and their assimilation. An
additional example is the game Double Entry Bookkeeping or Accounting History
(DEBORAMH), covering the history of accounting (Malachis et al., 2018).

The students agree that the accounting course curriculum focuses mainly on theoretical
and technical knowledge but is insufficient in practical application of this knowledge to solve
problems (Al et al., 2020). Games and scripted classes with a game language approach are
gaining ground in universities as effective motivational strategies to promote faster learning
that applies to reality (Hibner & Silva, 2020). This way, the use of games in accounting and
business courses in general proves to be a strategy that can be effective for developing essential
skills. These competencies are part of a set of capabilities required by accounting professionals
(IFAC, 2011), and have been characterized as knowledge, skills and attitudes (conhecimentos,
habilidades e atitudes in Portuguese), which the literature generally refers to with the acronym
‘CHA’.
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The research seeks to fill a gap in the literature by exploring the skills developed by
implementing business game strategies in the accounting and business educational context.
Undergraduate courses in accounting sciences have been considered to be very theoretical
(Castro, 2009), and the business game strategy in teaching can be a great motivator for students
in this context by changing the dynamics of the teaching-learning process. It can contribute to
the development of necessary skills demanded by professionals who require not only technical
knowledge but also practical and decision-making skills.

Given the above, this research sought to answer the following research question: How
does using business games help improve skills (knowledge, skills and attitudes) in the
accounting and business area? To answer the question, this research aims to analyze which
professional skills have been cultivated through business games in the accounting and business
areas, according to specialized literature, through publications reviews released in national and
international journals between 2010 and 2023.

By revisiting the existing literature, this study seeks to contribute to teachers and
researchers, providing an updated view of the topic and detailing strategies to prepare students
for the challenges of the job market. Furthermore, by systematizing the results of this approach,
it seeks to contribute to the disclosure of content and methodologies necessary in the course,
offering insights for elaborating educational policies and improving methodological approaches
in the curricular matrices of Higher Education Institutions.

2 Professional skills in the accounting area

The concept of competence has been discussed in the academic sphere and the business
environment recently. Different interpretations are developed to conceptualize competence,
which is constantly improving and developing. The most common expressions to describe
competence were: (i) appropriate integration of knowledge, knowing how to do and knowing
how to be; (i1) conceptual and procedural knowledge system; (iii) the person’s status; (iv) ability
to transfer; (v) integrated set of skills and capacity for action (Scallon, 2017).

Competent action depends on mobilizing certain resources in a context (Le Boterf, 2003;
Perrenoud, 2013; Zabala & Arnau, 2020). “This mobilization of resources is at the heart of the
definition of competence” (Scallon, 2017, p. 146). This means that, for competence to be
applied in a situation, it is necessary to mobilize these components/resources in an
interconnected or synergistic way (Perrenoud, 2013).

Competence is, therefore, a set of knowledge, skills and attitudes that underlie high
performance, highlighting that superior performance is intrinsically linked to people's
intelligence and personality (Fleury & Fleury, 2001). It is important to highlight a
terminological particularity that occurs in the accounting area. The IES (International Education
Standard) n. 2 of IFAC (International Federation of Accountants) defines the set of knowledge
related to the area of “technical competence”. This can cause some confusion since, in the
context of education, the term competence involves knowledge, skills, and attitudes. Therefore,
from now on, when we mention “technical competence”, the text refers exclusively to
knowledge related to the area.

The main technical skills required in the accounting area are broad and include
knowledge and monitoring of tax obligations and updates to legislation, mastery and
interpretation of accounting and finance concepts, updating management techniques, ability to
communicate and listen effectively, analytical skills, integrity and trust, logical reasoning,
strategic vision of results, perception and interdisciplinary application of knowledge, reflection
and critical analysis, verbal and written communication, self-assessment, interpersonal
relationships, ethical values, participation and commitment, critical view of the world and
business, self-criticism and respect (Cardoso et al., 2009).
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Market demands, combined with information's impact as a crucial resource, have
increased the importance and contribution of accounting professionals. This transformation
implies significant changes in the skills required of accountants to ensure effective performance
in their activities (Damasiotis et al., 2015).

Essential competencies stand out for the importance of technical knowledge, data
analysis and interpretation skills, and the ability to adapt to constant changes in legislation and
business practices. (Cardoso etal.,2010)

Both technical skills and interpersonal skills are considered important for accounting
professionals. Furthermore, it is necessary to be up to date with changes in accounting laws and
regulations and to be able to critically analyze and solve complex problems (Carneiro & Silva
Neto, 2015). Interpersonal skills refer to the ability to ensure results through interpersonal
interactions, such as personal skills, listening, empathy, communication, motivation, and team
management (Tan & Laswad, 2018).

Accounting professionals must adopt ethical conduct, have broad theoretical knowledge
in their area and disciplines related to business, demonstrate organization in carrying out their
tasks, act responsibly in all their actions and maintain a solid commitment to the profession
(Reis et al., 2012). In addition to ethical and problem-solving skills, systemic and analytical
skills are necessary, as well as technical-professional competence (Wollinger et al., 2021).
However, recruiters' expectations regarding this professional's profile have proven to be
unsatisfactory compared to the reality observed in the market, especially concerning problem-
solving skills (Miranda et al., 2021).

The use of active methodologies through business games can contribute to improving
the academic performance of accounting students, in addition to promoting the development of
skills such as responsibility, teamwork capacity, autonomy and reading (Guerra & Teixeira,
2016; Guimardes et al., 2016). In this sense, business games can potentially promote the
development of leadership skills, including critical thinking, commitment, agility, innovation,
creativity, motivation, conflict management and team building (Tarig & Abonamah, 2021).

Finally, there is a discussion about how accounting professionals have emphasized the
importance of the accounting teaching process and the training of accountants globally. In order
to assist and contribute to these professionals and their due alignment with the demands and
expectations of the global market, the International Accounting Education Standards Board
(IAESB) developed the so-called International Education Standards (IES) in the professional
accounting education area, which establish knowledge, skills, values and attitudes desired as
learning outcomes for each competence, promoting the improvement of accounting teaching
and the strengthening of professional competence on a global scale (IFAC, 2019).

Appendix A details the technical competencies, professional skills, values, ethics and
attitudes essential to the accounting professional, as defined by IES 2, 3 and 4 (IFAC, 2019).
According to standard (IES) n° 2, the technical skills inherent to the accounting professional
are: a) Financial Accounting and Reports; b) Management and Accounting; ¢) Finance and
Financial Management; d) Taxation; e) Audit and Assurance; f) Governance, Risk Management
and Internal Control; g) Business Laws and Regulations; h) Information Technology; i)
Business and Organizational Environment; j) Economy and k) Business and Management
Strategy (IFAC, 2019). Standard (IES) No. 3 encourages students to develop intellectual,
interpersonal, and communication, personal and organizational professional skills (IFAC,
2019). Standard (IES) n° 4 is related to values, ethics and attitudes, such as ethical principles
and commitment to the public interest (IFAC, 2019).

These standards have as their main objective the standardization, within the scope of
accounting training programs, the following aspects: admission, program content, technical
skills and general training, values, ethics and professional attitudes, practical experience,
assessment of skills, continuous professional development and the skills required of
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professional auditors (Lopez, 2013). However, there are criticisms about adopting global
standards that disregard local particularities. For Mohamed and Lashine (2003), Kerby and
Romini (2010) and Buckaults and Fisher (2011), for example, one should also be concerned
about the lack of preparation of accounting students to face current professional challenges,
such as having skills and communicative, computational, analytical, intellectual, multi and
interdisciplinary attributes, as well as knowledge in global issues and presence of reflective and
critical thinking.

3 Methodological strategies

The present study adopts the Systematic Literature Review (SLR) as a methodological
procedure, which synthesizes research on a topic to validate the construction of the research
corpus. This approach is based on already prepared materials, analyzing various perspectives
about a problem with a qualitative and descriptive approach (Gil, 2017). This systematic review
focuses on research on using business games to develop competencies (knowledge, skills and
attitudes), known as 'CHA' in the accounting and business area, to identify developed
competencies. The analysis refers to publications from 2010 to 2023, in national and
international journals. The study comprises a survey of the research corpus followed by a
systematic analysis of the selected bibliographic material.

In this way, to collect and select sample studies, the research adopted the Knowledge
Development Process - Constructivist (ProKnow-C) method (Ensslin et al., 2017). This method
is like other review methods, starting from the researchers' interest in a specific gap, defining
databases, keywords, time frame and criteria for including and excluding articles in the research
scope (Ensslin et al., 2017). As it is a structured process, ProkKnow-C is composed of steps
divided according to Ensslin et al. (2017), such as (i) preliminary investigation, (ii) selection of
articles that will make up the research portfolio, and (iii) bibliometric analysis of the portfolio
of articles about the topic studied.

Data collection was conducted through secondary data analysis, using scientific articles
available in the Web of Science, Science Direct-Elsevier and Scopus-Elsevier databases, using
the criteria presented in Table 1. The choice of these platforms should be according to their
scope, which encompasses a variety of research, classifies journals according to productivity,
and provides the total number of citations received, allowing the impact, prestige, and influence
of journals to be assessed.

To optimize searches, keywords related to the research objective were combined using
the Boolean operator "and". This operator acts as a connective, indicating to the system that the
search must include all specified keywords (Villegas, 2003). The "Topic" field was selected for
these searches, covering title, abstract and keywords. Subsequently, four refinement steps were
implemented to improve the results obtained. These platforms offer essential tools that
contribute to the search's effectiveness and accuracy.

Table 1
Search criteria
Order Filter Description
1 Type of work Peer-reviewed and open access scientific articles
2 Period 2010 a 2023
Articles in Portuguese and English about jogos de empresas, educacdo
3 L contébil, contabilidade, conhecimento, competéncia, habilidade, atitude -
anguage business games, accounting education, accounting, knowledge, competence
g ) g , g, ge, p )
skill e attitude
4 Area The research areas at the bases are accounting, business, education and
research
5 Search field  Title, abstract and keywords
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The research was carried out in three stages. In the first, freely accessible and peer-
reviewed scientific articles were selected, discarding books, book chapters, abstracts, master's
dissertations, and doctoral theses written in the chosen languages, Portuguese and English, from
2010 to 2023. The area of evaluation chosen to survey the research corpus was Applied Social
Sciences, specifically accounting and business, education, and research.

Next, search strategies were defined, using keywords and Boolean operators as defined
below, jogos de empresas and educacéo contabil; jogos de empresas and contabilidade; jogos
de empresas and conhecimento; jogos de empresas and competéncia; jogos de empresas and
habilidade; jogos de empresas and atitude; jogos de empresas and estudante; business games
and accounting education; business games and accounting; business games and knowledge;
business games and competence; business games and skills; business games and attitude;
business games and students. The majority of articles, 58, originated from the Web of Science
database. In addition, 33 works were found from the Scopus database and 4 from Science
Direct.

The third phase of the SLR corresponded to the research eligibility criteria and was
divided into two steps. The first step was to analyze the theme and abstract in which the articles
with the word ‘company games’ were selected based on a brief reading of the title and abstract.
If this word was present in the title or abstract, the words ‘accounting education’, ‘accounting’,
‘knowledge’, ‘competence’, ‘skill’, and ‘attitude’ were searched. The second step was to filter
the articles by exclusion criteria, where works only about business games, works only about
accounting education, competence and accounting, duplicate works and those that did not have
free access were excluded.

In the first step, the titles and abstracts of the works were analyzed to assess their
relevance to the research proposal. Then, works outside the scope were excluded, such as those
related in isolation to business games, accounting education, accounting, knowledge,
competence, skill and attitude, in addition to eliminating duplicates. Finally, a complete and
careful reading of the filtered articles was conducted to select only research aligned with the
SLR (Figure 1).

Figure 1

Flowchart of the study selection process
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After filtering the selected articles, 45 studies were included, forming the corpus of this
study, which was subjected to content analysis (Bardin, 2011), in three phases: 1) pre-analysis
- with the collection of information from article references and a brief content exploration; 2)
material exploration - with detailed reading of articles to extract relevant information,
categorization or coding; 3) results treatment- which involved the comparison and consolidation
of all articles in the categories of analysis, inferences and interpretation. Following Bardin’s
steps (2011), coding was carried out based on previously established themes, which focused on
the competencies in the IFAC framework (2019).

Initially, bibliometric information was collected from the sample to characterize and
describe the identified studies. For the systematic analysis and identification of the
competencies presented or discussed in the selected research, one of the authors carried out a
documentary analysis of each of the articles, followed by a joint discussion to seek agreement.
To validate the results, the authors' analysis was compared with additional analysis carried out
using ChatPDF artificial intelligence.

4 Results and discussions

Among the 45 studies that comprise the sample (39 articles from international and 6
national journals), 5 address the application of games in accounting, while 40 are related to
games in the business area. The main study contexts are administration and accounting at both
academic levels (undergraduate and postgraduate). However, there is a lack of specific studies
on accounting, as the predominant games assess business skills in general without adopting a
specific focus on accounting.

Table 2 presents the main gaps observed and which motivated the studies analyzed. A
lot of research is focused on the effectiveness of games, followed by an analysis of their
performance. Research generally tends to accept games and takes a non-critical stance about
their use.

Table 2
Research Gaps
Gaps Description Authors
1 Determine the effectiveness of using games in a Carenys et al. (2017); Torga et al. (2018);
given context, with 27 studies (60%). Musteen et al. (2018)
2 Identify factors that influence performance from Super et al. (2020): Koltai e Tamés (2022)

games with 12 works (27%).

Investigate emotional and motivational aspects
3 present in the application of games, accounting

for 6 studies (13%).

Buil et al. (2019); Schimd e Schoop (2022)

From the analysis undertaken, it was also possible to verify that there is no
predominance of authors investigating the topic but rather a diversity of authors who come from
different countries, which suggests that several magazines are open to discussions about the use
of games for learning in accounting and business.

When evaluating the effectiveness of video games in comparison to simulations in a
higher education environment in the accounting and business areas, it was observed that,
although both instructional tools lead to the desired level of knowledge acquisition, the
motivation generated by video games contributes to an experience of higher learning (Carenys
et al., 2017). In the same way, the application of a collaborative online teaching tool was
effective in helping students achieve learning outcomes related to international business
opportunities, business model design and planning to pursue these opportunities, as well as
improving student’s attitudes concerning entrepreneurship as a career path (Musteen et al.,
2018).
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Super et al. (2020) contributed to the category in which games proved to be effective in
application. Although there was no effect on objective team performance, knowledge-sharing
norms improved the team’s performance perception. The results suggest that knowledge-
sharing norms were positively related to team satisfaction but not task satisfaction.
Furthermore, aspects of negotiation and gamified negotiation training show greater motivation,
engagement, and better systemic and decision-making skills than conventional training (Schmid
& Schoop, 2002).

Motivational and emotional aspects are strongly present in games. The students who
participated in the business simulations were motivated and focused and perceived the
simulations as a useful tool to acquire skills related to decision-making, problem-solving and
business information analysis (Urquidi-Martin & Tamarit-Aznar, 2017). Furthermore, Legaki
et al. (2021) point out that the game, which incorporates elements such as points, levels,
challenges, narrative and a leaderboard, tends to involve and motivate students in the learning
process.

Still, about the motivational and emotional aspects present in games, after seeking to
understand the factors that promote the intrinsic motivation of players in business simulation
games and examining their impact on engagement, the development of generic skills, and the
learning perceived through Self-Determination Theory (Build et al., 2019).

Regarding the factors that influence performance from games, when proposing a new
method to evaluate the performance of students’ groups in a simulation game, Koltai and Tamas
(2022) verified that games can provide reliable and detailed information about participants’
performance regarding the decisions deficiencies made during the games and about possible
ways to improve performance. Students’ learning improves through simulation games (Loon et
al., 2015). Teaching through online management simulation games positively impacts students'
learning performance compared to traditional theoretical classes (Zulfigar et al., 2021). Thus,
using simulation games as an online teaching methodology during the COVID-19 crisis was
well accepted by students (Zulfigar et al., 2021).

Next, the theoretical lenses identified in the articles in the accounting (Table 3) and
business (Table 4) areas are synthetically presented.

Table 3
Theories Identified in Accounting Articles
Amount % Area Reference
Burdon e Munro (2017); Quirino et al.
Not identified 4 9% - (2019); Ortiz-Martinéz et al. (2022);

Lassila, et al. (2019)

Integrative Theory of
Motivation, and ARCS Model
(Attention, Relevance,
Confidence, Satisfaction)

1 2% Psychology Carenys et al. (2017)

Among the studies in the accounting area, it was identified that the majority do not adopt
a theoretical lens in the analyses. Only in the article by Carenys et al. (2017), a theoretical lens
was adopted for the analyzes (Integrative Theory of Motivation and ARCS Model (Attention,
Relevance, Confidence, Satisfaction), which shows the lack of a theoretical standard and focus
on research on empirical analyzes supported only with literature previous.

Table 4 summarizes the theoretical lenses identified in articles in the Business area,
which analyzed business games. It is possible to note that business games have been studied
from different theoretical lenses in the business area. In addition to educational theories
(Experiential Learning Theory and Meaningful Learning Theory), other theories are considered
to understand this phenomenon, such as business theories (Stakeholders, Decision and Games),
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technology (Technology Acceptance Model) and psychological theories (Self-Determination
Theory).

The results about the theoretical lenses identified in the articles highlight the
Experiential Learning Theory, which emphasizes the importance of active experience in the
learning process (17% of studies), used alone or in conjunction with other theories in 2 articles.
The lens appears appropriate, given that business games provide experiential learning to
students, as they integrate practical aspects into learning (Sauaia & Zerrenner, 2009).
Educational games align with this theory, offering practical activities that allow students to
experiment with paths and make decisions. In addition, they emphasize the importance of
developing skills, which is facilitated by using games. Furthermore, experiential learning
includes the reflection phase about lives that are relevant for analyses.

Table 4
Theories Identified in Business Articles
Theories N % Areas References
Hernandez-Lara et al. (2018); Koltai e Tamas (2022); Wei
Educati et al. (2022); Legaki et al. (2021); Neves e Alberton
Not identified 11 23 ucation (2017); Emblen-Perry (2018); Mustata et al. (2017);
Nobile et al. (2021); Galynska et al. (2021); Grijalvo et al.
(2022); Oliveira e Melo (2020)
Memar et al. (2021); Geithner e Menzel (2016); Dias et
Experiential Leaming Theory 8 17 Education  al. (2013); J_éé}ské et,al., (2021); Montero-Navarro et al.
(2020); Urquidi-Martin et al., (2019); Catalo et al. (2015);
Schimd e Schoop (2022)
Jagger et al. (2016) ; Zulfigar et al. (2021) ; Pé&szto et al.
(2021)
Buil et al. (2019); Grivokostopoulou et al.’(2019) ;
Schimd e Schoop (2022)

Technology Acceptance
Model (TAM)

w
»

Technology

Self-Determination Theory 3 6  Psychology

Learning Theories

(Experiential and 2 4 Education Loon et al. (2015); Butzke e Alberton (2017);
Constructivist)
Decision Theory 1 2 Business Torga et al. (2018)
Game Theory 1 2 Business Torga et al. (2018)
Mapping, Bridging and 1 2 Psychology Pillay e James (2013)

Integration Model (MBI)
Social Constructivist Education

Learning Theory 1 2 Musteen et al. (2018)
Social Exchange Theory 1 2 Psychology Super et al. (2020)
Meaningful Learning Theory 1 2  Education Urquidi-Martin e Tamarit-Aznar (2017)
Behavioral Theory in
Negotiations 1 2 Psychology Rua et al. (2022)
Stakeholders Theory 1 2 Business Feng et al. (2020)
Cognitive Flexibility Theory 1 2 Psychology Cornacchione Jr. (2012)
Benefit Sharing Model 1 2 Psychology Wang (2019)
Game !Z)evelopment 1 2 Education Roedavan et al. (2021)
Lifecycle
Game-Based I__earnlng 1 2 Education Roedavan et al, (2021)
Foundation
Bloom's Taxonomy 1 2 Education Ferreira et al. (2021)
Motivational Theories 1 2 Psychology Riivari et al. (2021)
. . Psychology and .
Various Theories (1) 1 Technology Lopez et al. (2021)

Using Business Games in Accounting and Business for Skills Development: A Systematic Literature Review 140



Notes: (1) Theories: Technology Acceptance Model, Unified Theory of Technology Acceptance and Use, Theory
of Planned Behavior and Theory of Reasoned Action

It was identified that 23% (11 studies) of the sample did not mention the use of a
theoretical basis. This suggests that the games serve a training that executes techniques, with
little training in critical thinking. Therefore, no dominant theoretical body supports the
explanation of phenomena in the research analyzed.

Regarding the methodological approaches used, 87% (39 articles) adopt a mixed
approach, 11% (5 articles) are quantitative, and 2% (1 article) adopt exclusively a qualitative
approach, which demonstrates the low use of the latter in research on this topic. Regarding
methods, 80% of the research used experiments and simulations combined with the application
of questionnaires and testing effects for evaluation in educational environments.

Data analysis is predominantly quantitative and involves statistical methods, although
some studies also incorporate questionnaires with open questions for qualitative analyses.
Questionnaires and interviews are commonly used to obtain data on students' perceptions of
educational games. The questions address topics such as engagement, motivation,
understanding concepts, and preference for the learning method. However, it is important to
note that these approaches focus mainly on the students' perspective, failing to consider the
teachers’ perceptions.

The non-existence of the predominance of certain types of games used in the studies
was identified. In most analyses, the games are digital, video games or online simulations, with
only one article that did not use a digital game (Montero-Navarro et al., 2020). No board games
or physical games were identified in the areas of accounting or business, which may suggest a
migration to digital games due to the ease of access to digital resources to apply the games, as
digital games are often more accessible due to the ease of online availability. Furthermore,
features such as simulations, interactive graphics, and immediate feedback can be effectively
incorporated into digital games, making the learning experience more engaging.

Skills development through the application of games has predominated among skills,
abilities, and attitudes. Governance, internal control, regulations, information technology, and
economics are not being addressed in accounting through games, as no studies with this focus
have been found. The games predominantly focus on management accounting, auditing,
organizational environment, strategy, and management (Table 5). As for these last three,
perhaps it is the influence of the games used in business, which is why games predominate over
management.

According to Oliveira et al. (2013), business games contribute positively to knowledge
consolidation by simulating business reality based on successive decision-making. This
contributes to the development of skills and promotes motivation and interdisciplinary thinking.

Next, the research summarizes the competencies identified in the publications analyzed,
segregating the analyses into two blocks: publications from the accounting area followed by the
business area. In the first part, the research summarizes studies with the competencies
recommended by IES 2, 3, and 4 (IFAC, 2019) for the accounting area (Table 5).

Table 5
Relation of the analyzed studies with the skills recommended by IES 2, 3 and 4 in the accounting area
Accounting
References IES 2 IES3 IES 4
A/ B|C|D|E|F|G|H | JIK|/A|B|C|DJ|A|B
Burdon e Munro (2017) X X X X | X
Quirino et al. (2019) X X X | X X | X | X X
Ortiz-Martinéz et al. (2023 X X X X | x
Lassila et al. (2019) X X | X
Carrenysetal. (2017) | x | X | X X X X X
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Total 2 |23 1] 2 512 2121412111

% 40 |40 |60 | O |20 {40 | O 100 |40 | O |40 ] 40 |80 |40 |20 | 20 |0

Notes: IES 2A: financial accounting and reporting; IES 2B: management and accounting; IES 2C: finance and
financial management; IES 2D: taxation; IES 2E: audit and assurance; IES 2F: governance, risk management and
internal control; IES 2G: business laws and regulations; IES 2H: information technology; IES 2I: business and
organizational environment; IES 2J: economics; IES 2K: business strategy and management; IES 3A: intellectual;
IES 3B: interpersonal and communication; IES 3C: staff; IES 3D: organizational; IES 4A: ethical principles; IES
4B: commitment to the public interest.

The technical skills analyzed in accounting research, from the perspective of IES 2H,
which deals with knowledge about information technology, were identified in all studies that
make up the sample. This result was expected as the researched literature focuses on studies
applying business games, digital games and simulations (Schimd & Schoop, 2022). On the
other hand, IES 2C, which covers content about finance and financial management, is present
in 60% of studies in the accounting area. IES 2A, which deals with technical competence in
financial accounting and reporting, IES 2B, which deals with management and accounting, IES
2F, which addresses knowledge about governance, risk management and internal control, IES
21 with a focus on business and organizational environment and IES 2K, which includes
knowledge about business strategy and management, appear in 40% of the studies investigated.
Finally, the other IES have less or no presence.

The IES 3 provides the accountant's professional skills segmented into four categories
(Table 5). IES 3B, which covers interpersonal and communication skills, is useful for the
professional's interaction with other knowledge areas and appears in the majority of studies
investigated (80%). IES 3A, which deals with intellectual skills that contribute to identifying
and solving problems, critical analysis and decision-making, and IES 3C, with a focus on
personal skills, that is, attitudes and behaviors of the accounting professional, are present in
40% of the studies surveyed, identifying communication skills, teamwork, problem-solving and
critical analysis (Quirino et al., 2019). Finally, IES 4A on ethical principles is present in only
one study (20%) developed by Carrenys et al. (2017).

In the second part, the research summarizes the competencies identified in the
publications analyzed with the competencies recommended by HEIs 2, 3 and 4 in the Business
area (Table 6).

Technical skills, analyzed from the perspective of IES 2H, which deals with knowledge
about information technology and publications in the accounting area, were also identified in
all the studies analyzed. IES 2K, which covers business strategy and management content, was
identified in 55% of the researched studies.

The IES 2B, which deals with technical competence in management and accounting,
appears in 18% of the studies investigated, highlighting skills such as knowledge in financial
and management accounting (Dias et al., 2013). The IES 2C competencies (financial knowledge
and financial management), dealing with competencies related to technical accounting
knowledge, notably analysis and interpretation of financial information (Zulfigar et al., 2021),
were identified in 13% of publications. IES 21, whose theme is business and organizational
environment, appears in 13% of studies. In relation to IES 3, the guidance provides professional
skills segmented into four categories (IES 3A, IES 3B, IES 3C and IES 3D). IES 3A
(intellectual skills for identifying and solving problems, critical analysis and decision making)
is present in 93% of the studies surveyed, identifying communication skills, teamwork,
problem-solving and critical analysis as main elements.

The IES 3B (interpersonal and communication skills) appears in 80% of studies, with
guidelines for learning objectives and standards for knowledge sharing, which are aimed at
positive results from team-based simulation game learning activities developed through active
encouragement of experimentation, exploration and communication among team members
(Super et al., 2020).
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With 65%, IES 3C comes from the personal skills that concern the attitudes and
behaviors of the accounting professional, which deal with unpredictable project situations and
the stakeholders’ influences (Geithner & Menzel, 2016) and, which students have improved at
the time of negotiation due to acquired skills (Rua et al., 2022).

The IES 3D, which deals with organizational skills, is present in 25% of studies. The
skills highlighted in the research report that students developed skills, such as taking risks in
business problem-solving with a critical mindset, developing competitive strategies based on
company knowledge, managing relationships with competitors, adapting and continuous
assessment of the business environment (Memar et al., 2021). As for attitudes and values, IES
4A, which deals with ethical principles, are present in 63% of the researched studies.

Table 6
Relation of the studies analyzed with the competencies recommended by IES 2, 3 and 4 in the Business area

Business

References IES 2 IES 3 IES 4

A|B|C|D]JEIFG 1 |J C|D|A|B

Herndndez-Lara et al. (2018) X X X | x

x
x

Oliveira e Melo (2020) X | x

Van den Bossche et al. (2011)

x
X |x |x |x |03
x

Pillay e James (2013)

Koltai e Tamas (2022)

Wei et al. (2022)

x
X | X | X | X

Legaki et al. (2021)

Neves e Alberton (2017)

Emblen-Perry (2018) X

X | X | X [X

Mustata et al. (2017)

Nobile et al. (2021)

Galynska et al. (2021)

Grijalvo et al. (2022)

Memar et al. (2021)

X | X | X [X

Geithner e Menzel (2016)

Dias et al. (2013) X

X |X [X [X [X | X |X

Jédska et al. (2021)

x | X

Montero-Navarro et al. (2020)

Urquidi-Martin et al. (2019)

Catalo et al. (2015)

Jagger et al. (2016)

X | X | X [X

Zulfigar et al. (2021) X

X | X | X | X |X [X

Pészto et al. (2021)

Buil et al. (2019) X X

X | X
X | X | X | X [X

Srivokostopoulou et al. (2019 X | x

Schimd e Schoop (2022)

XX [X X |[X | X |X [X [X [X |[X|X[X[X[X|X|X|X|[X|[X|[X|X|X]|X

X [ X [X | X | X | X |X

Loon at al. (2015)

Butzke e Alberton (2017)

X [ X [X [ X | X

Torga et al. (2018)

Musteen et al. (2018)

Super et al. (2020)

XX [X X X [X [X X [X [X|X [X[X|X|X|[X|[X]|X|X|[X]|X|[X|[X]|X]|x|[X|X]|x|[x]|x|x|[x|I

X | X | X |[X

X | X | X [ X
x | X

X |X | X [ X [X [X

Urquidi-Martin e Tamarit- X
Aznar (2017)

Rua et al. (2022)

Feng et al. (2020) X | X

Cornacchione Jr. (2012)

Wang (2019)

X | X [ X [X [X

Roedavan et al. (2021)

X | X [ X [X | X |X

Ferreira et al. (2021) X
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Riivari et al. (2021) X X | x | x | x X
Ldpez et al. (2021) X X X X | x | x X | x
Total 4 | 71512 [1]1]1] 10 5 | 1122137322610 25 |0
% 10 | 18 |13 5 |3[3[3]100 |13 |3][55]93[80]65]25]63]0

Notes: IES 2A: financial accounting and reporting; IES 2B: management and accounting; IES 2C: finance and
financial management; IES 2D: taxation; IES 2E: audit and assurance; IES 2F: governance, risk management and
internal control; IES 2G: business laws and regulations; IES 2H: information technology; IES 21: business and
organizational environment; IES 2J: economics; IES 2K: business strategy and management; IES 3A: intellectual;
IES 3B: interpersonal and communication; IES 3C: staff; IES 3D: organizational; IES 4A: ethical principles; IES
4B: commitment to the public interest.

Several attributes related to intellectual, interpersonal, communication, and personal
skills are highlighted, such as team performance, knowledge-sharing standards, decision-
making, understanding the consequences of choices, and critical thinking (Koltai & Tamas,
2022). An increased focus on students’ activation and engagement in the learning process with
knowledge and skills development was revealed (Memar et al., 2021).

It can also be observed that some skills found in the studies are outside the scope of
IFAC, such as preparation for the workplace, competition, giving feedback, transferring skills
to the real world, intercultural skills, working under pressure and adapting to new situations,
critical thinking, sustainability, management of renewable resources, need to adapt teaching
methods, cultural sensitivity, mental openness, communication, problem-solving, knowledge
application and self-efficacy (Catalo et al., 2015; Jagger et al ., 2016; Urquidi-Martin et al.,
2019; Schimd & Schoop, 2022). This means that the studies are not carried out considering
only the body's skills and expand the list of skills that the games cover, which suggests that the
skills of the accountant and business professional go beyond those foreseen by IFAC.

Research generally points to applying relevant ethical requirements for professional
behavior following the area's standards. Students can explore their values and make decisions
within the context of rule-based requirements (Jagger et al., 2016). Students gain insights into
the impact of their ethical decision-making on others (Jagger et al., 2016).

Finally, there is a discussion about how many games, even though they are not explicitly
designed for accounting, contribute to the skills development recommended by IFAC. This
aspect highlights the interdisciplinary nature of the business area, demonstrating that games
have the potential to develop diverse skills for the broad field of business, including accounting
and management. The studies consider the simulation contexts of a functioning audit (Burdon
& Munro, 2017), simulation of a stock exchange (Torga et al., 2018), execution of international
strategies (Musteen et al., 2018), conducting commercial negotiations (Schimd & Schoop,
2022); working capital management (Carenys et al., 2017) and knowledge of sustainable
strategies (Emblen-Perry, 2018).

Based on the analysis of the studies, a research agenda can be proposed that can help
both the practical application of business games in the teaching-learning process and advance
the literature about the topic.

« It is noted that research on business games covers common situations in organizations,

but there is a lack of specific contexts in the accounting area. No studies addressed more

specific topics such as taxation, business laws and regulations, economics and values as

a commitment to the public interest. This highlights the need for studies that explore

these contexts and situations.

* Considering that research more frequently discusses students' perceptions (Burdon &

Munro, 2017; Torga et al., 2018; Quirino et al., 2019), there is a gap in knowledge about

teacher perception concerning the use of games in the teaching-learning process.

Therefore, investigations that analyze teachers’ perceptions of the potential (or

problems) of business games for developing skills in the accounting area are welcome.
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» Still based on the lack of research about teacher’s perception regarding the potential
of business games, an aspect that can be the target of research is the analysis of the
benefits and challenges regarding the use of business games in the accounting area, in
addition to deep understanding about the teachers’ perception, seeking to understand
what they think and analyzing possible reasons for resistance.

* The literature generally takes a positive view of the use of games (Quirino et al., 2019;
Jaéska et al., 2021), and the negative aspects have been little explored. Future research
could analyze challenges and difficulties to be overcome with the use of games, such as
the high demand for time needed to prepare and monitor activities, difficulties faced in
engaging students in active learning activities, or even unexpected effects by the
introduction of corporate games, failing to take a positive view of their use.

* Researchers could explore possible discrepancies in the perception of using business
games in the learning process, investigating how students and teachers perceive the
usefulness of business games and the learning results achieved and identifying possible
reasons for divergences.

* Preparation of teaching cases proposing business games, detailing how they are applied
and the results.

* Other systematic reviews can be developed, focused on national databases, such as
SPELL—Scientific Periodicals Electronic Library, which could make relevant
contributions to national accounting research.

» Researchers can analyze how artificial intelligence (Al) is being used to develop
teaching using company games. For example, one can analyze the differences in the
application of games in the traditional format, their effects on student engagement, or
even differences in skills development.

5 Final considerations

The study set out to answer the following research question: how does the use of
business games help to improve skills (conhecimentos, habilidades and atitudes - CHA) in the
accounting and business area? To answer the question, literature was identified that relates
discussions about using business games in accounting and business to develop skills. The
motivation for this study arose due to the great theoretical focus of the accounting course and
the motivational relevance of the business games strategy in teaching, an approach increasingly
used in universities. From this, a systematic literature review was carried out to map skills
development through company games.

Concerning the technical skills developed by the company's gaming strategy, it was
identified that, in terms of knowledge related to IES 2, studies about information technology,
strategy and business, and management and accounting predominate. The most explored
accounting topics are financial accounting and reporting, management and accounting,
financial management, taxation, auditing, business and organizational environment, and
business strategy and management.

Additionally, it was found that all the skills recommended in IES 3 (intellectual,
interpersonal and communication, personal and organizational) were identified in the games,
both for the accounting and business areas. Concerning IES 4 on attitudes, there are games to
develop ethical principles in the business area, but there is a lack of studies about commitment
to the public interest. These findings have broad implications for the study agenda on the theme,
as presented in the previous topic.

It is concluded that games have been widely used in business; however, in accounting,
their application does not encompass all the technical skills IFAC recommends. The literature
suggests the use of auditing, financial management, and strategy games in this field. Games
have the potential to develop skills aligned with IFAC guidelines, as well as skills that go
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beyond such standards, highlighting competitiveness, cultural aspects and the transfer of
simulation skills to real-world situations.

We also note the alignment of using the theoretical assumptions of the Experiential
Learning Theory in much research about business games since the strategy provides a rich
environment in practical experiences and fundamental challenges for the learning process.
Furthermore, the significant use of experiments and questionnaires to collect data to investigate
the use of games in learning contexts stands out, and the predominance of digital games,
compared to physical games (such as board and cards), seems to be in disuse. Finally, a wide
range of possibilities for future research can be seen, as listed in the agenda at the end of the
previous section.

Conducting a systematic review has intrinsic limitations. The availability and quality of
existing literature may vary, justifying the selection of multiple databases for collection.
Furthermore, the definition of inclusion and exclusion criteria may introduce a bias in the
selection of studies, given the subjectivity in interpreting these criteria, which may affect the
identification of relevant articles. Common procedures in systematic reviews were adopted to
ensure greater reliability in the results.

The research has three main implications. First, it has implications for researchers, who
can increasingly use the results to advance research about using games to improve the teaching-
learning process. Second, it can contribute to teacher’s work; through the reviewed literature,
one can reflect on the use of business games in classes, and the articles can provide ideas for
games to be used in contexts in which they can be applied. Third, it is proposed that accounting
games be developed relating to the competencies proposed by IFAC, such as financial
reporting, governance, risk and internal control, regulation, information technology and
economics.
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Appendix A — IAESB Competencies

Figure 2
IES 2 - Technical skills
A Financial Accounting and Reporting.
B Management and Accounting.
C Finance and Financial Management.
D Taxation.
E Audit and Assurance.
F Governance, Risk Management and Internal Control.
G  Business Laws and Regulations.
H  Information Technology.
I Business and Organizational Environment.
J Economy.
K  Business Strategy and Management.

IES 3 - Professional skills

A. Intellectuals

Evaluate data and information from a variety of sources and perspectives through search, integration,
and analysis.
Apply critical thinking skills to solve problems, inform judgments, make decisions, and reach
informed conclusions.
Identify when it is appropriate to consult specialists.
Recommend solutions to unstructured and multifaceted problems.
Respond effectively to changing circumstances or new information to solve problems, inform
judgments, make decisions, and reach informed conclusions.

B. Interpersonal and Communication

Demonstrate collaboration, cooperation and teamwork when working towards organizational goals.
Communicate clearly and concisely when presenting, discussing and reporting in formal and informal
situations.

Demonstrate awareness of cultural and linguistic differences in all communications.

Apply active listening and effective interviewing techniques.

Apply negotiation skills to reach solutions and agreements.

Apply consultative skills to minimize or resolve conflicts, resolve problems, and maximize
opportunities.
Present ideas and influence others to provide support and commitment.

C. Personal

Demonstrate commitment to lifelong learning.
Establish high personal standards of performance and monitor through reflective activities and feedback
from others.
Manage time and resources to meet professional commitments.
Anticipate challenges and plan possible solutions.
Keep an open mind to new opportunities.
Identify the potential impact of personal and organizational bias.
D. Organizational

Perform tasks in accordance with established practices to meet prescribed deadlines.

Review one's own and others' work to determine whether it complies with the organization quality
standards.

Apply people management skills to motivate and develop others.

Apply delegation skills to deliver tasks.

Apply leadership skills to influence others to work toward organizational goals.

1IES 4 - Values, ethics and attitudes

A Ethical principles.

B Commitment to public interest.
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