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ABSTRACT

Nowadays, teaching pedagogy is varied in the globalized world such as simulation 
games. It is very important to choose an interesting pedagogy of teaching and learning 
to encourage students with basic accounting background. Lecturers must guide them 
to face their inability to understand accounting problems. This is so that the students 
will be more focussed and abled to perform better. The purpose of this study is to 
examine the relationship among three independent variables which are accounting 
simulation game-syllabus fit, perceived usefulness of the computerized accounting 
system and computer self-efficacy, with a dependent variable which is the 
effectiveness of accounting simulation game. The contribution of this study is to 
enrich the ideas of teaching and learning pedagogy and to introduce a new method of 
teaching and learning called as the accounting simulation game. The sample of this 
study are non-accounting students from UiTM Terengganu. The students need to take 
this basic financial accounting course in order to fulfil the requirements for their 
graduation. A set of self-administered questionnaire was distributed to the participants 
at the end of the session of the games. The results disclosed that there is a significant 
moderate positive relationship between the independent variables and the dependent 
variable. Besides that, the descriptive analysis also explained the demographic data 
and the extent of indulgence created from the game towards the basic financial 
accounting knowledge. As a conclusion, the independent variables were the factors 
contributing to the success of an accounting simulation game. Therefore, all the 
hypotheses were accepted.

Keywords: teaching and learning pedagogy; accounting simulation game-syllabus fit; 
perceived usefulness; computer self-efficacy; computerized accounting

iii



ACKNOWLEDGEMENTS

In the name of Allah, the Most Gracious and the Most Merciful

Praise to Allah for giving me the strength, patience and good health to complete this 
research. My gratitude is expressed to Professor Dr Rozainun binti Abd Aziz, Dean of 
the Faculty of Accountancy, Dr Tuan Zainun binti Tuan Mat, Postgraduate 
Coordinator, and Associate Professor Dr Azemi bin Che Hamid, Coordinator of the 
Masters Programme Terengganu (UPSis) for their guidance and inspiration. Besides 
that, special thanks to Dr Jamalludin Helmi bin Hashim, ex-Coordinator of the 
Masters Programme Terengganu (UPSis) for his guidance and support during my 
Master study.

A special thanks to my supervisor Dr Wan Mohd Nazif bin Wan Mohd Nori, for 
offering and sharing many useful ideas, invaluable comments, direction, 
encouragement, patience and priceless time in providing suggestions and constructive 
comments throughout the entire research process. Furthermore, I would like to 
express a special thanks to my examiners Associate Professor Dr Lai Ming Ling and 
Dr Faizal Mohamed Yusof. Besides that, special thanks to Dr Ravi Seethamraju, 
senior lecturer at The University of Sydney, Australia on his cooperation and 
encouragement during my research process.

My special thanks to the most important people in my life; my husband, Abdul 
Khurairi bin Md Yunus; my parents, Zaini bin Mat and Juariah binti Mat Nor; my 
parents-in-law, Md Yunus bin Ibrahim and Sapiah@Saudah binti Ibrahim ; other 
family members and friends for the motivation and continuous moral support towards 
the completion of this study. Last but not least, I am indebted to all the lecturers who 
had taught me during my Master study.

iv



TABLE OF CONTENTS

Page

CONFIRMATION BY PANEL OF EXAMINERS i

AUTHOR’S DECLARATION ii

ABSTRACT iii

ACKNOWLEDGEMENT iv

TABLE OF CONTENTS v

LIST OF TABLES viii

LIST OF FIGURES ix

LIST OF SYMBOLS x

LIST OF ABBREVIATION xi

LIST OF APPENDICES xii

CHAPTER ONE : INTRODUCTION 1

1.1 Introduction 1

1.2 Background of the Study 1

1.3 Problem Statement 4

1.4 Objectives of the Study 7

1.5 Significance of the Study 7

1.6 Organization of the Study 8

CHAPTER TWO : LITERATURE REVIEW 9

2.1 Introduction 9

2.2 Prior Research 9

2.2.1 The Effectiveness of Accounting Simulation Game 11

2.2.2 Accounting Simulation Game-syllabus Fit 13

2.2.3 Perceived Usefulness of Computerized Accounting System 15

2.2.4 Computer Self-efficacy 16

2.3 Theoretical Framework 18

2.3.1 The Effectiveness of Accounting Simulation Game 18

2.3.2 Accounting Simulation Game-syllabus Fit 19

2.3.3 Perceived Usefulness of Computerized Accounting System 21

v



2.3.4 Computer Self-efficacy 23

2.4 Hypothesis Development 25

2.4.1 Accounting Simulation Game-syllabus Fit 25

2.4.2 Perceived Usefulness of Computerized Accounting Software 26

2.4.3 Computer Self-efficacy 27

2.5 Summary 28

CHAPTER THR EE: METHODOLOGY 29

3.1 Introduction 29

3.2 Research Design 29

3.2.1 Preamble 30

3.2.1 Learning Objectives of Accounting Simulation Game 31

3.2.2 Accounting Simulation Game 32

3.2.3 Schedule and Structure of Accounting Simulation Game 33

3.3 Sample Selection 38

3.4 Questionnaire Design 38

3.5 Variables Measurement 41

3.5.1 The Effectiveness of Accounting Simulation Game 42

3.5.2 Accounting Simulation Game-syllabus Fit 42

3.5.3 Perceived Usefulness of Computerized Accounting System 42

3.5.4 Computer Self-efficacy 43

3.6 Summary 43

CHAPTER FOU R: DATA ANALYSIS AND FINDINGS 44

4.1 Introduction 44

4.2 Getting the Data Ready for Analysis 44

4.3 Normality Test 45

4. 4 Testing Goodness of Data 47

4.4.1 Reliability Test 47

4.4.2 Validity Test 48

4.5 Descriptive Analysis 51

4.5.1 Demographic Analysis 52

4.5.2 The Extending of Accounting Simulation Game Fit 54

vi


