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Abstract 

Subject Introduction Accountancy often perceived 

students as solid matter procedures , abstracts , and 

others interesting , so that potential lower 

motivation learning and outcomes academic . 

Gamification , namely implementation element 

design game like points , badges , boards rankings , 

challenges , and narrative to in the non- game 

context , has Lots submitted as a pedagogical 

strategy For overcome problem This article 

objective mapping and synthesis proof empirical 

about implementation gamification in the learning 

accounting , especially at the level introduction , 

using method Review Literature Systematic 

Literature Review (SLR) referring to Kitchenham 

and Charters (2007) procedures and PRISMA 

reporting (Page et al., 2021) . conducted on the 

Scopus, Web of Science, ScienceDirect, Emerald 

Insight, Springer Link, and Taylor & Francis Online 

databases with a combination of the keywords 

gamification , serious games, game-based learning, 

and accounting education in the range 2014–2025 , 

without involving warehouse journal based on the 

Open Journal System (OJS) which is not accredited . 

After the screening process layered , as many as 34 

sources relevant used as a basis for synthesis . 

Research results show That gamification generally 

impact positive to motivation , involvement , and 

some results Study students , with Self-

Determination Theory and Technology Acceptance 

Model as framework the most theoretical used . 

However Thus , it was also found that evidence was 

not consistent related impact provision long to show 

academic , as well as challenge implementation like 

limitations source power , lack training educators , 

and risks shift focus students from objective 

learning to element entertainment solely . This 

article conclude That effectiveness Gamification 

relies heavily on conformity design with 

performance learning , and recommend research 

agendas . advanced in the form of studies test 

provision long and development guide design 

gamification special accountancy introduction . 

 

Keywords : gamification ; introduction accounting 

; motivation study ; review systematic learning 

literature ; game-based 

Abstract 

Introductory accounting is often perceived by 

students as a procedurally demanding, abstract, and 

boring course, which can reduce learning motivation 

and academic outcomes. Gamification, the 

application of game design elements such as points, 

badges, leaderboards, challenges, and narratives in 

non-game contexts, has been widely proposed as a 

pedagogical strategy to address this issue. This 

article aims to map and synthesize empirical 

evidence on the application of gamification in 

accounting education, particularly at the 

introductory level, using a Systematic Literature 

Review (SLR) method following Kitchenham and 

Charters (2007) and PRISMA reporting guidelines 

(Page et al., 2021). Searches were conducted in 

Scopus, Web of Science, ScienceDirect, Emerald 

Insight, Springer Link, and Taylor & Francis Online 

using a combination of keywords: gamification, 

serious games, game-based learning, and accounting 

education for the period 2014–2025, excluding 

unaccredited Open Journal System (OJS) 

repositories. After a multistep filtering process, 34 

relevant sources formed the basis for this synthesis. 

Findings indicate that gamification generally has 

positive effects on student motivation, engagement, 

and, in some cases, learning outcomes, with Self-

Determination Theory and the Technology 

Acceptance Model being the most frequently used 

theoretical frameworks. However, inconsistent 

evidence regarding long-term effects on academic 

performance is also found, along with 

implementation challenges such as resource 

constraints, inadequate instructor training, and the 

risk of diverting students' focus from learning 

objectives to mere entertainment. This article 

concludes that the effectiveness of gamification 

largely depends on the alignment of design with 

desired learning outcomes, and recommends further 

research through longitudinal experimental studies 

and the development of gamification design 

guidelines specifically for introductory accounting. 
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I. INTRODUCTION 
Introduction Accountancy is eye learn base 

For study program students accountancy And 

business in a certain way in general , because load 

draft base like equality accounting , cycle 

accounting and preparation report finances that will 

used on the eyes learn continues . Although play a 

role strategic , eye learn This often complain about 

students as solid matter procedure -oriented 

memorize rules , and minimal context real , so that 

tend cause boredom , anxiety , and low involvement 

in class . Some review literature education 

accountancy take note That challenge involvement 

students become problem repeated urges educator 

look for approach pedagogical alternatives outside 

studying conventional (Apostolou, Dorminey, & 

Hassell, 2021, 2022; Gittings, Taplin, & Kerr, 

2020). 

One of an ever-evolving approach quickly 

in the One decade final is gamification , namely 

implementation element design game like points , 

badges , boards rank , level difficulty gradual , and 

narrative to in the context learning that is not games 

(Deterding, Dixon, Khaled, & Nacke, 2011). 

Gamification different including serious games 

simulation business full , because only take part 

element game to in the activity learn what happened 

there is , isn't there? designing complete game ( 

Deterding et al., 2011; Rufino de Oliveira Neto, 

2022). Generally theoretical , power interesting 

gamification to motivation Study Lots explained 

through Self-Determination Theory (SDT), which 

states That motivation essential grow When need 

psychological base in the form of autonomy , 

competence , and connectedness social fulfilled 

(Deci & Ryan, 1985, 2012; Ryan & Deci, 2000). 

Implementation gamification in education 

accountancy own tested in the many kinds of form , 

start from game board simple For teach cycle 

accounting (Nitkin, 2011), quiz competitive based 

on the television program format (Murphy, 2005), 

simulation business based on card ( Hoffjan , 2005), 

up to application There are a huge number of digital 

quizzes like Kahoot! and Quizizz . used in that 

decade last (Zhao, 2019). A number of review 

systematic previously , such as Almuntsr , 

Muhamad, San, and Shah (2024) and review in 

Research, Society and Development (2022), has 

summarize literature gamification accountancy in a 

certain way In general . However , some big review 

That cover education accountancy in a certain way 

wide without give Attention specific to the context 

eye learn introduction , which is characteristics 

pedagogical different from eye learn accountancy 

advanced like accountancy finance currently or 

audit. 

Based on gap the article said This objective 

to : (1) map form gamification that has been 

implemented in the learning introduction accounting 

; (2) synthesizing proof empirical about the impact 

to motivation , engagement , and outcomes Study 

students ; and (3) identify challenge implementation 

and direction Study future . This study arranged use 

method review literature systematically so that the 

process of searching , filtering and synthesis 

literature Can responsible in a certain way 

methodological and replicated by other researchers . 

 

II. RESEARCH METHOD 
Study This use method Review Literature A 

Systematic Literature Review (SLR) follows three 

stage main as recommended by Kitchenham and 

Charters (2007), namely planning review , 

implementation review and reporting results , with 

referring to the principle Transparency of PRISMA 

2020 reporting (Page et al., 2021). 

 

2.1 Questions Study 

Review This arranged For answer three Research 

Questions ( RQ) are as follows : 

RQ1: Form or element gamification What only 

those who have implemented in the learning 

accounting , especially at the level introduction ? 

RQ2: How impact gamification to motivation , 

engagement , and outcomes Study students 

accountancy introduction based on empirical data 

evidence available ? 

RQ3: Challenges and limitations what it looks like 

in the implementation gamification in learning 

Accountancy ? 

 

2.2 Search Strategy and Database 

Look for literature conducted on an international 

database leading namely Scopus, Web of Science, 

ScienceDirect, Emerald Insight, Springer Link, and 

Taylor & Francis Online, all of which indexing 

journal accredited in a certain way strict and not a 

standalone Open Journal System (OJS) platform that 

does not verified Accreditation . Keywords look for 

arranged with combining Boolean operators 

provision related gamification (gamification, game-

based learning, serious games, badges, 

leaderboards) with provision related context 

(accounting education, introductory accounting, 

financial accounting). Summary of search strategy 

presented in Table 1. 
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Database Keywords Look for Range Year 

Scopus, Web of Science "gamification" AND "accounting education"; 

"gamification" AND "introductory accounting" 

2014–2025 

ScienceDirect, Emerald Insight, 

Springer Link, Taylor & Francis 

Online 

serious games " AND accounting; "game-based 

learning" AND accounting; Kahoot OR Quizizz 

AND accounting 

2014–2025 

Google Scholar ( filter) journal 

indexed ) 

Gamification AND accounting; educational games 

AND accounting 

2016–2025 

 

2.3 Criteria Inclusion and Exclusion 

Criteria inclusion includes : (a) articles 

published in the journal accredited national or 

international ( indexed by Scopus, Web of Science, 

or equivalent to SINTA 1–2 for source national ); 

(b) discuss implementation gamification , serious 

games, or deep game-based learning context 

education accountancy or relevant business ; (c) is 

studies empirical , review systematic , or meta- 

analysis ; (d) published during the period 2005–

2025 , with emphasis on publications for 2014–2025 

represent development latest . Criteria exception 

includes : (a) articles that have not undergone peer 

review such as seminar proceedings without a 

review process (a) peer-reviewed articles ,opinions , 

or editorials; ( b) articles published in OJS journals 

without accreditation status or clear indexing ;( c) 

duplication publications ; and (d) articles that are 

not Can easily accessible text finish . 

 

Data Selection and Extraction Process 

Selection process Finished slowly follow 

the PRISMA flow , namely Identification ,screening 

,eligibility , and inclusion . At this stage 

identification , tracing An initial check of the entire 

database yielded 612 records , which were then 

reduced. up to 478 records after duplication Deleted 

. At this stage filtering title and abstract , 372 notes 

published Because NO relevant with topic 

gamification in the education accounting , leaving 

106 articles For assessed its eligibility through read 

text finished . At this stage this , 72 articles 

published with reason closing  

incompatibilitycontext , not is studies empirical or 

review systematic , published in journals without 

accreditation status or clear indexing ( including 

standalone OJS platforms that do not verified ), text 

finish NO Can accessed , or is duplication disguise . 

Stage end resulting in 34 articles that meet the 

requirements. condition Forsynthesized , including 

studies empirical experimental and quasi-

experimental ,survey , study mixed method (mixed 

method), review systematic previously , and 

reference conceptual about gamification and theory 

Motivation . Flowchart. choice Read more presented 

in Figure 1. The extracted data from every article 

includes author's name , year publications ,journals , 

designs research , forms applied gamification , and 

its findings main , as summarized in Table 2. 
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PRISMA flowchart of the identification ,screening ,eligibility , and inclusion processes. studies 

 

III. RESULTS AND DISCUSSION 
3.1 General Characteristics of Selected Studies 

Included studies in the review This 

dominated by published research after 2016 , in 

queue with findings Almuntsr et al. (2024) that 

interest research to gamification accountancy 

increase important since mid The 2010s together 

expansion use application quiz Digital in the 

classroom . In terms of design research , some big 

studies natural quasi-experimental and survey 

descriptive scale class Bachelor until a number of 

class parallel , with amount respondents range 

dozens until hundreds students . A small part studies 

in the form of review systematic or meta- analysis 

that synthesizes literature gamification accountancy 

in a certain way Again area ( Almuntsr et al., 2024). 

Table 2 presents example representative analyze 

studies along with form gamification and findings 

The most important thing . 

 

Author ( Year ) Type/Method of Study Forming 

Gamification 

Key Findings 

Nitkin (2011) and board game testing . Accounting board 

game introduction 

Game board help students understand 

cycle accountancy base in a certain 

way Again contextual . 

Murphy (2005) Classroom learning 

(Jeopardy style quizzes) 

Quiz based on 

competition 

Quiz format competitive increase 

participation in the topic accountancy 

government . 

Hoffjan (2005) Study on the 

implementation of 

Business game 

(Calvados) 

Simulation business increase 

understand draft accountancy cost . 
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business games 

Carenys , Moya 

&Perramon 

(2017) 

Test comparison Simulation vs video 

games 

Video games are rated. Again 

motivating compared with simulation 

conventional , but results Study 

relatively equivalent . 

Zhao (2019) Multi-semester field study Quizizz ( quiz) 

multiplayer ) 

Perception students to engagement and 

learning increased ; correlation positive 

with evaluation teaching . 

Calabor , Mora & 

Moya (2019) 

Delphi Study Serious games ( 

future projections ) 

Experts predict game Are you serious 

will increasingly adopted When 

supported training educators . 

Buckley & Doyle 

(2016) 

Test pretentious Leaderboards, badges Element competitive increase 

motivation extrinsic However risky 

lower motivation attached to some 

students . 

Jamaluddin et al. 

(2020) 

Survey Gamification class 

accountancy general 

Motivation level Study students 

increase important after 

implementation element games . 

Kao, Yuan & 

Wang (2023) 

Test quasi (BOPPPS + 

mobile game) 

Accounting mobile 

game 

learning models that use gamification 

improve involvement learning and 

satisfaction user . 

Almuntsr et al. 

(2024) 

Review literature 

systematic (2017–2023) 

Many kinds of form 

gamification 

Influence positive gamification in 

learning accountancy dominant found , 

although research about serious games 

still limited . 

Wan Tahir & 

Mohd Noor 

(2025) 

Survey (PLS-SEM, TAM) Digital gamification 

tools 

Perception comfort and usability use 

determine Meaning non- accounting 

students take gamification . 

Kahoot!/ 

University of 

Murcia (2023, 

Education and 

Information 

Technology 

major ) 

Analysis correlation & 

regression sign 

Kahoot! about 

accounting finance 

Kahoot! scores correlate positive and 

significant with sign end students . 

 

3.2 Basics Conceptual and Theoretical 

Gamification 

In a certain way conceptual , gamification 

defined as use element design game in the non- 

game contexts (Deterding et al., 2011), differ with 

serious games that game intact with external goals 

entertainment . Two frames most of the theories 

used in the reviewed literature Self-Determination 

Theory (SDT) and Technology Acceptance Model 

(TAM) explain that SDT explains the following: 

How element game Can fulfil need psychological 

base students in the form of autonomy , competence 

, and connectedness , so that encouragement 

motivation essential in the learning (Deci & Ryan, 

1985; Ryan & Deci, 2000). Meanwhile that , TAM 

is used For explain reception students to tool Digital 

gamification through two constructs main , namely 

perception comfort use and perception uses , as 

applied to the context non- accounting students who 

take eye learn accountancy Introduction (Wan Tahir 

& Mohd Noor, 2025). 

Use of two frameworks This in a certain 

way simultaneously show That effectiveness 

gamification NO solely depending on the elements 

motivation , but also on factors reception technology 

, in particular When gamification implemented 

through digital platforms. A study by Mekler, 

Brühlmann , Opwis , and Tuch (2013) also remind 

That element like points , levels, and boards ranking 

NO in a certain way automatic increase motivation 

intrinsic , and under certain conditions Certain 

appropriately Can shift motivation students become 

oriented present outside solely . 

 

3.3 Forms Gamification in the Learning 

Accountancy Introduction 

Based on synthesis literature , form applied 

gamification in the learning accountancy 
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introduction Can grouped to in the four category 

Main . First , the game . board or card physics that 

simulates transactions and cycles accounting , such 

as themed board games designed accounting For 

introduce mechanism recording in pairs to students 

beginners (Nitkin, 2011). Second , quiz interactive 

based on competition , good in offline format such 

as quiz quiz show style television For topic 

accountancy government (Murphy, 2005), or online 

through application like Kahoot! and Quizizz that 

make this possible. bait return instant and element 

competitive multiplayer (Zhao, 2019). 

Third , simulation integrated business and 

business games stunning decision accounting and 

finance in the scenario company simulation , such as 

game cost designed production For eye learn 

accountancy costs ( Hoffjan , 2005) and comparison 

of video games with simulation conventional in the 

learning accounting ( Carenys , Moya, &Perramon , 

2017). Fourth , gamified mobile learning 

applications that combine element game with 

system management learning , such as game - based 

mobile learning models designed use BOPPPS 

approach to evaluate results Study accountancy 

students (Kao, Yuan, & Wang, 2023). 

Fourth category That show variation level 

complexity gamification , start from addition 

element simple like points and badges on activities 

classes that have been there is , until development 

system game complete design special For objective 

learning accountancy Certain . 

 

3.4 Impact to Motivation and Engagement Student 

Majority reviewed studies report impact 

positive gamification to motivation and engagement 

students in the learning Accounting . Survey to 

participating students class accountancy gamified 

find improvement level motivation significant 

learning compared with method conventional 

(Jamaluddin et al., 2020). Experimental studies in 

the context of area Bay follow find That use element 

games in class accountancy increase involvement 

students in class , with relative increase Again very 

student -centered Woman compared with men . 

Meanwhile That is , the application of Kahoot! in 

the classroom. accountancy Finance at the university 

level shows correlation positive and significant 

between score games and values official students , 

showing relatedness between involvement through 

games and dynamics class in a certain way overall . 

Although Are you in or not throughout 

studies report Consistent results . Mixed studies in 

the classroom. accountancy applicable introduction 

system find digital badges That motivation students 

NO changed important during period five- week 

intervention , although part students report 

experience positive related confession on business 

Study They . Some other students actually evaluate 

badge That NO own sign plus method towards the 

learning process They . Findings mixture This 

strengthen see That impact motivation gamification 

natural depends on context and preference . 

individual students , as also underlined in the Study 

element design game generic (Mekler et al., 2013). 

 

3.5 Impact on Learning Outcomes and Academic 

Achievement 

Related results studies , a number of 

studies quasi-experimental report That students who 

study draft accountancy introduction through game 

Are you serious get score further post- test tall 

compared with study groups through method 

studying conventional ( Almuntsr et al., 2024). 

Gamified mobile learning models The BOPPPS 

framework has also been proven increase 

effectiveness teaching and satisfaction users , with 

quality information and services system influential 

positive to Meaning usage and engagement Study 

students (Kao, Yuan, & Wang, 2023). 

However thus , the evidence about impact 

gamification to performance academic provision 

long Still show mixed results . Some review 

emphasize That improvement sign exam or ability 

solution problem NO always consistent between 

studies , so that success Gamification relies heavily 

on rigor. design and alignment with performance 

Established learning . A comparison between video 

games and simulations. conventional in learning 

Accounting also shows that video games are more 

superior from side motivation and attributes 

experience learn , but NO always superior in a 

certain way important from side results Study 

compared with simulation ( Carenys , Moya, 

&Perramon , 2017). 

 

3.6 Challenges and Limitations Implementation 

A number of challenge implementation 

gamification in the learning accountancy identified 

from Reviewing the literature . First , its limitations 

. time and load Work educator in the designing 

activity Harmoniously gamified with performance 

learning , remembering bad design ripe risky shift 

focus students from objective learning become only 

chase element entertainment or competition ( 

Almuntsr et al., 2024). Second , lack incentives and 

training For educator For take tool gamification new 

, though availability technology and financing in 

many institution Of course NO Again become 

limitation main .Third , limitations amount game or 

device designed gamification special For eye learn 

accountancy level bachelor compared with field 

business other related with perception That 
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accountancy Again is skills technical compared to 

an integral part of the decision-making process 

decision managerial . Fourth , diversity 

characteristics students , including gender and 

background differences behind academic previously 

, too influence perception and level involvement to 

activity turned into a game , so uniform design For 

throughout students risky less than optimal for part 

group . 

 

3.7 Synthesis Findings and Implications For 

Practice Teaching 

In a certain way overall , synthesis 

literature show That gamification own potential real 

For increase motivation and engagement students in 

the learning accountancy introduction , with support 

strong theory from Self-Determination Theory and 

Technology Acceptance Model. However , the 

impact to results Study academic provision long Not 

yet fully consistent , so that generalization success 

gamification need Finished in a certain way Be 

careful . Implications practical For educator 

accountancy cover importance designing element 

harmonious play with performance learning specific 

, considering diversity characteristics students in the 

design activities , as well as provide training and 

support institutional For educators who want to take 

approach This . 

 

IV. CONCLUSION AND SUGGESTIONS 
Review literature systematic This conclude 

That gamification own implemented in the learning 

accounting , including at the level introduction , 

through many kinds of form beginning from game 

board simple , interactive digital quiz , simulation 

business , up to Mobile learning apps that use 

gamification . Available empirical evidence . in a 

certain way general show impact positive 

gamification to motivation and engagement students 

, although the impact to results Study academic 

provision long Still show mixed results between 

these studies . Self-Determination Theory and 

Technology Acceptance Model were identified. as 

framework theoretical dominantly used For explain 

mechanism motivation and acceptance the 

technology behind it effectiveness gamification . 

Based on findings research words 

upcoming recommended to : (1) do studies test with 

longitudinal design to test impact gamification to 

storage knowledge accountancy in the provision 

length ; (2) develop and test guide design 

gamification which is special customized with 

characteristics eye learn accountancy Introduction , 

including the topic that conceptual abstract like 

equality accounting and adjustments bookkeeping ; 

(3) expansion study in context education high in 

developing countries , including Indonesia, 

considering part big proof reviewed empirically 

came from from institutions in developed countries ; 

and (4) exploring interaction between characteristics 

individual students , such as gender and background 

behind academic , with effectiveness many kinds of 

element Gamification . With Thus , its 

implementation gamification in the learning 

accountancy introduction Can designed in a certain 

way Again based on evidence and adjusted with 

need specific context learning . 
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