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Evaluation of the use of role play in financial accounting 
Evaluación del uso de juego de rol en contabilidad financiera 
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Abstract  
The role play is presented in Higher Education as an alternative that fosters constructive learning, 
cooperation among equals and motivation for learning. In this study, we set ourselves the objective of 
determining the effects of the application of a role play in the subject of Financial Accounting in the 
Tourism Degree.  According to the analysis, we can conclude that the role-playing game brings benefits 
for the students in relation to satisfaction and academic achievement. 
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Resumen  
El juego de rol se presenta, en Educación Superior, como una alternativa favorecedora del aprendizaje 
constructivo, la cooperación entre iguales y la motivación por el aprendizaje. En este estudio nos 
planteamos como objetivo determinar los efectos de la aplicación de un juego de rol en la asignatura 
de Contabilidad Financiera del Grado de Turismo. De acuerdo con el análisis, concluimos que la 
aplicación del juego de rol conlleva beneficios para el alumnado en relación con su satisfacción y 
rendimiento académico.  
Palabras clave: educación superior, métodos de enseñanza, aprendizaje activo, role play. 

1. Introduction

In a society framed by globalization and the impact of new technologies, the notion of a new self-entrepreneur, 
critical, communicative, versatile, developer-of-skills-and-values citizen and professional acquires importance. 

From the convergence in the European Higher Education Area (EHEA) in order to achieve effective learning 
adapted to the characteristics of the new social order, critical, creative and autonomous training is emphasized. 
This directly implies a change in the relationship between teacher and student in the teaching-learning process. 
It is understood that the way of learning is through a constant personal search, where the mere transmission of 
knowledge no longer has a place, but rather learning by doing, experimenting, in continuous harmony with life, 
providing students with all the working mechanisms that bring them closer to the interpretation, creation and 
management of knowledge (Inda et al., 2008). This objective is emphasized with the presence of information and 
communication technologies and the virtual-net generation, which has changed the traditional way of 
understanding the acquisition of knowledge (Prensky, 2001).  
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In this sense, there is an agreement (Marcelo et al., 2015) that the most appropriate didactic methodologies and, 
therefore, towards which the EHEA should converge, should be based on simulations as close as possible to 
reality, in which the student acquires an active role. Hence, games are the ideal environment for learning: they 
allow learning from mistakes, stimulate critical thinking and provide students with a sense of control over their 
learning (Kapp, 2012). Game-based learning facilitates the acquisition of competencies and skills such as 
collaboration, the interpretation of what happens around, the solving of problems or communication, which in 
short is a staging close to real-life (Johnson et al., 2014).  

In higher education, the use of simulation games, around which we articulate our research, is still relatively new. 
However, there are recent empirical studies that show its suitability (Barrera et al., 2020; Kalleci & Aksoy, 2020; 
Moreno-Guerrero et al., 2020; Oberle et al., 2020), some of them linked to the field of economics and business 
(Normando et al., 2020; Thanasi-Boçe, 2020). Despite this, in the Spanish case and from the perspective of 
management or analytical accounting, we only have the studies of Escobar and Lobo (2005) and Calador et al. 
(2018) who, despite their temporal distance, agree that role play encourages teamwork, leadership, creativity, 
as well as some interpersonal and systemic competencies. However, if studies from the perspective of 
management accounting are scarce, they are even scarcer from financial accounting where we only found one 
study (Ros & Conesa, 2013) that confirms that role play is useful for the acquisition of both general and specific 
competencies and all the more, the more participatory and closer to reality the adopted methodology is.  

Therefore, it is necessary to know a greater volume of experiences that confirms the theoretical hypotheses 
about the properties of the game, its characteristics, or its effectiveness on learning outcomes (Clark et al., 2016). 

Hence, the aim of this work: to delimit the implications of the application of a role play in the subject of Financial 
Accounting in the Tourism Degree, in relation to the academic achievement of the students and their satisfaction 
with the teaching methodology.  

Before describing the empirical research developed, and to interpret the results, we made a synthesis of the 
previous literature.  

The new educational objectives are today in accordance with the constructivist paradigm in its sociocultural 
aspect (Yatnitsky et al., 2016) and, above all, with Bruner's discovery-based learning (Bruner, 1969). We are 
dealing, in essence, with active learning methods, where learning is significant as it occurs in interaction with the 
space and the rest of the subjects in situations of active and realistic participation, from whose experience their 
knowledge and comprehensive personal development are reformulated and built.  What is important is how, in 
real learning situations, students are significantly, cognitively and emotionally involved with the rest to carry out 
the task, generating and acquiring new knowledge in an active process of analysis, reflection and discussion 
(Johnson et al., 2013).  This is in line with the idea of cooperative learning, since cooperation implies an exercise 
in behavioural, attitudinal and cognitive commitment to achieve the goal as a group (Johnson & Johnson, 2018). 

Analysis, reflection, understanding, initiative, creativity and autonomy skills are developed through a 
constructive controversy produced by the exchange of ideas and participation among the subjects. Also, social 
values such as tolerance, empathy or respect (Abella & Grande, 2010). In turn, the effects of social interaction 
itself generate a positive, emotional and cognitive interdependence, since the benefit depends on the work of 
the rest and conversely, on mutual rewards, under the development of personal responsibility and autonomy, 
as well as group processing capacity. All these skills are necessary for the current socio-professional environment, 
which are built by discovering and transforming cognitive structures in participatory experiential situations 
(Johnson et al., 2014). 

As defined by Schützenberger (1979), the objective of role play is to learn and learn to learn, with effects on an 
emotional, cognitive and holistic level. Motivation is one of the most significant perspectives because it 
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stimulates the individuals to reflect (Ferrer et al., 2020) and, the use of role play in the teaching process increases 
intrinsic motivation in students (Wouters et al., 2013). Indeed, in role play, as the individuals participate in 
simulated contexts of real situations, learning by doing, they feel involved in decision-making throughout their 
experiential learning, the result of which is the formation of the subject to individual and social scale (Marcelo 
et al., 2015). Learning in problem solving, in real situations, within an environment of reciprocity, cooperation 
and respect, trains individuals in the following: affective-emotional-relational (relationships-interactions to live 
and work with others), cognitive (analyse, abstract, organize, manage and use of information to build new 
knowledge according to a specific environment) and professional (planning, prediction, creativity, adaptability, 
etc.) competencies (Ortiz, 2015). With this pedagogical approach, not only knowledge is learned and built, but 
also attitudes and competencies are moulded to apply the instruments in the situational context, in addition to 
improving social and team skills and interactions (Muñoz & Huser, 2008). Furthermore, experiential learning in 
simulated situations of the professional world favours the preparation for the socio-labour insertion, improves 
the formative transition to the socio-professional life, turning education into the preparatory path for the labour 
market, for the improvement of employability (Niemeyer, 2004).  

In this way, recreating situations related to the real world increases motivation for discipline, learning in 
interaction with the rest of the members, assuming the commitment and responsibility for success and failure 
(De Urbina et al., 2010; Morales and Villa, 2019). This socialisation, which entails joint decision-making with the 
previous step of what the decisive discovery implies, internalises what has been learned through the 
development of personal freedom and autonomy within teamwork. Therefore, it is not possible to confuse the 
simulation game or role play with gamification, because whereas in the former the purpose is learning, the latter 
focuses on the incentive of behaviours through the playful technique of the game (Urquidi & Calabor, 2014); the 
priority is to create a predisposition towards meaningful learning that interprets reality, develops instrumental 
capacities and configures values such as responsibility, commitment and self-esteem (Abella & Grande, 2010).  

With this technique, the role of the teacher changes. It focuses on the design of the game instructions and the 
learning situation to be simulated, provides all the information and defines the tasks to be carried out, to develop 
the proposed competence objective (Zumaquero, 2018). Indeed, apart from mastering a discipline, they must 
have the ability to create active learning environments, based on problems, that enhance the interest, 
autonomous, inventive and creative capacity of students (Santiago & Fonseca, 2016). The teacher must reinforce 
the work of constructive discussion, problem solving in a shared space, to reach the convergence of ideas, in an 
environment of freedom, dialogue and respect (McCrudden et al., 2010). And, with all this, teacher perform 
competencies that enhance the horizontal and two-way relationship with the students in concrete and real 
learning situations, in the socio-constructivist sense, against the traditional and authoritarian vision of the 
teacher: relationships of respect, empathy, and understanding and attention to students are established, based 
on fair exchanges and mutual benefits and responsibilities (Cerdá & Ramírez, 2010; Galvis, 2007).   

To apply the simulation games to the subject of Accounting in the Tourism Degree, this approach is adapted to 
the competency objectives of the tourism sector: professional profiles based on the training of managers and 
business leaders, responsibility, decision-making, resolution of problems, cooperation, autonomy, creativity or 
leadership as well as in the participation of various economic and social activities that require different training 
and professional competencies around tourism in a multidisciplinary and cross-functional manner (Agencia 
Nacional de Evaluación de la Calidad y Acreditación, 2004). As established by the definition of Hacer (1960), 
which relates the role play to the exercise to be carried out in a company, they are simplified mathematical 
abstractions of a simulated situation and linked to the business environment that allow, individually or in groups, 
to run a company, making decisions about the operations to be developed.  



 

36 

The purpose of the accounting subject is to achieve the effectiveness of the exercise of learning to learn to apply 
it to the professional world: to promote attitudes of analysis, reflection, understanding, organization, 
information planning, through open group discussion, to intervene in the problem solving, using communication, 
interaction and teamwork strategies with a constructive criticism.  Indeed, role playing, applied to this 
educational context, prepares these competencies, recreating business situations, capable of developing 
adaptation to new and future situations for the purpose of socio-professional improvement and effectiveness, 
typical of the degree (Marcelo et al., 2015). As the work of Escobar and Lobo (2005) well explains, applying the 
role play or simulation to hotel management, in the subject of Management Accounting in Higher Education, this 
technique favours the interrelation of the acquired knowledge and decision-making capacities, communication 
and teamwork through the development of: instrumental skills, combining cognitive and methodological skills; 
individual interpersonal skills, collaboration in common goals, and social skills, as a team; and systemic 
competencies, linking understanding, sensitivity and knowledge (Mora et al., 2018). That is, to be trained in 
experiential experience, through a sense of belonging to improve opportunities for training and work 
socialisation. Thus, the hypothesis used in this work coincides with these studies: role-playing increases the 
motivation of students for the Accounting subject in the Tourism Degree and improves their training and 
professional skills. Hence, the objective is to compare the results produced in learning in students exposed and 
not exposed to the pedagogical technique and to characterise the perception of satisfaction of the students who 
used constructive and cooperative learning, through the simulation of the closest situations to the socio-
professional reality. 

In the same vein, we specify the general objective of the investigation and its specific objectives as follows: 

G.O.1: To determine the effects of the application of a role play in the Financial Accounting subject in the Tourism 
Degree.  

S.O.1.: To describe the degree of satisfaction with the application of the role-playing game, comparing the 
different groups according to age and gender.  

S.O.2.: To compare the academic achievement of students belonging to groups where the role-playing method 
has been implemented and groups where traditional methodological strategies have been used.   

2. Methodology  

2.1. Description of the subject and the participants 

The participants in the research were 107 students enrolled in the Accounting subject of the second year of 
Tourism in the 2019/20 academic year, divided into an experimental group (n = 29) and a control group (n = 78). 
According to the data collected, our sample is made up of 29.99% men and 70.01% women, which is in line with 
the usual enrolment of this degree where there is one man for every three women. Regarding age and in 
accordance to the subsequent analysis, they are divided into four groups as follows: E1, Students aged less than 
or equal to 20 years (41.17%); E2, Students aged 21-22 years (23.52%); E3, Students aged 23-24 years (5.89%); 
and E4, Students aged 25 and over (29.42%).  

Regarding the subject, it is a compulsory semester subject that has a workload for the student equivalent to 6  
ECTS (European Credits Transfer and Accumulation Systems) credits spread over 40 hours of theoretical class 
and 20 hours of practice.   

A professional graduated in Tourism usually occupies management positions in companies or organisations 
related to the tourism sector, so they usually must make decisions based on accounting information. For this 
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reason, the objective of the course is for students to master accounting terminology and learn about the process 
of capturing, valuing and recording the financial information of companies.  

The accounting information issued by companies is prepared, synthesized, standardized, systematized and 
transmitted through Financial Accounting which, supported by other disciplines, allows showing to the various 
economic agents a minimum common denominator with useful information for decision-making (García, 2009). 
That is why in this subject the basic knowledge of Accounting is taught, its fundamental objective being the 
theoretical-practical learning of Financial Accounting, which enables the student to understand, prepare and 
transmit accounting information oriented to the taking of management decisions in companies.  

The teaching guide for the subject establishes the competencies to be acquired by the students, among which 
we highlight the ability to "analyse, synthesize and account for the economic and patrimonial information of 
organizations." Those students can know and understand the language of business.  In this sense, learning to 
prepare in a synthesized, homogenized and systematized way the financial information of the company will allow 
the graduate in Tourism to reach the specific competencies and will contribute to the development of reflective, 
scientific and social skills.   

2.2. Design of the research
For the development of the experience, a quasi-experimental randomized controlled design was used (Table 1), 
with the random distribution of the students between the control and experimental groups, respecting the 
nature of the groups. Subsequently, the group of students who were going to carry out the experience formed 
pairs on a voluntary basis.  

Table 1 
Distribution of the experience by groups 

Group n Pretest Treatment Posttest 
Control 78 O1 O2

Experimental 29 O1 X O2 
Source: Prepared by authors 

Under this design, the treatment -in this case, the teaching method- that was applied to the experimental group 
was role-playing during four weeks of the course (it was necessary to have extensive knowledge of the subject 
in order to be able to carry it out), keeping the traditionally used methodology in the control group. That is, the 
control group developed the activity as a traditional accounting assumption in which, through a text, different 
economic facts were enunciated. For the specific work on the content, all the students in the control group were 
given a transcript of a commercial invoice: the same one that was physically delivered to the experimental group. 
In the text, the usual commercial traffic operations in companies in the tourism sector were described and it was 
necessary, with the knowledge acquired by the individual, to assess and account for the facts described.   

On the other hand, the role play consisted of recreating the same economic facts, presented by means of the 
same merchandise purchase-sale invoice and its accounting record, but, in the case of the experimental group, 
the economic facts were presented with the commercial document instead of transcribing them.  

Any exchange of merchandise is associated, on the one hand, with an agent that makes a purchase, but 
symmetrically, there is an agent who sells. Thus, before an invoice for a purchase from a company, two different 
agents will appear: the buyer, who will enjoy certain rights, but will also acquire certain obligations and, for the 
same economic events, with symmetrical rights and obligations, the seller will appear.   

In a first session, the students were informed of the characteristics to be considered for the game and the roles 
of buyer and seller were distributed on a random basis. Then, the commercial document object of the practice 
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was made available to them: the invoice of a tourist establishment in which twenty-eight commercial events 
appeared to represent accounting: purchase of merchandise, discounts, containers and packaging with the right 
to return, VAT tax, etc.  

The distribution of the accounting representation of the different economic events between the teams was again 
randomised for each of the two roles. In other words, all the pairs that in the first draw had drawn "B" (buyer 
role) now had to draw, from another ballot box, a new ballot that would designate the number of the economic 
events that they would have to represent in accounting terms. There were fourteen ballots in ballot box "B" and 
each ballot had two correlative numbers that referred to the line of the invoice. Thus, for example, the ballot 
containing (1-2) referred to economic events one and two of the invoice. The total number of ballot papers 
contained in the ballot box was (1-2); (3-4); (5-6); (7-8); (9-10); (11-12); (13-14); (15-16); (17-18); (19-20); (21-22) 
(23-24); (25-26) (27-28).  

There was also a "S" ballot box containing exactly the same ballots distributing the same economic facts, but in 
this case, for the teams that were to represent the role of the seller.  

Each team representative of the "buyer" role would take a ballot paper from its "S" ballot box and the same, but 
from its corresponding ballot box, for the pair representatives of the "seller" role. In this way, each team had to 
represent two economic facts in accounting terms, and each economic fact was to be represented from its two 
accounting aspects.  

On this way, students, individually and independently, had to try to record all the operations described in the 
published commercial document.  While they were making the accounting entries of the different economic 
events, the groups could not be related to each other and they were supervised by the teacher. Subsequently, 
each group publicly presented the accounting records of each of the economic events that they had to represent 
and discussed with the rest of the students, the reasons why an event had been recorded in one way or another. 

On the contrary, the control group had received a statement in which the same economic facts of the invoice 
were described, but without the actual commercial document. In this case, although it was also necessary to 
represent the events described from the perspective of the buyer and seller for accounting purposes, each 
student had to do so individually.    

2.3. Instruments and procedure
The collection of information has been carried out through two information collection instruments, securing 
confidentiality and the informed consent of participants. These instruments are associated respectively to each 
of the specific research objectives set.  

In relation to the first objective, to know the degree of satisfaction of the students with the teaching experience, 
a validated questionnaire was used, applied exclusively to the experimental group. Participants answered 
voluntary and they knew that results could be used in publications related to didactical methodology. 

The questionnaire consists of two thematic blocks. The first of them refers to the socio-demographic data of the 
participating students: Gender (Male / Female) and age, under the four groupings described in the participants 
section (E1, E2, E3 and E4).   

The second section or block consists of 22 items to study the degree of satisfaction of the students with the 
experience, based on the Likert scale of 1 to 5, where 1 is totally in disagreement and 5 is totally in agreement.   

The items are grouped into four dimensions, according to the analysis carried out to determine the construct of 
the instrument, defining the construct "Student satisfaction (S)". For this, an analysis of main components has 
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been performed, with the aim of  reducing the number of independent factors that may have explanatory power 
in the degree of student satisfaction and that, at the same time, collect all the available information (Bollen, 
1989; Jolliffe, 2002).  Thus, through factor analysis of the 22 items of the questionnaire and the orthogonal 
rotation of the correlation matrix, the independent variables can be grouped into four factors that explain four 
characteristics to describe the degree of student satisfaction. Factor extraction was performed following the 
Kaiser-Guttman rule by which those factors that showed eigenvalues greater than 1 in the rotated matrix were 
chosen. With the 4 new factors, 82.96% of the original data grouped together are explained (Table 2).  

Table 2 
Total variance explained 

Component 
Initial eigenvalues 

Total % variance % accumulated 
1 (Situated Learning) (SiL) 13.161 59.821 59.821 

2 (Self-learning) (SeL) 2.330 10.593 70.413 
3 (Didactic Strategies) (DS) 1.676 7.618 78.032 
4 (Vocational Training) (VT) 1.085 4.930 82.962 

Source: Prepared by authors 

Each factor can be understood as a new variable obtained by combining the original variables in a certain way 
and is expressed as follows:  

 

Where  

j = Component. In our case j = (1...,4). 

Xj = Value taken by each observation in component j 

Ɵkj = Coefficient of variable k in component j 

Zkj= Value taken by each observation in component k 

Each Ɵkj coefficient is obtained from the principal component analysis carried out applying the statistical 
program SPSS26, where the linear combination is normalized since it is satisfied that:  

 

For each of the factors, its internal consistency or reliability has been verified by means of an α-Cronbach greater 
than 0.60 and its construct validity, since all the factors fulfil the Bartlett's sphericity assumption (p <0.05): the 
degree of correlation of the variables is very high and, therefore, it meets the condition of applying factor analysis 
and the Kaiser-Meyer-Oklin index (KMO) greater than 0.50 (Table 2) 

In relation to the second specific research objective, and acting as a pre-test and post-test instrument, a written 
and objective test-type evaluation test has been used. This test is made up of twenty questions, with four 
possible options and only one correct, whose grade is based on a proportion of three wrongly answered 
questions shall subtract one correctly answered. The score for each exercise ranged from zero to ten, where five 
was the minimum passing score, with each item contributing an equal percentage to the configuration of the 
final grade. The contents and the evaluation method in pretest and post-test are identical, varying the 

Xj = Ɵ1jZ1j + · · · + ƟkjZkj 

=1 
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formulation of the items between them to avoid the response by repetition / memory, but maintaining the scale 
proposed in the pretest to allow the comparison of results. Specifically, the skills measured as part of the 
"Academic Achievement (AA)" have been the economic valuation and accounting representation of the 
economic facts that are described in relation to the skills related to the purchase of merchandise, discounts, 
containers and packaging with right to refund and VAT tax, among others of a similar nature; coinciding with 
assumptions similar to those described in the role play. That is, valuation and accounting representation of 
commercial traffic operations since Accounting in the Tourism Degree is an introductory subject, its content is 
basically limited to this type of operations.  

2.4. Information analysis: variables and analytical procedures
2.4.1. Hypothesis testing, ANOVA and Regression 

In relation to the first specific objective and the construct "Student satisfaction (S)", its four factors obtained 
through factor analysis (SiL, SeL, DS and VT) have been analysed by means of a bilateral hypothesis test and with 
a confidence interval of 95%. Through the F statistic and the p-value in the Anova test, we have verified whether 
there have been significant differences in the degree of satisfaction of the students between sexes and age 
groups, having previously verified that they complied with the normality and homogeneity of the variances using 
a Levene statistic with a (sig> 0.05) for all factors or components. In addition, we try to know the contribution of 
each factor on student satisfaction, using a dependency model based on Multiple Linear Regressions (MLR), 
where the dependent variable is Satisfaction (Si) and the independent variables are the explanatory factors of 
the degree of satisfaction.  

Thus, the RLM model was defined by equation (1) 

Where:  

Si is the degree of satisfaction of each student 

α is a constant and Ɛ is the random disturbance. 

Each β represents the relative weight that each of the factors has in explaining the degree of student satisfaction 
with the experience with a 95% confidence interval (Pérez and Santín 2008), with α being a constant.  

The method used to approximate the model (RLM) was the "stepwise backward" method. In this method, all the 
variables are introduced into the equation and then they are excluded one after the other as long as they satisfy 
the elimination criterion based on the low partial correlation with the dependent variable. The model was 
developed using SPSS26, after verifying that, on the one hand, the hypotheses of normality of the error term and 
linearity of the response variable were fulfilled compared to the predictive ones, and that, on the other hand, 
the model offered high power explanatory represented by an “R-square” and “corrected R-box” of 0.56 and a 
Durbin-Watson statistic of 2.41 that indicates that the residuals are independent. From the adjustment of the 
linear regression we have been able to approximate which are the factors that have the greatest incidence on 
the degree of satisfaction of each student.  

2.4.2. General Linear Model 
For the analysis of quantitative data: “Academic Achievement (AA)” was used an Anova analysis of variance 
model with repeated means (MR-ANOVA) with a 95% confidence interval, as it is the most appropriate method 
to study the effect of one or more factors when at least one of them is an intra-subject factor (Lindquist 1953). 
In our specific case, we used repeated measures for two factors (an intra factor and an inter factor). The grades 

Si=α+β1ASij+ β2AAij+ β3EDij+ β4FPij+Ɛ  (1)
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of the students taken before and after performing the role play is the within-subject factor because all the 
subjects of the experience were exposed to both evaluation tests and the type of group (role or non-role) is the 
between-subject factor because they are groups of subjects who have received different experiences.   

By means of the Box test, the homogeneity of the variances between the groups (Sig = 0.65) was verified and, 
having only one within factor and another between, it was not necessary to consider the test of independence 
of the observations or Mauchly's sphericity.  

Through the F statistic and the p-value in the multivariate test, it was possible to compare if there was a 
difference in the means of the pre and post activity scores and if the interaction with the control group had an 
effect. From the within-subjects contrast test, the existence of inter-relationship between groups can be verified: 
the teaching experience had influenced the students' qualifications.  

3. Results

In the following, we describe the results taking the specific delimited objectives as an axis. 

3.1. Students’ satisfaction level 
On the one hand, paying attention to the descriptive analysis of the variable "Student satisfaction (S)" (Table 3), 
it can be observed that, on average, the student body is satisfied or quite satisfied with the contribution of the 
role play for each one of the established dimensions, highlighting in a special way the scores obtained for the 
factor “Didactic strategies (DS)”, above 4, in both sexes and in three of the four age groups. Therefore, the 
evaluation of the aspects that have to do with its consideration as a didactic strategy is influenced (close 
relationship with the teacher, complementarity with other methods, etc.). On the other hand, the factor with 
the lowest means is that of “Self-learning (SeL)”, which includes aspects such as ICT competence, reflection and 
evaluation activities, or the application of knowledge to the real professional situation, among others.  Although 
it is not reflected in the table, it is extracted as an implicit result of the internal study of the factors that more 
than 65% of the students consider that the experience has allowed them to put into practice many of their 
acquired knowledge and skills in a way close to reality, which has made it possible to improve the degree of 
knowledge of the commercial operations of the companies in the sector but, above all, of the accounting 
technique (SiL) and more than 85% have seen an activity in the role play useful, which complements other types 
of tools in the learning process of the subject and allows students to develop social skills and collaborative work 
that, perhaps, with other more traditional methodologies, it would be more difficult to put into practice (DS).  

On the other hand, in the comparison between groups, whereas between the different age groups there are no 
great differences in the perception of the students in each factor and, in general, in the level of satisfaction with 
the game, there seem to be differences when the analysis is carried out confronting the student body by gender. 
A priori, everything seems to indicate that, in general, although women have considered the game as a 
satisfactory experience for their learning and acquisition of skills, their perception is lower than that of men, who 
are very satisfied.  
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Table 3 
Description of the questionnaire 

Sexes and age groups 
By sex By age groups 

Man Woman E1 E2 E3 E4 
Mean Stan. 

dev. 
Mean Stan. 

dev. 
Mean Stan. 

dev. 
Mean Stan. 

dev. 
Mean Stan. 

dev. 
Mean Stan. 

dev. 
SiL 4.35 0.240 3.47 0.936 3.84 0.519 4.16 0.344 4.75 . 3.03 1.254 
SeL 3.96 0.139 3.15 1.062 3.50 0.714 3.25 1.236 4.00 . 3.23 1.278 
DS 4.44 0.328 4.07 0.850 4.26 0.870 4.40 0.283 4.60 . 3.80 0.860 
VT 4.20 0.505 3.22 0.783 3.62 1.026 3.58 0.739 3.67 3.27 0.830 
S 4.00 0.70 3 0.85 3.29 0.75 3.25 0.50 3 . 3.40 1.51 

Source: Prepared by authors 

Table 4 shows the results of the Anova analysis by which we verify whether the mean of each main component 
and of the dependent variable "Student satisfaction (S)" significantly differ, or not, between men and women 
and between students of the four age groups. We have rejected the null hypothesis of equality of means with a 
95% confidence interval in all those components that reach a p-value <0.05. In the case of statistically significant 
differences arising from the Anova test for the different age groups, it has been corroborated with the Post Hoc 
analysis of Tukey HDS (Honestly-significant-difference) in which we have compared the value of each variable of 
two groups in two groups to verify if the cases in which the null hypothesis of equality of means has been rejected 
affects all age pairs or only some.  

Table 4 
Hypothesis testing and analysis of variance  

Anova (Between sex and between age groups) 
By sex By age groups 

F Sig F Sig 
Situated Learning (SiL) 4.160 .059 2.315 .124 

Self-learning (SeL) 3.287 .090 .135 .937 
Didactic Strategies (DS) .732 .406 .635 .606 
Vocational Training (VT) 6.296 .024 .176 .911 

Satisfacción (S) 5.294 .036 .049 .985 
Source: Prepared by authors 

Considering the F statistic and the p-value arising from the Anova analysis we can see that there are only 
statistically significant changes when the results are seen between men and women and only for the case of the 
factor that refers to the characteristics of the game related to skills related to vocational training, which also 
leads to significant differences between men and women for “Student satisfaction (S)”, achieved with role 
playing; Although, in general, both men and women positively value the experience lived with role-playing, men 
achieve a higher level of satisfaction than women.  

In order to get to know an explanatory model on the factors that influence the level of satisfaction of the students 
with the experience, a Multiple Linear Regression was developed and Table 5 shows the ability of the main 
components to explain the level of satisfaction that the students have shown by the experience.   
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Table 5 
Weight of the most influential coefficients 

 in the level of satisfaction 

Model (4). 
Coef. Est. 
Beta t Sig. 

Sig of the 
regression 

Square R Adjusted 
Square R 

D-W 

(Constant)  0.287 .777  
0.000 

 
0.588 

 
0.561 

 
2.41 C4_VocationalTraining .767 4.631 .000 

Source: Prepared by authors 

The method used is a regression model that performs a selection of explanatory variables "backwards" 4 
consecutive times: Multiple Linear Regression Model 4 (RLM4). At the end of the variable selection process, those 
variables that maintained a significance level greater than 0.05 were excluded as explanatory factors of the level 
of satisfaction; that is, Situated Learning (C1), Self-Learning (C2) and Didactic Strategies (C3). On the contrary, 
Vocational Training (C4) shows a high influence capacity (Sig <0.05).  The "Regression Model 4" is the one that 
best shows the evolution of the level of student satisfaction, since it can explain 58.8% of the variability of 
satisfaction, in addition, it is the most consistent as it offers a significance of the regression of zero. 

Mathematically it is defined as follows (2):  

 

and substituting the values of β in (2) we would have (3) 

 

From which it follows that the level of student satisfaction (S) is positively influenced by the variables grouped in 
the factor “Vocational Training (VT)”. In other words, the greater the perception of the students that role-playing 
has allowed them to improve their ability to express and synthesize the economic and financial information of 
companies, as well as that with experience they have been able to apply their knowledge to the real professional 
world, the higher their level of satisfaction with the game. An increase of one percentage unit in the perception 
that students have about their Vocational Training process will lead to an increase of 0.767 points in the level of 
satisfaction with the game.  

3.2. Influence of role-playing on academic achievement  
For the analysis of "Academic achievement (AA)", we consider the results obtained by the students, both the 
control group and the experimental group, in the application of the pretest and post-test. The descriptive results 
of the evaluation are presented in Table 6. 

Table 6 
Description of the evaluation results 

 before and after the role play 
 Group Mean Deviation N 

Pretest Control 2.01 2.063 78 
Experimental 2.89 2.484 29 

Total 2.25 2.208 107 
Post-test Control 1.70 2.202 78 

Experimental 3.37 2.563 29 
Total 2.15 2.411 107 

Source: Prepared by authors 

Si=α+β4FPij+Ɛ    (2)  

Si= α+0,767FPij+Ɛ    (3) 
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A priori, it can be observed that the evaluation results of the students who did not perform the role play do not 
differ between before and after the activity. But, in the case of the group that performed the role play, after the 
experience, it showed results that, although on average it did not reach the minimum passing level (5), they were 
better than the results they had obtained in the pretest, but, above all, they were better than those obtained by 
their classmates who did not perform the role play. This could be confirmed with the mixed Within-Between 
inviduals analysis, the results of which are summarized in Table 7. 

Table 7 
Univariate analysis Anova  
Between-Within individuals 

Origin Sum of 
Squares 

gl F Sig (p) Eta partial 
square (η2) 

Power 

Within .298 1 .208 .649 .002 .074 
Within*Between 6.506 1 4.546 0.03 .042 .561 
Within error 150.258 105 
Between 69.106 1 7.994 0.006 .071 .80 

Between error 907.694 105 
Source: Prepared by authors 

Table 7 collects the information necessary to contrast the null hypothesis that there have been no differences in 
the results of the two groups before and after the role play. Based on the critical levels (Sig <0.05) and the F 
statistic, we reject the null hypothesis.  There are statistically significant differences in the results of the students 
of the control group and the experimental group, according to the influence of the role play developed.  

4. Discussion and conclusions

Returning to the general objective of the research, to determine the effects of the application of a role-playing 
game in the subject of Financial Accounting in the Degree in Tourism, and in accordance with the specific 
objectives defined around student satisfaction and academic achievement, we can make some appreciations 
that are of interest.  

In the first place, in relation to the analysis of the satisfaction of the experimental group with respect to the role 
play proposal, we can state that, in general terms, the participants are satisfied or quite satisfied with the 
proposal, with results above the media in its consideration as a didactic strategy. These results are presented in 
line with previous studies that indicate better scores in the variables related to motivation, creativity, or 
collaboration (Moreno-Guerrero et al., 2020). In the analysis of the same variable, differences are shown 
between the groups according to sex, with the perception of satisfaction being higher in men than in women in 
general terms, although the differences are only statistically significant in the case of the dimension associated 
with vocational training. 

Precisely, once the regression was carried out for the constituent dimensions of “Student satisfaction (S)”, 
“Vocational Training (VT)” is presented as the most influential factor in the degree of satisfaction of the 
participants. The idea of evaluating a strategy according to its degree of application to work practice is not new; 
In fact, empirical studies, carried out in contexts similar to that of this research, present evidence of the 
contribution of role play to the business environment, observing that 100% of students consider role play as a 
useful tool for effective entrepreneurship and business practice associated with the labour market (Normando 
et al., 2020).  



45 

Second, an improvement is observed in the academic achievement of those students who have worked on the 
content from the role play. Thus, the results of the students in the control group and the experimental group 
show statistically significant differences. In this regard, and despite the scarcity of studies, approaches in relation 
to marketing (Thanasi-Boçe, 2020) or accounting practices (Ros & Conesa, 2013), not to mention academic 
achievement, have provided evidence in relation to the improvement of business skills and with general and 
specific skills in the accounting area.  

In conclusion, the results of the study could be synthesized in a positive contribution of the application of the 
role play to the Accounting subject, both from the point of view of the students' perception and their level of 
satisfaction, and from the perspective of academic achievement; in line with the benefits that role-playing has 
presented in other areas of research and for solving social problems. 

The application of this study has been carried out with a single experimental group and a control group. 
Considering the singularities of any group of students, and the individual and academic course factors that may 
condition the results, it is of interest to expand the research participants, considering the application of the 
instruments in different university contexts. In the same vein, a more analytical study could be carried out in 
relation to academic achievement, attending to comparisons according to the specific skills involved in 
achievement. Likewise, a study of correlations between the level of satisfaction and achievement, which are not 
the object of work, could be of interest.  
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