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OPSOMMING

Sleutelwoorde: eksperimentele leer; inligtingstegnologie; rekeningkundige onderwys;
opvoedkundige speletjie; ouditkunde onderwys

Oudit, as 'n sub-vak van die rekeningkunde-dissipline, is inherent 'n moeilike vak om te
leer en te onderrig. Die tradisionele onderrig van oudit en rekeningkunde is die bron van
talle uitdagings, probleme en kritiek. Oudit dosente het dus ’'n verantwoordelikheid om
metodes of hulpmiddele te ondersoek wat dosente kan help om hierdie uitdagings,
probleme en kritiek die hoof te bied ten einde toekomstige ouditeurs op te lei wat die
nodige kennis, begrip en vaardighede het om doeltreffend in die werkplek te funksioneer.
Die primére doelstelling van hierdie studie was dus om te evalueer of die leer- en
onderrigprobleme wat ervaar word doeltreffend aangepak kan word deur die gebruik van
'n opvoedkundige inligtingstegnologiegebaseerde speletjie, wat met verloop van en op
grond van hierdie studie ontwikkel is. Die persepsies van derdejaar oudit studente aan
Noordwes-Universiteit rakende die gebruik van hierdie speletjie as 'n opvoedkundige
hulpmiddel in die onderrig van oudit is aan die hand van 'n vraelys getoets, wat ook as
deel van hierdie studie ontwikkel is. Die deelnemers is in 'n eksperimentele en ’'n
kontrolegroep verdeel. Die eksperimentele groep het die opvoedkundige rekenaarspeletjie
gespeel, terwyl die kontrolegroep die gevallestudievraag voltooi het op grond waarvan die
opvoedkundige speletjie ontwikkel is. Die studente het daarna dieselfde vraelys voltooi.
Die vernaamste bevindinge van die studie was dat die opvoedkundige rekenaarspeletjie
van gelyke opvoedkundige waarde as die gevallestudiemetode was, terwyl faktore soos
genot, betrokkenheid en motivering hoér aangeslaan is met betrekking tot die
rekenaarspeletjie as die gevallestudiemetode.




ABSTRACT

Keywords: accounting education; auditing education; educational game; experiential
learning; information technology

Auditing, as a subset of the accounting discipline, is an inherently difficult subject to learn
and teach. There have been various challenges, problems and criticisms regarding
traditional auditing and accounting education. Auditing lecturers therefore have a
responsibility to investigate methods or aids that can assist lecturers in addressing these
challenges, problems and criticisms in order to educate future auditors who have the
knowledge, understanding and skills to function effectively in the workplace. The primary
objective of this study was therefore to evaluate whether the learning and lecturing
difficulties experienced may be addressed effectively through the use of an educational
auditing information technology-based game, which was developed during the course and
as a result of this study. The perceptions of third-year auditing students at North-West
University regarding the use of this game as an educational aid in auditing education were
tested through a questionnaire that was also developed as part of this study. The study
involved dividing the participants into an experimental and control group. The
experimental group played the educational computer game, while the control group
completed the case question from which the educational game was developed. The
students then completed the same questionnaire. The main findings of the study were that
the educational computer game was equal in educational value to the case method, while
factors such as joy, engagement and motivation were rated higher for the computer game
than for the case method.
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