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Abstract— The study is conducted to determine whether digital simulation games can be used as an effective tool to improve students’ 
financial literacy. The population in this study was students from the Bali State Polytechnic, who took financial management courses. The 
research sample was taken using purposive sampling techniques and consisted of 52 students who were divided into groups that used digital 
simulation games and groups that did not use digital simulation games. The research instrument used in this study was a questionnaire 
consisting of financial knowledge, attitudes, and Behavior. The collected data was analyzed using Independent Sample t-test and One Way 
ANOVA analysis techniques. The results showed that the use of digital simulation games can improve students' financial knowledge, 
attitudes, and Behaviors. Students who use digital simulation games have better financial knowledge compared to students who do not use 
digital simulation games. In addition, students who use digital simulation games have a more positive attitude towards financial 
management and better financial Behavior. This study provides recommendations to the higher education college to consider the use of 
digital simulation games as one of the learning strategies and practicums in financial management courses. In addition, this research also 
provides benefits for students in improving their financial knowledge, attitudes, and Behaviors. 
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I.  INTRODUCTION 
Financial education is becoming important in the face of an increasingly complex economic world. Today, the use of 

innovative educational technologies such as digital simulation games is seen as a solution to improve students' financial 
knowledge, attitudes, and behaviors. Digital simulation games can help students understand complex financial concepts and 
improve their ability to make wise financial decisions. The use of digital simulation games is gaining popularity in education and 
training due to its ability to improve understanding and skills in safe and realistic situations. In the context of finance, simulation 
games can help students understand complex financial concepts and improve their ability to make wise financial decisions [1], 

Constructivist learning theory emphasizes the importance of hands-on experience and problem-solving for effective 
learning. This theory says that individuals actively build their own knowledge from direct experience and not just receive outside 
information. In the context of financial simulation games, this theory suggests that college students will be more effective in 
building their financial knowledge and skills through hands-on experience and problem-solving in realistic situations. 
Furthermore, behavioral economic theory highlights that psychological, social, and situational factors have an impact on 
individual financial decisions. In this context, financial simulation games can help college students develop a more positive 
attitude towards finances, which in turn can help them make better financial decisions in the future. 

According to [2], experiential learning is the process by which a person learns through direct experience and reflection 
on that experience. Experiential learning is different from learning through lectures or verbal explanations, as experiential 
learning provides learners with direct experience allowing them to understand concepts in a more effective way. 

In the context of teaching financial management, experiential learning can be done through digital simulation games. 
Through digital simulation games, students can gain hands-on experience in managing their own finances and can see the results 
of financial decisions made. This can help students to understand the concept of financial management in a more effective way 
and can build good financial attitudes and behaviors. 

Previous research has shown that financial simulation games have a positive impact on students' financial knowledge and 
behavior. [3] found that the use of financial simulation games can help students improve their knowledge of investment and risk 
management. In addition, financial simulation games can also help students develop a positive attitude towards finance. 
According to a study conducted by [4] financial simulation games can help college students develop a more positive attitude 
towards finances, which in turn can help them make better financial decisions in the future. 

However, the use of financial simulation games does not always provide consistent results. Research conducted by [5] 
shows that although financial simulation games can help improve financial knowledge, there is not always a direct relationship 
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between financial knowledge and behavior. In addition, there are also concerns that the use of financial simulation games may 
distract students from more important material. Research conducted by [6] shows that students who focus too much on financial 
simulation games can lose focus on important financial theory material. 

Nonetheless, some studies show that the use of financial simulation games combined with well-presented financial 
theory material can provide better results. [7] found that college students who used financial simulation games and well-presented 
financial theory materials experienced significant improvements in financial literacy and behavior. In the development of 
financial simulation games, it is important to consider the right game design and the appropriate target audience. [8] found that 
well-designed financial simulation games can help students with diverse financial backgrounds. 

Several studies have shown that the use of digital simulation games in financial education can improve students' financial 
literacy. Research conducted by [1] shows that the use of digital simulation games can improve the understanding of complex 
financial concepts and improve students' ability to make financial decisions. In addition to increasing financial literacy, digital 
simulation games can also improve students' financial attitudes and behaviors. According to [3], the use of digital simulation 
games can increase students' interest in financial topics and help them develop a more positive attitude towards finance. 

In addition, [4] showed that the use of digital simulation games in financial education can improve student financial 
behavior, such as financial planning and savings. In their study, college students who participated in financial simulation games 
reported having higher savings rates than those who did not participate. However, not all studies show the same effect. A 
systematic review by [5] suggests that although digital simulation games can improve financial knowledge and skills, the effects 
on financial attitudes and behavior remain unclear. 

Other studies have also shown that the effects of digital simulation games depend on the design and implementation of 
those games. Research conducted by [9] shows that goal-oriented financial simulation games can help improve students' ability to 
plan and manage their finances. In addition, several other factors can also affect the effectiveness of using digital simulation 
games in improving students' financial knowledge, attitudes, and behaviors. For example, age, previous financial experience, and 
individual learning preferences can influence college students' responses to financial simulation games [5]. 

Digital simulation games can be an effective tool in improving students' financial knowledge, attitudes, and behaviors. 
Constructivist learning theory and behavioral economics provide the theoretical basis for the use of financial simulation games in 
financial education. However, the effectiveness of financial simulation games can be influenced by design, implementation, and 
individual characteristics of students. Therefore, further research is needed to understand the impact of using digital simulation 
games in improving students' financial knowledge, attitudes, and behaviors. 

Thus, this study aims to identify the impact of using digital simulation games in improving students' financial knowledge, 
attitudes, and behavior and the factors that influence it. 

II. LITERATURE REVIEW 

A. Financial Literacy 
Financial literacy is an individual's ability to understand financial concepts, principles, and techniques to manage money 

well. According to [10], financial knowledge is essential for taking the right financial decisions and achieving long-term financial 
goals. However, the level of financial literacy is still low in many countries, so it is necessary to develop effective financial 
literacy programs. 

Many factors influence financial literacy, including education, age, gender, financial experience, and social environment. 
According to research by [11], individuals who are more highly educated, more experienced in finance, and have a supportive 
social environment tend to have better financial knowledge. 

To improve an individual's financial literacy, it is necessary to develop an effective financial literacy program. According to 
[11] financial literacy programs should include material that is relevant to an individual's daily life, easy to understand, and 
presented in a variety of interesting formats. In addition, financial literacy programs should also be conducted on an ongoing basis 
to ensure that individuals acquire adequate financial literacy. 

B. Financial Attitude 
Financial attitudes refer to an individual's views, attitudes, and beliefs toward personal finance and public financial 

policies. According to [12], financial attitudes are very important in shaping individual financial behavior and influencing 
financial decisions taken. Therefore, it is important to understand the factors that influence an individual's financial attitude. 

Numerous variables, such as financial experience, education, age, gender, and cultural influences, have an impact on 
financial attitudes. According to [12], positive financial experiences and higher levels of education tend to form more positive 
financial attitudes. 

A positive financial attitude can influence an individual's financial behavior. According to [13], individuals with a 
positive financial attitude tend to make wiser financial decisions, such as saving and investing their money. Conversely, 
individuals with negative financial attitudes tend to make poor financial decisions, such as going into debt and making impulse 
purchases. 
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Improving an individual's financial attitude is essential to form better financial behavior and overcome financial problems that 
are often faced, such as debt and overspending. According to research by [14]

, an effective financial literacy program can help 

improve an individual's financial attitude. The program may involve an introduction to important financial concepts, the 
development of financial skills, and education on wise financial decision-making. 

C. Financial Behavior 
Financial Behavior refers to the way individuals view and manage their finances. Financial Behavior includes financial 

decisions, spending Behavior, saving, investing, and debt management. Financial Behavior can be influenced by many factors, 
including financial attitudes, financial knowledge, and psychological factors. 

Poor financial Behavior can have a negative impact on an individual's financial well-being, such as financial hardship, debt, and 
financial stress. According to research by [15], poor financial Behavior can also have an impact on an individual's mental health, 
such as anxiety and depression. 

D. Financial Digital Simulation Games 
Financial digital simulation games are a form of computer game that aims to provide a learning experience on financial 

topics in an interactive and fun way. In this game, players take on the role of a character who must make financial decisions, such 
as managing budgets, making investments, and managing financial risks. 

Financial digital simulation games have many benefits, including improving financial knowledge and skills, developing a 
positive attitude towards finances, improving problem-solving and decision-making skills, and helping players prepare for real-life 
financial situations. According to research by [13], financial digital simulation games can also increase self-confidence and 
motivate players to practice wiser financial behaviors. 

E. Research Model 

 

Fig. 1. Digital Financial Simulation Games Model 

III. METHODOLOGY 
Statistical procedures are used as a method of data analysis in this study, so that the focus of theoretical assessment with an 

assessment of each variable has a quantitative nature. This research is fundamental research that uses theory to address problems 
and has no direct impact on decision making; it refers to the objective of this research [41]. 

A. Data Collection Techniques and Analysis Methods 
The survey method, which is a methodology of gathering and evaluating data in the form of opinions from the individuals 

examined (respondents) through question and answer, is frequently employed in this research. A questionnaire was employed as 
the survey method in this study (direct questions). Questionnaires can be distributed directly to and collected from respondents 
(individually), or they can be distributed and collected via url address. Students enrolled in a financial management class were 
given questionnaires. 
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This study employs primary data, which is research data gathered directly from the original source (rather than through 
intermediary media) [16]. The questionnaire will be created in the form of a Google form and distributed to the appropriate 
pupils. 

The questionnaire in this study was adapted from several studies such as: Pankow (2008), [12]) consisting of 20 statements 
related to 5 (five) aspects of financial knowledge (financial literacy), 8 statements related to 4 (four) aspects of financial Behavior 
(financial Behavior) and 12 statements related to 6 (six) aspects of financial attitude. 

The questionnaire consists of several parts, namely demographic information, questions about the experience of using digital 
simulation games in financial learning, and questions about students' financial knowledge, attitudes, and behaviors. Questions 
regarding students' financial knowledge are focused on financial concepts such as money management, investment, insurance, and 
risk management. Questions about students' financial attitudes include students' beliefs, values, and tendencies in managing their 
finances. Meanwhile, questions about student financial behavior include students' real actions in managing their finances such as 
savings, investments, and debt management 

This study uses the t-test data analysis method (independent sample t-test and one way ANOVA analysis). Multiple regression 
analysis is a statistical tool for examining the effect of two or more independent variables on the dependent variable in a linear 
equation [17]. 

The descriptive statistical test, data quality test (outlier test, validity test, and reliability test), and hypothesis test were used to 
assess the data (F-test, t-test, and coefficient of determination test). 

IV. RESULT AND DISCUSSION 

A. Descriptive Analysis 
Overall, the sample number was 52 students aged 20-22 years. The sample consists of 2 classes, each class consists of 26 

people. Class A is the treatment group that uses financial digital simulation games, and Class B is the group that does not receive 
treatment using digital simulation games. 

From the research sample obtained, several characteristics of the research sample can be described as follows: 

TABLE I.  DISTRIBUTION OF SAMPLES BY GENDER IN TREATMENT GROUP A AND TREATMENT GROUP B. 

Gender 
Class A Class B 

n percent n percent 

Man 14 53.8 12 46.2 

Woman 12 46.2 14 53.8 

Total 26 100.0 26 100.0 

 

TABLE II.  RESULTS OF MEASUREMENT OF KNOWLEDGE, ATTITUDES AND FINANCIAL BEHAVIOR ON TREATMENT GROUP A AND 
TREATMENT GROUP B. 

Measurement 
Class A Class B 

n mean sd n mean sd 

Financial 
Literacy 

26 52.08 5.222 26 43.81 3.510 

Financial 
Attitude 

26 70.26 6.002 26 61.31 4.240 

Financial 
Behavior 

26 50.04 5.510 26 45.69 3.484 

B. Normality and Homogeneity Test 
The amount of Sig value of student financial knowledge data is 0.075 more than 0.05.  In accordance with the test, it can 

be said that the sample comes from a normally distributed population. The amount of Sig value of student financial attitude data is 
0.047 more than 0.05.  In accordance with the test, it can be said that the sample comes from a normally distributed population. 
The amount of Sig value of student financial Behavior data is 0.064 more than 0.05.  In accordance with the test, it can be said 
that the sample comes from a normally distributed population. 
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The results of the homogeneity test using One Way Anova can be seen as follows: 
• Student financial knowledge scores Sig. 0.060 more than 0.05 with a degree of freedom that is df2 equal 50. From these 

results, it can be said that the research data is homogeneous because it has the same variance. 
• The financial attitude of students' scores Sig. 0.059 more than 0.05 with a degree of freedom that is df2 equal 50. From 

these results, it can be said that the research data is homogeneous because it has the same variance. 
• Student financial Behavior Sig. 0.128 more than 0.05 with a degree of freedom that is df2 equal 50. From 

these results, it can be said that the research data is homogeneous because it has the same variance. 

C. Hypothesis Testing 
Based on the results of the hypothesis test, a Sig (2-tailed) value of 0.000 less than 0.05 was obtained. This means that if 

hypothesis 1 is accepted, there is a significant difference in students' financial knowledge between the group of students who use 
digital simulation games and do not use digital simulation games. 

Based on the results of hypothesis test 2, a Sig (2-tailed) value of 0.000 less than 0.05 was obtained. This means that if 
hypothesis 2 is accepted, there is a significant difference in students' financial attitudes between groups of students who use 
digital simulation games and do not use digital simulation games. 

Based on the results of hypothesis test 3 in table 4.7 above, a Sig (2-tailed) value of 0.000 was obtained less than 0.05. This 
means that if hypothesis 3 is accepted, there is a significant difference in student financial Behavior between groups of students 
who use digital simulation games and do not use digital simulation games. Based on the results of hypothesis test 4, the Financial 
Knowledge variable obtained a Sig value of 0.543 less than 0.05. In the Financial Attitude variable, a Sig value of 0.780 more 
than 0.05 was obtained and in the variable Financial Behavior obtained a Sig value of 0.371 more than 0.05. This meant that 
hypothesis 4 was rejected and Ho accepted, and there were no significant differences in students' knowledge, attitudes and 
financial Behavior between the male and female student groups. 

Based on the results of hypothesis test 5, the Financial Knowledge variable obtained a Sig value of 0.000 less than 0.05. In 
the Financial Attitude variable, a Sig value of 0.000 is obtained less than 0.05 and in the Financial Behavior variable, a Sig value 
of 0.001 less than 0.05 was obtained. This means that hypothesis 5 is accepted and there are significant differences in students' 
knowledge, attitudes and financial Behavior between class A student groups and class B students. Based on the results of 
hypothesis test 6 in table 4.10 above, the Financial Knowledge variable obtained a Sig value of 0.525 more than 0.05. On the 
variable Financial Attitude Sig values of 0.153 more than 0.05 were obtained and in the Financial Behavior variables, Sig values 
were obtained of 0.784 less than 0.05. This means that hypothesis 6 was rejected and Ho accepted, and there were no significant 
differences in students' knowledge, attitudes and financial Behavior between groups of students who had GPAs ranging from 2.61 
to 3.50 and 3.51 to 4.00. 

D. Implication 

The results of the research conducted can be taken into consideration in the use of digital game simulation-based financial 
management practicum guidebooks so that they can be used more widely, because they can help students increase financial 
knowledge in themselves, besides that students who have good financial attitudes and behaviors will greatly impact various other 
skills. 

V. CONCLUSION  
 

Based on the statistical parameters used, it can be seen that students who simulate digital games have better knowledge, attitudes 
and financial behaviors than students who do not simulate digital games. 

 
Research shows that students' financial knowledge, attitudes and behavior can be improved by simulating digital games, but 
improvements need to be made to financial management practicum guidelines from the context of material and digital game 
simulation demonstrations in helping students do practicum. Of course, this must be considered so that later practicum activities 
that are used as a means of forming financial management skills can maximally help students in improving financial knowledge, 
attitudes and behaviors and other skills. 
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