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ABSTRACT

Learning about personal finance provides tools that allow people to acquire habits to manage
their money. This article presents a non-descriptive cross-sectional study of personal finance
learning using an existing commercial video game called The Payoff as a didactic intervention
for teaching English as a foreign language (L2) at university level. A non-random convenience
sampling was carried out that consisted of six different phases that took the students from
reflection on the subject of personal finances to the creation of a personal financial management
plan through the use of The Payoff, whose primary purpose is in fact to teach its users to make
financial decisions. The results show that the use of video games can benefit the acquisition of
knowledge about personal finance along with the development of L2 language skills.

KEY WORDS
Video games; personal finance; didactic strategies; educational intervention
RESUMEN

El aprendizaje de finanzas personales brinda herramientas que permiten a las personas la
adquisicién de hdbitos para administrar su dinero. En este articulo se presenta un estudio
transversal no descriptivo sobre el aprendizaje de finanzas personales mediante el empleo de
un videojuego comercial existente llamado The Payoff como una intervencién diddactica para
la enserianza del idioma inglés como lengua extranjera (L2) a nivel universitario. Se realizdé un
muestreo no aleatorio de conveniencia que consté de seis diferentes momentos que fueron
desde la reflexion sobre el tema de finanzas personales hasta la creacion de un plan personal de
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administracion de finanzas pasando por el uso del videojuego The Payoff cuya finalidad primordial
es la de ensefnar a sus usuarios a tomar decisiones financieras. Los resultados muestran que
el empleo de videojuegos puede beneficiar a la adquisicion de conocimientos sobre finanzas
personales junto con el desarrollo de habilidades linguisticas en el L2.

PALABRAS CLAVE
Videojuegos; finanzas personales; estrategias diddcticas; intervencién educativa
INTRODUCTION

University students frequently use financial resources that allow them to purchase products
or services. Occasionally, they have to make financial decisions without knowing the possible
consequences they may get involved in. According to Carangui Velecela et al, (2017), the
erroneous administration of economic resources brings destabilizing consequences for
individuals. Contrastingly, it could be assumed that, if someone has a university degree in the
area of Economic-Administrative sciences, they will implicitly be able to manage their personal
finances.

Video games can be used as a pedagogical tool to teach personal finance. The way to achieve
this is based on the pedagogical theory known as constructivism, in which according to Pozo
(1997), knowledge is an interaction between the new information presented to students and
that which they already knew. Learning, then, is a process of creating models to construct the
information received. To help students do this, it is advisable to create a pedagogical environment
in which video games can be used appropriately in the classroom. For Duarte (2003), the ideal
environment is one in which favorable learning conditions exist and are developed, while for
Herrera (2006), a learning environment is a place where students and teachers come together
to interact psychologically with specific content. Similarly, Miranda (2004) describes it as a
collection of tools that allow the management of activities proposed for students or that provide
an effective communication system and allow better control by the school. Finally, Bravo (2018)
defines it as a physical and theoretical medium structured and specifically designed to adapt to
the learning needs and the diverse characteristics of students.

Five principles make up a learning environment. Duarte (2003), based on the principles proposed
by Maria Isabel Cano in 1995, asserts that the first principle is that the learning space must
function in such a way that the students begin to recognize that, in addition to their own needs,
tastes, interests, and ideas, are those of many others who coexist with them. Therefore, in the
classroom, the development of students’ autonomy should be favored. The second principle
is that student’s learning is fostered through interaction. In this way, the classroom has to be
dynamic, and it has to offer the possibility that students can recreate, change, and suppress
themselves. The third is that learning also takes place beyond the four walls of the classroom
and that, therefore, different scenarios outside the physical environment of the school must be
analyzed. Number four is that a learning environment has to offer opportunities oriented towards
play and relaxation. Lastly, regarding the fifth principle, the author asserts that the environment
must be actively constructed by all the members of the group that inhabits it.

Conversely, for Herrera (2006), the value of learning environments is based on four elements: The
first of these is that they facilitate a process of interaction or communication among students. In
addition to this, they provide a group of tools or means of interaction to students and teachers.
They are also characterized by a series of regulated actions related to certain content. Finally, the
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author describes them as spaces where these activities are carried out. Herrera sums this up as
a physical and psychological environment of regulated interactivity where people converge for
educational purposes.

As regards virtual learning environments, these are utilized not only to replace face-to-face
classes, but can also serve to reinforce them. Multiple tools can be integrated into virtual learning
environments that facilitate communication and collaboration as well as easy management of
learning activities and school administration. Finally, the virtual environment is superimposed on
the physical environment such as that of books, the manipulation of instruments, work activities
that require interviews and or video conferences, and so on. Bravo (2018) offers a description
of the characteristics of the virtual learning environment, both personal and hybrid. First of all,
they have a geographic existence that remains different from other geographic spaces during a
certain interval of time by educational actors.

The use of video games in learning environments is not new since there are authors such as
Garmen et al. (2019) who have used them to study the effect video games have on multiple
intelligences. Additionally, Marin-Diaz et al. (2019) found that the use of video games democratizes
opportunities for both men and women have to master English as a foreign language. On the
other hand, there are other authors, such as Pujol et al. (2016), who confirm that those students
who play for one hour a week have a better psychomotor response to visual stimulation than
those who play more than two hours a week. One of the variables that benefits most from the use
of video games in a learning environment is motivation. Osma-Ruiz et al. (2015) found that video
games increase students’ motivation and therefore they become more engaged in their learning
process. There are also researchers like Bado (2014) who claims that the use of video games
in the classroom serves to optimize the players’ linguistic abilities in areas such as listening,
speaking, and acquiring vocabulary. Finally, apart from improving students’ motivation, Shea
(2014), asserts that they also help reduce anxiety levels and promote personalized learning.

The aim of this article is to show the results of a didactic intervention using video games to
teach English as a foreign language (L2) to university students in the area of Economics and
Administration. The first section introduces the concepts of personal finance, the justification
for using video games in virtual learning environments, and the various studies that have been
conducted using video games in the classroom. Following this, in the Research Methodology
section, there is a description of the six phases that comprise the design of the didactic
intervention. It then organizes the results to reflect students’ level of interest in using video games
and, secondly, their perceived impact on the process of learning to make financial decisions.
The paper concludes with the conclusion section which highlights the fact that the use of video
games can be used to learn to make informed financial decisions.

RESEARCH METHODOLOGY

A descriptive, non-experimental, cross-sectional study was conducted with 79 university students.
Study participants were asked to play an existing commercial video game titled The Payoff during
the fourth of 17 weeks of the Business Communication course. The video game was part of a
specially designed didactic activity divided into six sessions spread over the length of the course.
The Payoff is what is known as a non-linear video game; that is, the players were presented with
challenges which they completed non-consecutively.

In the three lessons prior to the initial Payoff session, the participants studied the topic of Money.
In this teaching activity, the subject of personal finance was tackled, and the subjects were first
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asked to reflect on their own and their family’s relationship with money in terms of four closed
questions.

The second phase required the students to complete two columns of a table known as the K-W-L
table, where K stands for Know; W stands for | Want to Know, and L stands for What did | Learn?
The first column was titled ‘What do | know about personal finance?’ and the second ‘What would
| like to know about personal finance?’ Finally, the third column is titled ‘What did | learn about the
topic?’

In the third part of the lesson, students were given a link to the site running The Payoff and a
password for the game. In the first step, each student signed-up on the site and created a new
user account to access the main screen of the game (lllustration 1). Here, an introductory video
provided an explanation of the instructions and objectives of the game.
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Illustration 1. Main screen of The Payoff video game. Source: Own image.

Once the participants finished the game, they received a score for their participation, which
involved listening comprehension, reading comprehension, and finally a brief writing task. The
average time spent on the video game is 60 minutes. The students were presented with a sheet
similar to the one in illustration 2 where they were shown the score they achieved, the balance in
their fictitious bank accounts, and finally a summary of all the financial decisions they made and
how they benefited from them (or otherwise).
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lllustration 2. Final screen of The Payoff video game. Source: Own image.
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In the fifth phase of the didactic activity, students were asked to draw a concept for a personal
financial plan and to consider how they could control their finances.

In the sixth and final stage, students should answer the third question from the second part of the
lesson and fill in the third column with the heading “What have | learned about the topic?”.

Once the students finished playing The Payoff, they were sent a survey via email. This consisted
of 12 items the responses to which were designed to elicit the participants’ preferences regarding
video games and whether they would play it again. Another aspect considered in the survey
was the playability of The Payoff. Participants were also asked if they had learned how to make
financial decisions. With respect to L2 learning, the students were asked if any linguistic skills were
now more complicated or easier and what these were. Finally, the participants were asked if they
had experienced any technical difficulties in the time they spent playing the video game.

The Business Communication learning course was taught remotely in a virtual learning
environment based on the Moodle learning platform, and the didactic intervention described
in this study was also published there. A non-random convenience sampling was carried out
because the activity was shared with all the participants of the course.

At the beginning of the survey, participants were made aware of its scope and details through
an informed consent letter, as well as via acceptance of the Google Forms privacy policies. The
survey included six multiple-choice questions. These questions were made to find the following
information:

Students’ attraction in playing The Payoff.

Their interest in playing The Payoff.

Their opinion about the playability of The Payoff.

The most difficult linguistic skill when playing The Payoff.

The easiest linguistic skill when playing The Payoff.

To know if students felt that they learned to make financial decisions after having played
The Payoff.

ONCIFNENENES

RESULTS

Once the survey had been administered using
the Forms tool, a spreadsheet was generated
with the Spreadsheets tool, both from Google.
A separate descriptive analysis was carried out
of the 6 multiple-choice questions, ordering the
answers in a grouped and an individual manner.
The first question refers to the level of interest 2
students showed in the lesson after playing The S
Payoff. Figure 1 shows that 22.22% of men found the .
game very good compared to 14.75% of women.
Conversely, fewer men (66.67%) of men found
the game interesting as compared with 77.05% of Figure 1. University students’ attraction
women. So, it is obvious that both men and women to the game The Payof.
enjoy playing video games, which contradicts the

popular belief that video games are a purely male

pastime.

M Interesting ® Very good Not atractive

77.05%

66.67%

11.11%

8.20%

WOMEN MEN
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ENo mYes W Maybe

68.85%

61.11%

24.59%

6.56%
11.11%

MEN

WOMEN

27.78%

Figure 2. Number of university students interested in playing The Payoff

again.
Source: Own work.

Regarding the game’'s playability,
33.33% of the men, together with 13.11%
of the women thought that the video
game seemed very easy. On the other
hand, 75.41% of women and 50% of men
commented that The Payoff was neither
easy nor difficult (Figure 3). To promote
learning, a video game should not be
either too complicated or too easy to play,
as both of these would alienate potential
stakeholders. In this regard, The Payoff
turned out to be a balanced game in
terms of its playability in such a way that it
motivates students to want to use it again.

M Listening M Reading ™ None

58.33%
18.33%
44.44%
33.33%
22.22%

11.67%

WOMEN MEN

1.48%

—

68.85% of the women said they would play
The Payoff again, while 61% of the men
expressed the same opinion. Only 1.11%
of men and 6.56% of women would not
play it again (Figure 2). It was also found
that interest in playing video games did
not depend on gender and that the video
game created such an expectation in
students that they were willing to play
again to either improve their score in the
game or to learn L2 as well as to improve
their financial decisions.

m Very difficul®

m \Veryeasy M Not difficult nor easy

41

75
33.33%
50.00%

11%
16.67%

)
o
—

WOMEN MEN

Figure 3. Opinion about the playability of The Payoff.

Figure 4. Opinion about the most difficult linguistic skill when playing

The Payoff.
Source: Own work.

65% of the women and 38.89% of the men
believed that the language skill they found
easiest when playing was reading. In addition,
44.44% of men and 26.67% of women said that
listening was also easy for them (Figure 5).
Reading comprehension, the other passive
linguistic skill also develops relatively easily;
in fact, for most people who are learning L2, it

is the skill they master most quickly.

14

Source: Own work.

58.33% of the women and 44.44% of the
men reported that the linguistic skill that
was most difficult for them was listening,
while 18.33% of the women and 22.22% of
the men commented that none of the
skills was difficult (Figure 4). In general, the
receptive linguistic skill of listening is one
that can be easy to master, and the video
game offers various opportunities to listen
to the characters interact with each other
in English.

8 M Listening M Reading M None
7
w

44.44%
38.89%

26.67%

x®
)
o
o
|

WOMEN

®
[%a)
x
m

|

MEN

Figure 5. Opinion about the easiest linguistic skill when playing

The Payoff.
Source: Own elaboration.
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of women and 76.47% of men
affrmed that they learned to make
financial decisions with the video game
The Payoff, while 4.92% of women and
5.88% of men asserted that they had not
learned to do this (Figure 6). It can be seen
that students express their confidence

H Listening m Reading None 73.77%

44.44%
38.89%

26.67%

2 R in the video game and therefore feel the
o - confidence to express the opinion that
The Payoff taught them to make better
WOMEN MEN financial decisions compared to a very
Figure 6. Percentage of university students who learned to low percentage that declared that they
mo"sizrr‘ggc(')‘i\',gsv%fl'f”s did not feel they had benefited.
pay_up
College students were asked to write down the investments
new vocabulary they had come across while emergenCyda. fund
playing The Payoff. 29 words were identified and |nve Stme nt
the nubedepalabras.es software was used to a Ce
illustrate them in the form of a word cloud (figure Sharesincomel 2ot DImES payments
7). As Figure 7 shows, the new words that the retirement O vostng
students encountered most were “investment” pay off e bankmgg
and “insurance”, since in the game they are two moneays_ssukrltlalzs Vlng 50
of the concepts that are most frequently talked . Savings °%
about when players are shown videos or reading bank_accounts
. supporting
exercises.

Figure 6. Most frequently cited words found in The Payoff.
Source: Own work employing the software of the webpage
nubedepalabras.es.

CONCLUSIONS

The results obtained from this study enable us to understand the impact of playing The Payoff on
university students’ knowledge of personal finance. It is very important to highlight the fact that
these results give us sufficient grounds to observe—in a general sense—that, simply by playing
this video game, students can expand their knowledge of personal finance.

Given that this research was prepared to collect impressions about the game, the need arises to
design a prior and a subsequent exam on students’ knowledge of personal finance. This, in turn,
will make it possible to find reliable results demonstrating the usefulness of using video games to
teach personal finance in university classrooms.

This work shows that students affirm they have learned how to make financial decisions by
playing an existing commercial video game title. Only a small percentage stated that they did
not succeed. For this reason, it is essential to develop a study that measures knowledge before
and after playing the game.

In general, university students show great interest in the use of video games for learning personal
finance and L2, this being one of the strengths of this study according to the results obtained
from the survey. Another of the strengths of this didactic intervention is that it is not necessary for
a teacher to have deep technical knowledge to be able to start using the game and even less
need to invest money since it is free software that works on PCs, laptops, and tablets. Teaching
personal finance becomes easy, entertaining, and motivating through using video game titles
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like the one used in this experiment.

The L2 learning process benefits as the practice of passive language skills such as listening
and reading comprehension is fostered. Added to this, Players are exposed to personal finance
vocabulary and their vocabulary can be enhanced. Finally, as Reinders (2016) suggests: if
teachers want to increase their students’ motivation, it is highly recommended to integrate the
experience of playing video games into teaching practice, as this is consistent with previous
theories demonstrating their positive effects on learning motivation.
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participants in the research). Context (describe the geographic and the institutional context
where the research was carried out). Instruments (describe the research instruments used to
collect information and data). Data analysis methods (describe and justify the quantitative,
qualitative or mixed methods).

e) Main findings. Synthesize, present, interpret and argue the most significant results found.

f) Main limitations of the study (related to the geographical or institutional context or knowledge
area where the conclusions or suggestions could be applicable).

g) Main applications and impact of the research. Describe the main benefits of the research
and the possible applications of the proposal.

h) Conclusions. Describe the main conclusions generated from the answers to the research
questions.

Topics for the articles:
1. Learning and teaching processes.
2. Professional competencies development.
3. Teaching methodology based on constructivist principles.
4. Alternative language learning theories.
5. Curriculum design: design of language programs or language courses.
6. Design, selection and adaptation of language teaching materials.
7. Language learning evaluation.
8. Language and culture.
9. Research and professional development.
10. Educational technology in languages.

Format:
« Title using Arial font, sizel4
+ Text using Arial font, size 12
« Margins: top 2.5, bottom 2.5, left 2.5, right 2.5.
+ Spaces: 1.5
« No indented paragraphs

Length of the articles:

- 81012 pages containing text (from 3000 to 5000 words approximately)

- 1-2 pages containing references (using the American Psychological Association APA format)
Languages: The articles can be written in English, French, German, or Spanish.
The editorial process includes a review by a strict pair of “blind” reviewers and the use of Plagius
software to verify that ethical standards are respected and that there is no plagiarism in any of the
documents.

Please upload the articles on the CIEX JOURNAL WEBSITE: http://journal.ciex.edu.mx

Deadline to send the proposals: February 15, 2021.

Editor: Ma. del Carmen Castillo Salazar Ph.D. - journal@ciex.edu.mx
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El Centro de Idiomas Extranjeros
“Ignacio Manuel Altamirano”

CONVOCA

A los aspirantes interesados en cursar la Licenciatura en Letras Inglesas (Modalidad Online)
a participar en el Concurso de Seleccién para el ingreso al Ciclo Escolar 2021-2022 - Semestre
Febrero 2022, presentando el examen de admision que se realizard mediante cita en el area de
control escolar de nivel superior, conforme a los siguientes:

REQUISITOS

Los interesados en participar deben realizar todos los trdmites y procedimientos institucionales,
ademds de cumplir con los requisitos descritos en el cronograma y el instructivo correspondiente
a esta Convocatoriq, los cuales son:

»

»

»

»

»

»

»

»

Informes:

Teléfono: 01 (747) 49 479 73
WhatsApp: 747 108 1203
Pagina web: www.ciex.edu.mx
Correo electronico: info@ciex.edu.mx

Leer y aceptar los términos y condiciones de la convocatoria y su instructivo.

Realizar el registro en las fechas establecidas en esta Convocatoria.

Comunicarse a la institucion para realizar una cita para el examen de admision.

Pagar el derecho de examen de seleccién.

Presentar el examen de seleccidn y una evaluacién de valores y actitudes en el lugar, dia y
hora sefalados, mediante previa cita.

Ser aceptados mediante un concurso de seleccién, dentro de los periodos que al efecto se
sefalen.

Recibir una carta de aceptacion por parte del Comité Evaluador de la institucion.

En caso de ser seleccionado en la Licenciatura en Letras Inglesas, contar con Certificado
de Bachillerato con un promedio minimo de ocho (8.0) o su equivalente y entregarlo con
la demds documentacidén solicitada el dia y en el lugar establecidos, de acuerdo con los
términos sefalados en la institucion.




El Centro de Idiomas Extranjeros
“Ignacio Manuel Altamirano”

CONVOCA

A los aspirantes interesados en cursar la Licenciatura en Letras Inglesas o la Maestria en la
Ensefianza del Idioma Inglés y Linglistica Aplicada a participar en el Concurso de Selecciéon
para el ingreso al Ciclo Escolar 2022-2023, presentando el examen de admisién que se realizard
los dias sdbados hasta el 27 de agosto de 2021, conforme a los siguientes:

REQUISITOS

Los interesados en participar deben realizar todos los trdmites y procedimientos institucionales,
ademds de cumplir con los requisitos descritos en el cronograma y el instructivo correspondiente
a esta Convocatoriq, los cuales son:

» Leery aceptar los términos y condiciones de la convocatoria y su instructivo.

» Realizar el registro en las fechas establecidas en esta Convocatoria.

» Comunicarse a la institucion para realizar una cita para el examen de admision.

» Pagar el derecho de examen de seleccion.

» Presentar el examen de seleccidn y una evaluacién de valores y actitudes en el lugar, dia y
hora sefalados, mediante previa cita.

» Ser aceptados mediante un concurso de seleccion,
dentro de los periodos que al efecto se senalen.

» Recibir una carta de aceptacién por parte del Comité
Evaluador de la institucién.

» En caso de ser seleccionado en la Licenciatura en
Letras Inglesas, contar con Certificado de Bachillerato
con un promedio minimo de ocho (8.0) o su equivalente
y entregarlo con la demds documentacién solicitada
el dia y en el lugar establecidos, de acuerdo con los
términos sefalados en la institucion.

» En caso de ser seleccionado en la Maestria en la
Ensefianza del Idioma Inglés y Linglistica Aplicada,
contar con Titulo de Licenciatura, Cédula Profesional,
Carta de motivos, Certificacion TOEFL (500 puntos
minimo).

Informes:

Teléfono: 01 (747) 49 479 73
WhatsApp: 747 108 1203

Pagina web: www.ciex.edu.mx
Correo electrénico: info@ciex.edu.mx
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