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ABSTRACT  

Occupational skills are a set of knowledge and skills that employees need for career 

success and workplace readiness. Financial accounting (FA) students who are having 

a high caliber of occupational skills such as Problem-Solving Skills (PSS), 

Communication Skills (CMS), and Creativity (CRE) often will get more attention and 

demand than others. There is a gap between FA classroom knowledge and skills 

required in work setting. The objective of this research is to bridge this gap by 

developing a Quiz-Based Problem-Solving (QBPS) module application and to find the 

effectiveness of this module for enhancing occupational skills among FA students. The 

methodology adopted for this thesis is ‘Design and Development Research (DDR) and 

it consists of three phases: The need analysis (Phase 1), design and development (Phase 

2) and evaluation (Phase 3). The findings of the need analysis, both students' and 

teachers' questionnaires reflect a high level of agreement on the need of QBPS module 

application. The findings of the design and development phase reveal a high-level 

agreement of module objectives, contents, logistics, operational platforms, and 

required skills, which was executed with the questionnaire and a checklist for experts 

interviews. Initially, the alpha vision of QBPS module application was developed and 

then amended to derive the beta version with expert consensus. According to the 

usability test for QBPS in the evaluation phase, all students and teachers complement 

the module. The effectiveness of this module was tested by using a quasi-experimental 

design. The experimental group’s post-test scores for PPS, CMS, and CRE had 

improved to a greater extent. This thesis will impact the body of knowledge immensely 

in enhancing occupations skills and contribute to the framework in designing Quiz-

Based Problem-Solving module. Future researchers may test this module for different 

domains other than FA and will test other occupational skills required for a knowledge 

gap.  
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ABSTRAK 

Kemahiran pekerjaan ialah satu set pengetahuan dan kemahiran yang diperlukan oleh 

pekerja untuk berjaya dalam kerjaya dan juga kesediaan di tempat kerja. Pelajar 

perakaunan kewangan yang mempunyai kemahiran pekerjaan yang tinggi seperti 

kemahiran penyelesaian masalah, kemahiran komunikasi dan kreativiti selalunya akan 

mendapat perhatian dan permintaan yang lebih daripada pekerja yang lain. Terdapat 

jurang antara pengetahuan dan kemahiran yang diperlukan dalam persekitaran kerja. 

Objektif kajian ini adalah untuk merapatkan jurang ini dengan membangunkan modul 

penyelesaian masalah berasaskan kuiz dan menilai keberkesanan modul ini untuk 

meningkatkan kemahiran pekerjaan dalam kalangan pelajar perakaunan kewangan. 

Metodologi yang digunakan untuk kajian ini ialah penyelidikan Reka Bentuk dan 

Pembangunan (DDR) dan ia terdiri daripada tiga fasa iaitu analisis keperluan (Fasa 1), 

reka bentuk dan pembangunan (Fasa 2) dan penilaian (Fasa 3). Dapatan dari analisis 

keperluan melalui soal selidik pelajar dan pensyarah menunjukkan tahap persetujuan 

yang tinggi terhadap keperluan modul QBPS. Dapatan kajian dari fasa reka bentuk dan 

pembangunan pula menunjukkan tahap persetujuan yang tinggi dari aspek objektif 

modul, kandungan, logistik, platform operasi dan kemahiran yang diperlukan dimana 

data diperolehi dari soal selidik dan temubual. Pada mulanya, versi alfa telah 

dibangunkan dan kemudian versi beta untuk mendapatkan konsensus pakar. Dapatan 

kebolehgunaan modul dalam fasa penilaian menunjukkan modul memenuhi keperluan 

pelajar dan pensyarah. Keberkesanan modul ini telah diuji menggunakan reka bentuk 

kuasi eksperimen. Markah ujian pos kumpulan eksperimen untuk kemahiran 

penyelesaian masalah, kemahiran komunikasi dan kreativiti telah meningkat ke tahap 

yang lebih tinggi. Kajian ini telah menyumbang kepada korpus ilmu dalam 

meningkatkan kemahiran pekerjaan dan kerangka bagi merekabentuk modul 

penyelesaian masalah berasaskan kuiz. Kajian lanjutan boleh menguji modul ini untuk 

domain bidang yang berbeza dan kemahiran pekerjaan lain yang diperlukan untuk 

jurang pengetahuan. 
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CHAPTER 1 

INTRODUCTION  

1.1 Introduction   

Financial accounting (FA) is the process of recording, summarizing, and reporting 

monetary transactions of a given business entity. So that relevant stakeholders may 

make economic decisions pertaining to their wealth creation and it will align with 

sustainable business growth. According to Harold (2021), FA is a genre of accounting 

that helps in preparing financial statements for businesses to assess their financial 

performances.  This is an external purpose reporting hence, makers of these financial 

reports require a good understating and application of occupational skills. Learning 

FA will mature at the graduate level, where students need a better instructional design 

to combine knowledge and skills. Knowledge will be nurturing in classroom set-up, 

whereas skills come from industry set-up.  The teaching and learning process of 

financial accounting has become a challenging task for both students and teachers, in 

fact, it requires a strong caliber of occupational skills such as problem-solving skills 

(PSS), communication skills (CMS), and creativity (CRE) in preparing financial 

statements for various types of business organization. The gap between knowledge and 

skills can be bridged by exposing industry experience with strong occupational skills.   

  Financial Accounting involves recording, summarizing, and reporting 

financial transactions and communicating financial performance to interested 

stakeholders (Annapoorna, 2022). It includes Income Statement, Balance Sheet, and 

Cash Flow Statement as basic financial statements. Technically, accounting is the 

language of business.  Annapoorna (2022) stated that “a financial accountant's duties 

may differ from those of a general accountant, who works for himself or herself rather 
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