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ABSTRACT

As education design becomes more complex and challenging, a new form of teaching
required in the ddivery of new knowledge, integration and a more democratic
relationship between teachers and students. New tool is needed to help the process of
teaching and learning process. One of the common teaching methods that teachers
prefer today is a lecture method in delivering the content and used one-way
comminication. This method make the role of sudent who st passively in class only
listen which later will lead the students to become bored to learn.. A survey is
conducted to achieve to determine the sudents* response towards edutainment usage.
The response is focused on understanding and interest of the students towards the
edutainment usage. The questionnaire is congtructed by taking the determinants of
TAM as the congtructors for the questions. The edutainment software used is Ray's
Letters and Numbers and it is suitable for children. The target respondents for this
research are Year 2 students. The usage of edutainment in learning environment is to
create a fun learning style for students. Students learned but at the same time have
fun. From the analysis, 90.0% of students agreed that edutainment software can help
them understand English, 93.3% of students agreed that edutainment can create fun
learning environment and 86.7% of students agreed that edutainment can encourage
them to learn.



